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By Rob Heinsoo

If you're reading this, it means you supported the 13
Age Bundle of Holding to the extent that you've landed
the extra goodies! Thank you!

Diamonds and Shadows is the result of a development
in 13" Age design that took me by surprise. I was
convinced that 13" Age organized play wasn’t possible
because —in my previous
experience—organized play
requires standardization:
every player can expect the
same experience at every
table, and every GM can
expect that players won't
bring weird homebrewed
PCs to games. The One
Unique Thing made that
kind of standardization
impossible, I argued,
because characters can
have game-changing
uniques like, “I am the only
half-elf in the world”.

Thankfully ASH LAW
knew better. ASH had joined our
13t Age efforts as the most
effervescent gamemaster we knew, and
with his characteristic ebullience said that
organized play wouldn’t be a problem if we
simply vetoed One Unique Things which described a PC
as the only character in the world who had their unique
features. So long as no one’s uniques ruled out other
people’s uniques, organized play could work. ASH and a
group of enthusiastic collaborators then proved it by
designing four successful 13* Age organized play
adventures—adventures that have now been updated
and compiled as the Diamonds and Shadows campaign
(together with a lot of brand new material).

A few words of explanation for those completely
new to these adventures—because they were originally
created for groups to play as weekly two-hour sessions

of the 13" Age organized play program, they were
originally designed with specific time limits in mind. As
such if you play Diamonds and Shadows as written you'll
find that the adventure has a natural rhythm, alternating
between freeform montages, roleplaying, combat, and
more combat!

The episodic format of the weekly adventures also
explains the linear approach of the early parts of
Diamonds and Shadows. ASH loves writing sandbox
adventures, but organized play had to stick to specific
plotlines. As a result there’s less room at the start of
Diamonds and Shadows for players to take off in a

completely unexpected direction than there is
in an adventure like Shadows of Eldolan.
If going off on wild tangents is your
players’ only mode, you'll still be
able to use most of the material
in Diamonds and Shadow and
the good news for such
groups: possibilities do
widen out at the end!

The various sections of
the adventure are written
for higher and higher level
characters. If you play
Diamonds and Shadows as

written, moving from one
section to the next, you'll level
your characters up much faster
than in most campaigns. Starting
at second level, you're all beholden
to that stealthy puppeteer, the Prince of
Shadows. By the end of Diamonds and
Shadows, you're all seventh level, and you
may have chosen among several of the icons
as your ally and from even more of them as
your true enemy.

If you find yourself enjoying this style of play, or
profiting from the examples of adventure pacing,
character montages, and ASH’s other GM tricks, the
current 13% Age Organized Play adventures are available
as a bonus to subscribers to the 13% Age Monthly from
Pelgrane Press.

Have fun in the shadows, chasing the diamond!



CHaPTER I: ADVEOTURE SET-UPp

ADVENTURE OVERVIEW

This adventure revolves around a mystic diamond that
by rights belongs the Emperor. The Darkskye Diamond is
said to have the power to levitate rock, creating flying
islands in the sky.

The adventurers start as pawns of the Prince of
Shadows, paying off past debts to the icon by committing
crimes for him. One of the crimes involves stealing the
Darkskye Diamond... and the theft of that item sets the
rest of the adventure in motion.

CHARACTER MOTIiVATIiONn, AND THE
icons
inm SHADOW'S DEBT

The adventure starts with the adventurers working for
the Prince of Shadows to pay off a serious debt that they
owe him. The debt could be a literal debt, or something
like a debt of honor.

The characters have all somehow incurred a hefty debt
to the Prince of Shadows, be it a literal debt or a figurative
one. Whether it was for a good reason, bad reason, or just
pure luck, the Prince isn’t one to let something like that
slide. The Prince wants the characters to put their skills
and talents to work and they will do so, if they know
what’s good for them.

Ask each player what their character has done to land
them in the Prince of Shadows’ debt. Is the debt to the
Prince a figurative one, or a literal debt of money? Is the
debt related to their backgrounds? Was their debt
incurred for selfish reasons, from selfless motives, or
through chance? Whatever it is, it's going to take several
jobs to repay. . . ..

AGENT OF An icon

Of course not every character will fit the ‘I'm in debt to
the Prince of Shadows” mold, so here are some ideas for
other icon-related reasons for starting this adventure:

* You are secretly working for an icon who wants to
know what the Prince of Shadows is up to. You have
taken the place of somebody who has a debt to the
Prince.

® You are hiding from an icon, and what better place to
hide from an icon than in the employ of another icon?

* You are working for an icon who is concerned that
the Prince of Shadows has a plan to do harm to the
Wild Wood (EIlf Queen, High Druid). Play along with
the Prince of Shadows and prevent anything that
might harm the forest, and if that cannot be done then
stand ready to avenge the forces of nature.

e You are working for an icon who has mystically
foreseen some great disaster whose roots are with the
Prince of Shadows (Archmage, Diabolist, Priestess).
Stick with the Prince of Shadows long enough to
discover what is going on, then prevent the disaster.

* You are working for an icon who is keen to get their
hands on a treasure that the Prince of Shadows
intends to steal (Dwarf King, Emperor, Orc Lord). The
icon who has sent you into danger wants you to play
along as long as possible, and discover where the
Prince of Shadow’s secret base in Shadow Port is so
that they may personally raid it.

e You have been sent to infiltrate the Prince’s
organization and uncover its deeper secrets
(Crusader, Lich King). The icon who has sent you to
uncover the Prince’s secrets intends to later use those
secrets to their own benefit.

*  You are working for a dragon icon who is playing the
long game. You don’t quite know what the icon’s
plan is, but you know that it involves something
called the Darkskye Diamond (Great Gold Wyrm, The
Three) and a shadowy creature.

FicHTS

Throughout this adventure the party will encounter
opposition from armed opponents, monsters, and strange
spirits. Each fight in this section has an associated fight
chart. To find out how many monsters of each type to use
look up the number of player character adventurers in the
left-hand column then read across that row. So when

there is a fiiht iou will see the followini:

...any special details for the fight will appear here.

Number of First Second Third
PCs Monster Monster Monster
3 1 1 5



4 2 1 10
5 2 2 15
6 3 2 20
7 4 2 25

In the above example for four adventurers you would
use two of the first type of monster, one of the second
monsters, and ten of the third type of monster.

Some areas have specific hazards. If the adventurers will
not face a fight in an area due to there being no foes or the
adventurers avoiding the fight then each adventurer
must face a hazard.

Adventurers who face a hazard (usually) get a chance
to avoid it by rolling a skill check and beating the DC of
the hazard. This could represent noticing the hazard in
time and dodging out of the way, disarming a trap, or
using knowledge of the hazard to avoid the danger.

If the adventurer fails to succeed at the skill check (or
if the hazard automatically hits) the hazard makes an
attack against the adventurer.

BURST OF WILD

SUDDEN CHASM [ FALLING

MASONRY MAGIC
Difficulty to Difficulty to Difficulty to
avoid: DC 15 avoid: DC 15 avoid: DC 15
Sudden drop, Bricks +10 vs Wild magic +10
painful stop +5 AC—3d6 vs MD—
vs PD—2d6 damage 1d10 psychic
damage damage

In a few combats there are specific hazards that you can
introduce. This is especially true in chapter 3 as the
kobolds choose to fight in environments that will force
intruders or those chasing them to either dodge the
hazard (a standard action) or attack the kobolds and risk
the hazard harming them.

Chapter 4 is intended for 4t level characters. The
fights in chapter 4 are pitched at 3 level characters, but
the inclusion of hazards increase the difficulty to
something closer to what is fair for a 4t level character.

It is up to you as the GM how to use these hazards
mid-combat; personally I'd
adventurer only faces a single hazard each combat, and
that you only use one hazard each round.

recommend that each
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If you want to speed through chapter 4 ignore the mid-
fight hazards and allow the players some easy wins. If
you want to really challenge the party and make them
work for their victories then use two hazards per round
and aim to throw two hazards at each adventurer every
battle.

There are magic items in an appendix at the back of this
book, and you can find more in the 13™ AGE core book,
the BOOK OF LOOT, and the 13™ AGE BESTIARY. Some parts
of this adventure have specific magic items available only
from that location, in those cases the items are in the
adventure listed and detailed in that location.



In the first and sixth chapters of this adventure the city of

Shadow Port is featured quite heavily. Rather than give a

full city map, long list of NPCs, and so on, we've given

you forty rumors to choose from as you see fit. Add
several rumors to the NPCs found in the taverns of

Shadow Port and you’'ve got yourself a living breathing

city.

1. A bard’s guild has moved into some rooms on
Nectarnare Street across the road from the Bank
of Glitterhaegen, but their playing is awful. The
neighbors are complaining but their landlady
Mrs Wilberforce thinks they are playing
beautifully.

2. A big bunch of ranger types rowed ashore in a
tiny boat the other day. They came from the
direction of the Bitterwood. They looked to be
about serious business.

3. A bunch of talking multi-colored ponies and
other animals have been hanging around the
Sand Street pub where the wizards hang out.
Probably illusionists playing tricks.

4. A moose went berserk in the Strut Square market

. again. Yet again nobody knows where the
moose came from. It tore around the place,
knocking down stalls and biting people.

5. A scribe was found dead on a rooftop near
Catfindell Street. His eyes had been stolen.

6. A ship carrying Orcish Slug Fever has been
quarantined down at Quartz Quay.

7. Alderman Chesmun stabbed up a whole tavern,

and today is due to be hanged until dead. They
insulted her milliner, who then went mad and
burnt down his hat shop. All true, I swear.

8. All over Latchmound district strange warm black
fungal spores have been falling. It ain’t no
problem, just an oddity. I ‘ave a jar of it ‘ere if'n
you wanna buy some.

9. An elf was found hanging from the Waxweasel
Bridge last night. That is the third one in as many
days. Whelp... it looks like the Waxweasel
Hangman is back!

10. At the last Feast of Gold the Prince of Shadows
auctioned his mask.

11. Captain Bigfinger the halfling pirate has been
down at the docks, looking for a new crew.
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12.

13.

14.

15.

16.

17.

18.

19.

20.

21.

22.

23.

Jimmy the Needle is on the run. He stole
something big from an emissary of the EIf Queen.
Jobe Addermun found a dead body in a chest
today, down by the Hanged Stabman tavern. The
body was full of fungus, someone had emptied
the body and put mushrooms inside.

Jobe Chesmun was found dead today, stabbed
and left hung from the Alderman Inn’s sign. He
was covered in thousands of sand crabs,
burrowing into his skin.

Kraal One Tusk the half-orc burnt down his own
haberdashery and won’t say why, but he cringes
whenever he sees a mushroom. Must ‘ave been
the fumes wot sent ‘im mad.

Lady Rumpdent is to hold a grand gala tonight.
The balls of the rich elite of the Cite Crescent
district are legendary, and Lady Rumpdent has
the biggest balls of them all (second only of
course to Morgan Navale). They say she is
playing host to centaurs!

Lumberhulk Way has a new shop opening this
week. Nobody knows what the new shop will
sell, the signs are covered in tarpaulins and there
are dust sheets over the windows. It is all terribly
mysterious.

Madame Bluestaff of Cherrychase Alley is
offering runes and potions at a lower than usual
price. I hear she is trying to raise a lot of money
very quickly. Maybe she needs to leave?
Madame Vanda has decided to purchase a ship,
the Deep Swing. The captain of the Deep Swing
isn’t keen on selling. Madame Vanda is hiring
‘guards’ as is the captain.

On the Street of a Thousand Fools is a fortune
teller who can see the time of your death.

Owls have been seen slouching around
Tenderhill district. Slouching I tells ya! It ain’t
natural.

Rampqueen Passage was the scene of a recent
murder, and now is haunted by a ghostly woman
in white.The owner of the warehouse nearby is
offering money to anybody who can get rid of the
ghost, his workers are getting spooked.

Rents are going up on Ralrain Avenue, and the
tenants are not well pleased. The landlord,
Kamock Slant, has sent his thugs around to
collect and kick out those who are late paying.



24.

25.

26.

27.

28.

29.

30.

31.

32.

33.

34.

35.

36.

The ‘Mucklarks’ street gang are in hiding. Their
leader Quin Half-Elven was last seen entering a
temple of Vo (“May His inky tentacles rise from
the deep to caress you with His knowledge”).
The Coomb Canyon slaughterhouse district is the
place to find the best fresh meat and the deadliest
assassins. You have to know the right people first
though...

The Dazedasher is back in port, with yet another
captain. Some say there is a curse on the ship that
makes captains gamble their ship away.

The dwarves of Stonedale are visiting relatives in
the city, and are drinking the place dry!

The Flowhag Street flower shop was the only one
left alone by the ‘Edgebasher’ gang when they
went on arampage. I wonder why that is - it's just
a pair of little old ladies and some flowers. What
goes in in the back room of that shop that is
covered by the scent of flowers?

The halfling street gang ‘the Shalediggers’ are out
in force tonight.

The Iron Moor tavern is home to a great new
house band called The Roottles. They come from
Anvil and are looking for a new drummer (the
last one was eaten by orcs).

The Jade Palm tavern is having an all-you can eat
contest tonight.

The ladies of Shaftshade Street are rioting. The
street is barricaded and they are hurling insults
and clumps of mud at anybody who tries to go
up the street.

The people of Shoeshire Street have had their
fountain stolen, their pride and joy.

The scent of roses is powerful near the
Screamscarpe Hill cemetery.

The seamen's mission on Rabblerate Street is
looking to hire a guard.

The skullball team from Jawletcher Narrows is
due to play the crew of the Sea Seed tonight. Lots
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37.

38.

39.

40.

of locals are wagering on the Jawletcher girls to
win. Gooooooo Narrows!

The urchins of Cham Corner have suddenly
become wealthy and purchased fine new
waistcoats. I hear they mugged the Prince
himself, and he let them keep the coins!

The wizards and enchantresses of the White
Unicorn Circus are back, setting up their tents
and putting out their stalls. This time they have
some goblin acrobats from the Bad Moone Faire,
so it should be a grand show. I hear they have a
fire-eating dryad this year!

The yearly parade of brightly colored siege
engines arranged by the dwarves of Scrimshaw
Street had to take a different route due to
subsidence under the parade route. The Empire
is sending a huge diamond to the parade, with a
thousand guards. Must be a big rock, eh?
Thornleech Lane disappeared last Middenmass
Eve, when it came back the butcher’s shop was
missing. Somewhere out there is the dread
Butcher’s Shop... lurking.... waiting.



CHAPTER 2: SHaDOW PORT

ITigHTS

This section of the adventure is designed for 2" level characters.
1st level characters might find the fights too hard and
subsequently might have to flee and thus suffer campaign
losses, though smarter players will be able to avoid some fights
through careful planning.

Chapter 2 is split into six parts: the first five parts are each
a different criminal caper but the last part deals with the sudden
betrayal of the adventurer’s by their patron, the Prince of
Shadows.

DEEP il THE RED

OVERVIEW

The adventurers must steal a treasure from a guarded mansion
as part of paying off a debt to the Prince of Shadows.
EARIT YOUR WAY

The characters are in debt to the Prince of Shadows and
they must work it off by completing several tasks in the
city of Shadow Port.

Just because the adventurers are indebted to the
Prince doesn’t mean that they’re actually qualified to do
anything for in his name and the Prince wants to make
sure that they won't be a bumbling group of
incompetents who stain his reputation. To that end, he’s
arranged a simple test for the characters. The individual
characters receive, in unlikely and unsettling ways, a
missive from the Prince, directing them to arrive one hour
past sundown at The Dark Jester Tavern, take the table
with the golden mug, and wait for their contact to arrive.
Each missive has a description of the other adventurers.

Start the session with a montage. Turn to each player
and ask them what unusual way the player to their left
received their message from the Prince, then turn to the
player who received the missive and ask them what they
did in order to both find the tavern and arrive there on
time. The Dark Jester Tavern is not one of the more well-
known or trafficked places in Shadow Port and the
characters will have to work at getting there on time. Do
this until each player has had a chance to introduce an
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odd way for a message has been delivered, and has told a
short tale about how their character got to the tavern at
the appointed hour.

If players need ideas for how they received their
message here are some options to nudge them along. No
rolls are necessary here, just narration.
¢ Woke up with a sealed scroll on their chest written in

blood, and a fresh wound on their body.

e A random stranger bumps into the character and
reverse-pickpockets a piece of paper into their coin
pouch, the paper has cryptic directions on it but is
unmistakably from the Prince.

o  The serving woman whispers in the character’s ear as
she sets down breakfast.

e A crow alights on a character’s head and verbally
relays the message on them.

If players have a problem coming up for ideas for how
to find the tavern here are some ideas to give them.

e Dice with some well-connected gamblers for the
information.

e Pay off a notorious street rat to take the adventurer
there.

e Callin a favor with some merchants or craftsmen.

This is also an excellent place to let players use the
stories behind their Icon relationships and Backgrounds
to help guide them along, so a reminder of this might be
beneficial as well.

THE DARK JESTER TAVER[I

The Dark Jester Tavern is located down a dark staircase

in an otherwise unremarkable alley, and if it weren’t for

the sign hanging outside it would likely be overlooked
entirely —for the regulars there, the tavern is all the better
for that.

Those who find their way into The Dark Jester find
that despite its appearance as a complete dive it stocks a
good selection of drinks under the bar. Some of the best
musicians, bards, and minstrels in the Dragon Empire
have played the tavern when traveling through Shadow



Port and aspiring musicians sometimes seek it out as a
good luck token.

MOTABLE DENIZENS OF THE DARK JESTER TAVERI
Marek Lightsbane— A half-orc who is notorious for
being a horrible gambler and an even worse cheat, but
he’s so charming and witty that most of the regulars
overlook these particular flaws. Usually. He’s sat at a
table alone, building a house of cards.

Revka Marass— The mysterious tiefling owner of The
Dark Jester. An extremely talented player of a game
involving knives and fingers, she invites newcomers to
play against her (a DC 15 skill check, a success earns a
gold coin, a failure loses a gold coin and the losing PC
takes 1d4 damage).

Kovaral — A dragonspawn bouncer and musician who
plays an unusual string instrument known as a grakaal
which has more than once doubled as a club when fights
get too much.

Vun Dar’zes— A dark elf, or as he prefers to be called ‘a
silverfolk’. A lowly cutpurse and thief.

Ironsteelbrass Smashface— A forgeborn wizard that
describes itself as a “battle poet’.

Red— A forgeborn sellsword, it has returned from
Moonwreck with news of orcs on the move. Lots of
people returning from the north have tales of orcs on the
march, of seeing battles, and of red banners. Feel free to
make up wild and unbelievable tales of brutal orcish war-
bands - be as outlandish as you like. There have been
some skirmishes near dwarven lands in recent months —
that much is true.

Harmonious First Oak— A forgeborn guard, deep in
conversation with Red about possible jobs.

Draven Darquespawne, and Bugeyes— A scarred half-
drow sorcerer and his impling familiar.

Jimmy the Needle— A counterfeiter of coins and forger
of documents. A nice fellow, and willing to buy a drink
for any humans in the group of adventurers (especially if
they beat Marek at cards).

Father Faust— The others in the tavern refer to him as
‘“your holiness’. A defrocked priest of Cathol.
Salmanthra Ashburn— A tiefling bard, she is playing a
melancholy tune on a dulcimer.

Krod— It is hard to say what Krod is. She’s got some
tiefling in her, some drow, and maybe a bit of orc too. She
is a deserter and wears the battered armor of an imperial
soldier, but with no insignia.
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THE GOLDEN MUG

As soon as all the adventurers are at the table with the
golden mug (actually a brass mug, at least if anybody wants
to appraise it), their contact arrives—he is a rakish tiefling
dressed in fashionable clothing, and fits the description
they were given in their message.

The tiefling seats himself at the table with a grin and
orders a round of drinks for all the adventurers; he
explains that his name is Samuel Dirrel and he is there on
behalf of a “mutual acquaintance”. Samuel explains the
situation to them once more: the adventurers each owe
the Prince of Shadows and the Prince is calling in his
markers. They will be asked to do several tasks for him
and when they have successfully completed them, the
Prince will consider their debt wiped clean. Samuel notes
that people who refuse the Prince often end up regretting
it rather quickly.

THE CAPER
The party’s first task is as follows...

A loudmouthed and rich noble named Morgan
Navale has, rather unwisely, bragged about the security
around his latest acquisition: The Winter Seal. The Winter
Seal is an obsidian statue of an owl, encrusted with
sapphires that are set in silver. It is said to have been
owned by the Wizard King and may contain untapped
arcane power. The adventurers will retrieve the statue for
the Prince, in the face of the not-inconsiderable security
as well as rival groups also attempting to take possession.
When they have taken possession of the statue, they will
return to The Dark Jester Tavern and order a “round of
the golden ale” and Samuel will come to deliver the
Winter Seal to the Prince. Before he leaves, Samuel
suggests that they visit a man named Lars Redfist, also
known as the King of Valegate.

Ficat! (oprtiomaL)

A bar brawl might break out in this disreputable
tavern, especially if the adventurers provoke one.

Number of PCs Bar Patrons
3 6
4 7
5 9
6 10
7 12



BARr PATRODS

Careful, they are belligerent when roused.
1st level troop [HUMANOID]
Initiative: +3

Improvised weapon +5 vs. AC—4 damage

AC17
PD 14 HP 27
MD 12

FOLLOWING SAMUEL... BAD IDEA

Like all messengers of the Prince, Samuel has ways to
ensure he is not followed. If the adventurers insist on
following Samuel it is a DC 25 check to keep up with him
before he ducks into the back room of a tavern and
disappears, then a DC 25 check to find a hidden door that
leads to a natural cave. This is a thieves’ guild hide-out

and the thieves don’t like being surprised.

Ficat! (oprtiomnaL)

Chasing or attempting to capture of fight Samuel will
provoke a fight with the thieves’ guild. If a fight occurs
here use the bar fight above, but the improvised
weapons can attack at range (nearby only) on turns
when the escalation die is odd.

For the purposes of the fight the cave hide-out is
accessed through a hole in the back room of a tavern
known as The Wolf and Moon Pub. During the confusion
of the fight, Samuel disappears and makes good his
escape.

PETTY KING OF VALEGATE

If the adventurers decide to take Samuel Dirrel’s advice
and go see Lars Redfist use this section, otherwise skip
ahead to the next section.

There are few people, even in the seedy underbelly of
Shadow Port, who have the knowledge and connections
to be of assistance on such a difficult task as the ones the
adventurers find before them.

Known as the ‘King’ of Valegate district, Lars Redfist
might be able to help the adventurers. Lars works both
sides of the law and is well known in the city—he’s
neutral in all conflicts, buying and selling from all comers.
Fence-sitting generally doesn’t go over very well in a city
like Shadow Port, but Lars is too useful and too well
connected to be threatened by any of the power groups
within the city. Lars is known to have a generous face, but
a will of iron.
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The adventurers find their way to Lars’ office without
any problem (just about any person on the street will
point them in the right direction). The ‘king’s’ office is a
solidly constructed three story building that is obviously
well defended: there are armed guards, iron bars across
the narrow windows, and thick iron-banded doors.

The adventurers are stopped by a guard at the front
entrance, who demands the characters identify
themselves and let him know what they want.

GMs: Let the players sweat it out. The guard will try to
bully them a bit no matter what they say. Eventually the guard
lets the adventurers in without a die roll. The guard doesn’t get
paid enough to start a fight. Of course if the adventurers make
a show of force the guard will let them in earlier.

The guard shows the adventurers up the stairs to the
top floor and Lars’ office.

GMs: Go around the table and have each player describe
something distinctive about Lars. It could be his hair, his
accent, his height or weight, or his clothing. Play up these
player-created things when acting out this scene.

Lars is willing to help out, but it won’t come easy. He
can get them guard schedules, building schematics, notes
about traps and wards, and can even obtain tickets to the
ball that Navale is hosting that very evening so that the
adventurers can get inside and examine things for
themselves... but he won’t do anything for them without
something in return.

Go around the table, one player at a time, and have
them describe how they help to convince Lars to help
them out, then let them roll a skill check with an
appropriate background (DC15). If players want to use
their Icon Relationships results to turn a failed die roll
into a success they succeed by spending a 6 (and succeed
with something owed to Lars with a 5).

[F THE PLAYERS ROLL MORE FAILURES THAI SUCCESSES
The adventurers have completely been unable to get Lars’
assistance and they’re going to go into the situation blind.
Lars informs the players about the ball that evening so
they can do their own legwork, but insists that he’s not
going to get involved.

[F THE PLAYERS GET AT LEAST AS MAIY SUCCESSES AS
FAILURES

The adventurers have persuaded Lars to help them out.
He will send a runner to them with tickets to the ball once
he has them, as well as enough information about the
people involved and the place the relic is being held. This
will give the adventurers +2 on all skill checks in both the



Ballroom Blitz and the Melee @ Trois sections of this
adventure.

[FALL OF THE PLAYERS SUCCEED AT THEIR ROLLS

The adventurers have managed to seriously impress Lars
with their savvy, knowledge, or charisma and they will
be rewarded for it. In addition to the ball tickets and
information, give each adventurer a healing potion. The
adventurers will also get 2 on all skill checks in both the
Ballroom Blitz and the Melee @ Trois sections of this
adventure.

MAGIC ITEINS

If any players succeeded with their Icon Relationship rolls
at the beginning of the session, now is a good time to hand
out true magic items as well. Lars might have a stolen
item that is too hot to fence but he’ll trade it to one of the
adventurers if they put in a good word with an icon that
they are connected to for him.

COmE OUT TO PLAY

It doesn’t take long in Shadow Port for word to get out
that something interesting, and possibly profitable, is
going down. Someone has linked the adventurers to this
rumor and a group of thugs has decided that they want a
piece of the action. Hint to the players that someone sold
them out, and let them guess who. Maybe it was Lars or
the guard they were dealing with earlier. Maybe it was
Samuel from back at The Dark Jester. Maybe it was the
Prince of Shadows himself, looking to keep the characters
on their toes. Exactly who it is isn't important, outside of
the role-playing possibilities. This lets the characters (and
the players) know that they can’t take their time with this
heist and that they’re going to need to be careful in
Shadow Port.

These are opportunistic thugs who find strength in
numbers, not die-hard fanatics. Don’t hesitate to have
the bad guys in this fight run away if the battle goes
against them or you need to speed things along.

Number of PCs | Sneak Thief = Bruiser = Street Scum
3 1 1 10
4 2 1 10
5 2 2 10
6 3 2 10
7 4 2 10

16

ELvEn STREET Sculmn

Her eyes have an unnatural shine to them.
1st level mook [HUMANOID]
Initiative: +13

Knives +6 vs. AC—4 damage

R: Rock +6 vs. AC—3 damage

AC17
PD 15 HP 6 (mook)
MD 11

Mook: Kill one street scum mook for every 6 damage you
deal to the mob.

HALFLinG SnEAK THIiEF
2nd level spoiler [HUMANOID]
Initiative: +3

Whip +7 vs. PD—4 damage

Aggressively sneaky: When the halfling sneak thief
disengages, the enemy it disengaged from is hampered
until the end of its next turn.

AC18
PD 11 HP 34
MD 17

HAaLF-0RrRC BRUISER

He stinks of stale beer and sweat.
2nd level wrecker [HUMANOID]
Initiative: +5

Brass knuckles +7 vs. AC—7 damage

Amazing strength: Once per battle the half-orc bruiser
does double damage on a hit.

AC19
PD 15 HP 38
MD 12



If the players decide to avoid attending the party and
just try to rob the vault go the Vault Hunters section.
Morgan Navale is hosting a costume ball at his
extravagant home in the evening — although The Winter
Seal won’t be on display, it's a great opportunity for the
party to gather information about the security, building
layout, and more as they hobnob with merchants, nobles,
and famous people. Describe the environs as being
decadent and opulent: the food, the music, the elaborate
costumes, the decorations.

Here are some good high-class party words: ambrosia,
amphora, aquiline, baroque, bas-relief, beguile, cad, caper,
cinnamon, dauphin, debauch, dowager, ebullient, eclair,
epicurian, fop, fresco, frolic, gentry, glass, gossamer, halcyon,
harlequin, imbroglio, iniquity, irascible, jabber, jeer, jape,
kowtow, lucre, madrigal, nubile, opaline, parasite, pompous,
rake, shrill, throng, umbral, vapid, zest.

Tagral Bloodaxe — A half-orc gladiatorial champion and
surprisingly nice guy. He’s out of his element in these
extravagant surroundings, and he knows it, but he
manages to be charming and fun to be around in the party
anyway as he tells gorey and action packed stories about
the arena.

Marwyn Baran— A scholarly dwarf with a not-
undeservedly puffed up opinion of himself. He's the
archaeologist who found The Winter Seal for Navale and
he’s happy to talk to anybody and everybody about it,
whether they want to hear or not. He’s a very dull
conversationalist.

Sir Ward Rokat— Sir Rokat is the perfect example of a
knight in shining armor. The problem is that nobody
knows why he’s there or who invited him. Not even Sir
Rokat.

Lady Ferenscia— A high-class woman of middle years.
She is desperate for an excuse to get away from the
terrible conversation she is in with a bunch of twittering
noblewomen.

Factor Penhalligan of the Merchant League— He's
desperate to impress his high-class host.
Lord Articus Windle of Horizon—
nobleman who has decided to visit old friends.

Baroness Angelincia Griven— An elderly woman who
considers herself above most other people.

Sir Hugh Mondian— He’s fought in some duels but
never in a battle. He has vile political opinions.

A wizard and
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Lord and Lady Moonbaugh— Elven dignitaries, here to
do their duty to mix with ‘lesser mortals’.

Eldin Castlands — Heir to the castlands shipping fortune,
he is bored and looking for a diversion.

“Did you see what she is wearing? How daring. Of course
I would never attempt to wear something like that. Poor dear.”

“The shipping money is all in spices from the Wild Wood
these days.”

“So I say to him: ’'Sir, I've never touched copper in my life.”
Haw haw haw haw!”

“Oh, this vintage? Terrible year for grapes, good year for
horses. Haw haw.”

“Yes, to the OwlBarrens. Of course her husband was beside
himself with apoplexy.”

“Apparently the grubby little dwarf found it in some ruins
near Throne Point.”

“Frost giants? A taste of cold steel is what they need!”

“Yes, from the Wake Islands. Its all the rage my dear.”

“Terrible guests this year. How did they get in?”

“Well who invited him to air his opinions?”

“His ring?”

This montage/skill challenge revolves around fishing for
information from guests, using people as distractions to
sneak behind the scenes, bluffing in conversation,
sneaking into areas uninvited, and so on.

Go around to each of the players one at a time and
have them describe an interaction or event at the ball.
Then turn to the player on their left and have them tell
how they took advantage of that event to learn something
that will help them when stealing The Winter Seal, rolling
a skill check with any appropriate background (DC 20).
Don’t forget about any potential bonus received from the
Petty King of Valegate section.

Every adventurer that succeeds here gains an
additional +2 to any skill rolls made in Vault Hunters
section. This stacks with any other bonuses they may
have received.

This section might take place during the Morgan
Navale’s party as the players sneak off to steal the
Winter Seal, or at a later time as they return in the dead
of night to rob the vault.

It's time to get down to business. The characters have
gathered as much information as they can, studied their
opposition, and scouted out the traps and obstacles



they’ll have to face as they raid Nagale’s mansion for The
Winter Seal. Nagale has spared no expense and the
adventurers’ tasks will be difficult, but if they’'ve done
their legwork up to this point they could have as much as
a +4 bonus to their rolls (or if they just came straight here
and avoided meeting Lars or attending the party they’ll
have no bonuses).

Have each player describe what they’re doing to sneak
through the halls and rooms to get to The Winter Seal.
Choose the most appropriate trap or obstacle from the
following table given what they’ve described and have
the player roll an appropriate background to spot,
disarm, and/or avoid the trap waiting for them. However,
for each failed check, each subsequent check the players
need to make increases by 2 as the mansion’s security
tightens against the intruders and they have to rush to
avoid any guards catching them.

PIT TRAP EXPLOSIVE DART TRAP
RUNES
Difficulty to Difficulty to Difficulty to
avoid: DC 15 avoid: DC 15 avoid: DC 20
Spiked floor +5 Explosion +10 Darts+10vs AC
A PD—2d6 vs AC—3d6 against each
damage force damage party
member—1d12
damage
POISON GAS EXPLODING TRAPPED LOCK
LANTERN
Difficulty to Difficulty to Difficulty to
avoid: DC 20 avoid: DC 20 avoid: DC 20
Gas attack +15 Woosh! +15 vs Poison needle
vs PD against AC—4d6 fire +15 vs AC
every party damage. against every
member—1d12 party

member—2d8

poison damage.

poison damage
and the target is
weakened at the
start of their
next battle (easy
save ends).
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Regardless of whether they players succeed or fail at their
checks to avoid the traps they eventually arrive at the
vault containing The Winter Seal. However, there’s a
problem here. There’s no way to get the item and get it
out of the vault without setting off the biggest alarm yet.
There’s no choice but to invoke another time honored
Shadow Port tradition: Grab what you came for and leg it.

As mentioned earlier the Winter Seal is an obsidian
statue of an owl, with sapphires set in silver settings.

Once the adventurers have grabbed the Winter Seal a
shrieking noise fills the vaults below the mansion,
alerting the mansion guards. The adventurers will need
to run as fast as they can.

The adventurers have gotten what they came for, but that
doesn’t mean that they’ve gotten away clean. Far from it;
in addition to Navale’s guards that come streaming out
into the street at the sound of the magical alarms in the
vault, other thieves and thugs are also following a time-
honored Prince of Shadows tradition: let some other poor
sap do the dirty work and grab their loot on the way out.

Fortunately for the characters, the guards and the rival
thieves have no reason to cooperate and every reason to
beat each other into submission. The rival groups will
fight each other at least as much as they fight the
adventurers. A guard who hits a thief (or vice versa) does
no damage, but gives that NPC -4 to all defenses until the
end of the battle.



FicaT!

This has the potential to be a complicated fight to run,
with two different sets of enemy combatants to keep
track of. In addition, there are a greater than normal
number of enemies fighting to make up for the fact that
they are fighting each other as often as they are
attacking the adventurers. If the adventurers flee have
the players pick which group they successfully escape
from and then have them run into the other group.
Remember that the guards are paid and the thieves are
not fanatics —enemies might start running away if the
adventurers put up too much of a fight.

Pick the chart below that represents the fight—just
thieves, just guards, or both.

Number of PCs Thieves
3 3
4 4
5 4
6 5
7 5
Number of PCs Brute Guard Vault Guard
3 1 2
4 1 3
5 2 2
6 2 3
7 3 2
Number of Brute Guard = Vault Guard Thieves
PCs
3 2 1 2
4 2 2 2
5 2 2 3
6 3 1 3
7 3 2 3

BruTe Guarp
Double strength 2nd level wrecker [HUMANOID]
Initiative: +3

Massive club +7 vs. PD—10 damage
Natural even hit: ongoing 4 damage.

AC18
PD 17 HP 70
MD 11
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THIEVES

3 level troop [HUMANOID]
Initiative: +7

Knives +8 vs. AC (2 attacks) —4 damage

R: Crossbow +8 vs. AC—10 damage

AC18
PD 15 HP 40
MD 12

VauLt Guarp

2nd [evel leader [HUMANOID]
Initiative: +5

Club +7 vs. AC—7 damage
R: Crossbow +7 vs. AC—6 damage.

Shouted orders: Once per battle when a vault guard
misses or is missed an ally gains +2 AC against the next
attack.

AC19
PD 15 HP 34
MD 12

THE HATIDOFI

Back at the Dark Jester the Prince’s man Samuel Dirrel
eagerly accepts The Winter Seal, and cavalierly cracks it
open on the floor. Inside is a map, which he pockets. The
map looks like it is of the Necropolis. On his way out of
the tavern he looks over his shoulder and says: “You can
keep the statue, the Prince isn't interested in that tonight. He
has more interesting plans.”

GMs: let the players know that the adventurers realize
that the Prince will have more jobs for them to do, their
debt if far from discharged and they will be in Shadow
Port a while longer.

Selling the broken statue will raise enough money to
be split for 200 GP per adventurer, or it can be simply
used as cash (it has sapphires set in silver in it) for
1d3x100 gp worth of goods.



The adventurers will need to find a place to stay for the
night. Maybe the adventurers have their own resources:
the druid who sleeps in the form of a cat on a roof, the
oozefolk who sleeps as a puddle, the rogue who has
connections, the bard who knows somebody in the city
already.

If the party has no place to stay, or decides to stick
together then introduce the Priest’s Bell. Run by an old
acquaintance of one of the adventurers it is a safe spot in
a troubled city. The party are lucky enough to get a pair
of rooms with an adjoining door on the second floor.

The main floor of the Priest’s Bell is split into four
rooms: a common room (with people sleeping by the fire
at night), a kitchen (not open to the patrons and locked
after midnight), a bar room for dining and drinking in
(closed to patrons sleeping in the common room between
midnight and breakfast), and private rooms occupied by
the taverns” owner.

The tavern has a cellar containing the usual barrels of
drink and stores of food, accessible by stairs in the kitchen
or from a locked barrel-run hatch in the street outside.

The Priest’s Bell has no special features that might
make it a focus for adventures: it isn’t a den of thieves, it
isn’t a secret front, it has no secret passages, no demon
cults meet in its cellar, and it isn’t cursed. Of course, if you
want to introduce adventures that take place in the
Priest’s Bell or revolve around the tavern’s owner then
feel free to do so—however, unlike the other taverns,
pubs, dives and so on detailed in this chapter the Priest’s
Bell is intended to be deliberately uninteresting.
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THIS PLACE GROWS O
You

OVERVIEW

With the first debt paid, the party must now proceed to pay off
their next debt, by stealing an artifact from a strange cult of
fungus-worshipers.

DAWII il SHADOW PORT

Dawn breaks over the uneven skyline of Shadow Port,
and the sounds of the city fill the adventurer’s ears (and
the smells their noses).

Go around the group and ask each player in turn what
sounds the party hears, what they smell, and what it
portends. Then turn to the next player and ask them how
their character reacts to dawn in Shadow Port. Go around
the group until each player has had a chance to help
breathe life into Shadow Port, and each player has had a
chance to react to the city.

If the adventurers chose to make the Priest’s Bell their
base of operations, mention some of the everyday
Shadow Port folk who come into the inn for breakfast on
their way to their places of employment. Shadow Port has
more than just thieves and assassins and pirates: there
are butchers, bakers, and candlestick makers, not to
mention book-binders, grocers, cobblers, fishmongers,
smiths, carpenters, and so on...

That morning during breakfast each adventurer in the
party receives a trine coin with the mark of the Prince of
Shadows defacing it, with instructions to give it to the
doorman at the Pious Gardener, a tavern considered by
elves to be home away from home. The coin could be
given to them in change and the instructions hidden in
their breakfast, or slipped in an envelope into their
pocket, or even just handed to them openly by a
messenger.

THE PIOUS GARDEIER_

Under the eaves of the Pious Gardner many a shady
character has conducted their business away from prying
eyes.

GMs: If anyone in the party is familiar with both elves and
Shadow Port, or better yet is a local elf, feel free to have them
add details to the Pious Gardener not mentioned here.

The adventurers are here to discover what the next
favor the Prince wishes them to perform is, and maybe
gain some insider information to help them with the
caper. Everyone in the tavern knows not to meddle with
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the affairs of others, so most patrons will quietly point the
adventurers to the bartender and owner Kiel.
NMOTABLE PIOUS GARDIER DEMIZEIS
Kiel Xu’bulon— An old, one-eyed dark elf with a thick
accent. “Ah, landlubbers headed out to meet Stormmaker, I see.
Aye, I'm the owner of this fine establishment. What can I get
ye?”
Olan Longfeet— A halfling who is constantly grinning.
He wears the symbol of the Diabolist.
Erelan Curse-eye— A lithe, middle-aged wood elf,
whose left eye seemed to be pulsating with a disturbing
red glow. “I see that you're new here. Want to play a
game of chance with me?”
Reese Grodshank— A young human who is wearing the
robes of a wizard’s apprentice. He’s at the farthest corner
of the bar from the entrance, drinking away like there’s
no tomorrow. He talks with a bewildered stutter and is a
nervous wreck. “Th-th-the th-th-things I-I-I've s-s-seen...
wh-wh-who are y-y-you? Did my master send you? You c-can’t
make me go back!”
Aloy Goldbough— An elven trader looking to pick up
some cheap silks from Horizon.
Eblis Starcircle— A wood elf, working in the city as a
tanner. Today is his day off.
Cottis Merrybegotten— A half-elf spice-dealer, down on
his luck due to some poor trades.
Silcen Grynwolde— A wood elf potter. She’s here to
relax and meet some friends.

Use this as an opportunity for role-playing, and for
introducing citizens of Shadow Port who aren’t cut-
throats.

Ficat! (oprtiomaL)

Nobody in the tavern is looking for a fight, the adventurers
will really have to provoke one. Of course players being
players we’ve put a fight in the back of the book just in case.

Even if a brawl should take place, once the adventurers
leave the tavern (or are kicked out), they’ll find the map and
a note with a drawing of a dagger in the pockets of the
adventurer with the lowest Wisdom (or in the case of a bar
fight, the one who had the most patrons engaged with them).
Number of PCs

Gardener Patron Named Patron

3 1) 1
4 10 2
5 19) 2
6 10 3
7 5 3



Pious GARDEHNER PATRON

2nd Jevel mook [HUMANOID]
Initiative: +6

Drinking mugs and broken bottles +7 vs. AC—4 damage

AC 16
PD 14 HP 9 (mook)
MD 11

Mook: Kill one pious gardener patron mook for every 9
damage you deal to the mob.

NMamep PATRON

4t [evel troop [HUMANOID]
Initiative: +8

Broken bottles and barstools +10 vs. AC—10 damage
Natural 16+: The target moves down 1d3 points in
initiative order, to a minimum of 1.
Natural even miss: 5 damage.

R: Barstool +8 vs. AC—10 damage

Named NPC Specials

R: Kiel’s hook +10 vs. PD —12 damage.

Olan’s Nasty Shiv +10 vs. PD —14 damage and 5
ongoing poison damage (limited use, one successful hit
per battle).

Erelan’s Haunting Glare +10 vs. MD —10 psychic
damage
Natural even hit: Target becomes weakened until the

end of its next turn.

C: Reese’s Bloodstorm +10 vs. MD (1d3 nearby enemies
in a group) —10 psychic damage
Natural 16+: Target becomes confused until the end of

their next turn.

AC21
PD 15 HP 48
MD 17
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Kiel welcomes the group and passes them a bottle of
nectar wine on the house. The inside of the label on the
bottle has a note in it, visible only once the bottle has been
drunk from (which Kiel prompts them to do with a
knowing look).

The note reads:

SACRED DAGGER

CULT OF THE SAND CRAB

DON'T DISAPOINT ME

...and is signed with the symbol of the Prince of
Shadows.

Kiel has extra information for the group. There is a
Cult of the Sand Crab in Shadow Port, which occasionally
meets down by the docks in an old run-down warehouse.
Kiel knows that the area is watched and guarded by
armed cultists disguised as vagabonds. The Cult of the
Sand Crab funds itself by selling hallucinogenic fungus,
but apart from that the group is considered small-fry.
Lately, however, the cult has been attracting more
members and nobody knows why. Kiel has helpfully
made the adventurers a map, outlining where they need
to go. Kiel thinks that the dagger has ceremonial rather
than magical importance, but it is very old and
recognizable by the way that fungus grows more quickly
near it. The Prince wants the dagger stolen and given to
Kiel.

The adventurers prepare to confront the cult and steal
their sacred dagger. But how to go about that? The party
can attempt a couple of the following things...

Use this if the adventurer try information gathering.
If the players prefer the traditional ‘ask everyone, get as
much information as possible, then prepare to enter the
lair prepared’, feel free to skip the Breaking And Entering
section, and instead allow everyone to make DC 20 checks
in the Pious Gardner to acquire information on the lair,
then for each success they acquire, lower the DC to
spot/avoid/disarm one trap in the Into The Fetid Depths Of
A Fungal Hell by 5; failure results in misleading
information that increases the DC to spot/avoid/disarm
one trap by 5.

Limit the information-gathering to 1-2 questions per
adventurer, as asking too many questions tends to make
patrons very nervous (and slows the adventure down).



PREPARATION IS KEY

Use this section if the players decide that their
adventurers are going to physically prepare.

Rather than have a long sequence that revolves around
preparing, gathering supplies, etc have each adventurer
roll a skill check against a background that they think
might come in useful and record the result.

During the Into The Fetid Depths Of A Fungal Hell a
player can replace a failed roll with the result that they
rolled while preparing —of course the player must tell the
story of how their prior preparation saved the day when
they use the prior roll.

Each player gets one roll to prepare.

FOOLS RUSH IIT WHERE AINGELS FEAR TO
TREAD

The guards are dressed as dock-workers and vagabonds,
and surround the adventurers as they approach the cult
lair.

FicaT!

If the adventurers have forgone any preparation at all
then they meet guards at the outside of the warehouse,
otherwise skip this fight as the adventurers can choose
to sneak past—unless the party chooses to initiate a
fight instead of sneaking past.

Number of PCs | Infested Cultists = Cult Watchguard
3 5 1
4 5 2
5 5 3
6 5 4
7 5 5

InFESTED CULTiST

2nd Jevel mook [HUMANOID]
Initiative: +4

Fungal fist (with poisoned spikes) +5 vs. AC—5 damage

C: Buzzing Chant +5 vs. MD —4 psychic damage
Natural 18+ hit or miss: The target is confused until
the end of its next turn. Each target can only be
confused once each battle.

AC16
PD 11 HP 9 (mook)
MD 14

Mook: Kill one cultist mook for every 9 damage you deal
to the mob.
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Curt WATCHGUARD

4th level leader [HUMANOID]
Initiative: +8

Spiked club (with poisoned spikes) +9 vs. AC—14
damage
Natural even hit or miss: Target is stunned until the end
of their next turn. Each target can only be stunned
once each battle.

AC20
PD 17 HP 52
MD 14



The adventurers have entered the old warehouse.

A playable fungal race (the twygzog) appear in the
13th Age Bestiary, and this caper involves worshipers
of fungus. If a party member is a twygzog then this
makes the trek into the fungus-infested cult lair
almost a return to home: give twygzog PCs +5 to skill
checks and saves in the cult lair.

GMs: Describe how the hideout changes from what looks to
be a normal abandoned building on the outside to a nightmarish
hell inside.

There are strange fungi growing all over the place, and
an odd miasma permeates the air. Unidentified sounds
come from deeper within. Throw the following traps at
the adventurers, as appropriate, as they move through

the rotted warehouse trying to find the dagger.

ROTTEN

FLOORBOARDS

Difficulty to avoid:
DC 15

Drop +5 vs AC—
2d6 damage, and
a DC 20 check to
avoid another
trap or hazard
that was on the
that the
adventurer fell

floor

down into.

MADDENING

\[e) 5}

Difficulty to avoid:
DC 20

Psychic attack +10
vs MD against
every party
member—1d12
damage, and the
target takes
ongoing 5 psychic
damage at the
start of their next
battle.

HELLISH FUNGI

Difficulty to avoid:
DC 20

Dripping poison
+10 vs PD against

each party
member—1d12

poison damage,
and 5 ongoing

poison damage at
the start of their
next battle.

FUNGAL BLOOM

Difficulty to avoid:
DC 20

Choking spores
+15 vs MD—The
target is

weakened at the
start of their next
battle (save ends).

ENLARGED
MAGGOT
SWARM

Difficulty to avoid:
DC 20
Bite and gnaw +10

vs PD against
each party
member—1d12
damage and 5

ongoing damage
at the start of their
next battle.

FUNGAL

TENTACLE

Difficulty to avoid:
DC 25

Lick lick lick +15
vs PD against
every party
member—2d8
damage and the
target takes
ongoing 5 psychic
damage at the
start of their next
battle.
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The fungus is thicker the further in the party goes, and
biting sand fleas can be found everywhere. The smell of
blood and decay is overpowering.

The adventurers enter the musty inner sanctum, and
discover a strange altar with four grotesque mushroom-
crab-being statues at its corners, each one has a bowl as
part of its head. It looks like there is a mechanism attached
to the bowls.

GMs: Normally a sacrifice is made so that as the blood flows
into the bowls it triggers the mechanism. Once all four bowls
are pushed down (by blood, or whatever the adventurers choose
use as weight) the hidden door in the altar opens.

It is a DC 20 skill check to find the hidden door and
DC 15 to bash it in. Using brute force will bring the cultists
running.

Looft!

Not only does the real inner sanctum contain the
sacred dagger, but also treasure. There is enough loot
in the vault for each adventurer to get 100gp each. In
addition, each player may roll their relationship dice
with an icon of their choice. Any successes will
determine the availability and nature of the magic
items that they find in the vault.



CAUGHT RED-HAIMDED

As the adventurers finish with the vault, shambling
fungal things arrive at the altar.

FicaT!

If the adventurers supplied a blood sacrifice this is
heralded by the blood on the altar transforming into
thick clouds of buzzing red flies; the fungal things and
cultists will be too busy inhaling the cloud of flies to
bother the adventurers. If the fungal things arrive and
there is no blood then the fungal things will attack the
adventurers and feast on their blood.

Number of PCs | Infested Cultists Fungal Things
3 5 1
4 5 2
5 5 3
6 5 4
7 5 5

InFesTED CuLTisT

2nd Jevel mook [HUMANOID]
Initiative: +4

Fungal fist (with poisoned spikes) +5 vs. AC—5 damage

C: Buzzing Chant +5 vs. MD —4 psychic damage
Natural 18+ hit or miss: The target is confused until
the end of its next turn. Each target can only be
confused once each battle.

AC 16
PD 11 HP 9 (mook)
MD 14

Mook: Kill one cultist mook for every 9 damage you deal
to the mob.
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FuncaL THinG

4th level troop [PLANT]
Initiative: +9

Crab claws +8 vs. AC (2 attacks) —6 damage

R: Psychic spores +9 vs. MD (one nearby or far away
enemy)—15 psychic damage, and the target is
confused (save ends); OR the target can choose to
avoid the confusion effect by taking 6d6 psychic
damage to clear their head...

C: Mycotic tendrils +9 vs. PD (2 nearby enemies
engaged with the same creature or with each other) —
one target makes an at-will melee attack against this
power’s other target (limited use: once per battle) as
the tendrils drag the victims around.

AC19
PD 14 HP 52
MD 18



The carnival is in town and all of Shadow Port is out on the
streets. It is an ideal night to break in somewhere unobserved
while the party is on. The Prince of Shadows wants the party to
steal a legendary diamond.

The adventurers have received an invitation to an
exclusive tavern, with drinks and entertainment laid on
by their benefactor. The location —the Crown and Gown.

The Crown and Gown occupies the very upper end of the
public drinking establishment spectrum, any higher class
and it would be a private club: the drinks are pricey, the
food is good, and the music is always top-notch. The
Crown and Gown is the place to be seen in Shadow Port
if you are wealthy (or just want to be seen as such). There
is a door charge to get in to the Crown and Gown (if you
aren’t on the door list), and a much higher charge to rent
out one of the private suites that overlooks the dance
floor.

The adventurers have found themselves ‘on the list’
thanks to their patron the Prince of Shadows and are
shown into a private suite.

The suite is a room with sumptuously thick drapes
that muffles sound from those below, and beyond the
drapes is a balcony that overlooks the main floor of the
tavern. A latticework surrounding the balcony allows
those in the room to see out while obscuring them from
the view of those not fabulously wealthy enough to afford
such lavish accommodations. Through another set of
thick curtains is a similar enclosed balcony that overlooks
the street, where the Shadow Port carnival is currently
passing by. The drinks are all paid for, the food comes for
free with the room, and the adventurers can even request
private entertainments (bards, jugglers, mimes) to be sent
to their suite. Tell the players that it is obvious to them
that this night out is a gift from their ‘benefactor’ the
Prince of Shadows.

GMs: Go around the group and ask each player to give you
a description of something that is happening outside on the
street or down on the main floor of the tavern, then go on to the
next player and ask them what crime they see happening while
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everybody is distracted by the occurrence. This montage is an
opportunity for players to add color to the world that their
adventurers inhabit.

Just as the carnival hits high gear a note is delivered to the
adventurers in their private suite, handed to them by a
construct of animated shadow who vanishes as soon as it
hands over the note.

The note is from the Prince of Shadows. It informs
them that they are to steal a chunk of glowing rock (in full
public view) from a specific float and bring it back to
another private suite at the Crown and Gown. They have
to bring it back to a tiefling called Shez-a-kah, who will be
waiting for it upstairs at the Crown and Gown, but do so
in a way they are not spotted or caught giving it to her.

The float in question can already be seen coming
down the street, they had better act fast!

The hunk of glowing crystal is the fabled Darkskye
Diamond, said to have once had the ability to bring flying
islands crashing out of the air. It is normally heavily
guarded in an impenetrable imperial vault guarded by
mind-reading warlocks, hellish orbs of disintegration,

and unsleeping un-bribable slime-constructs. This is the
one night a year that the gemstone is in any way stealable,
and they have just minutes to steal it!

GMs: Make it very clear to the players that this is a now-
or-never situation.

The crowds are thick, there is a lot of noise, and there are
fireworks going off. All that gives the adventurers plenty
of cover for moving about unnoticed. However, there are
hundreds of people on the street, which makes stealing a
hunk of glowing crystal very difficult to go about
unnoticed. Added to the problems facing the adventurers
is the fact that they have barely minutes to plan their heist
before their window of opportunity closes. Oh, and the
diamond is a foot across and glows very brightly, so
slipping quietly away with it tucked under a cloak isn’t
going to work.



Challenge

(Only one shot at passing
each one, one roll for
success or failure. Don’t let

one or two PCs hog the
limelight, let each PC
handle at least one
challenge each.)

1. Get quickly through the
crowd
Throw money = DC 15 and
20gp
Threats of violence = DC 20
Amazing acrobatics = DC
25
Just ask nicely = DC 30

2. Avoid being recognized
while committing the crime.
Buy a mask = DC 15 and 10
&P
Impromptu disguise = DC
15
Steal a jester's clothing = DC
20

3. Slow the float down

Create a panic in the crowd
=DC 15

Block the road somehow =
DC 20

Bluff another float’s
horseman into stopping =
DC 25

4. Get close to the float
Pushing and shoving = DC
15
Ducking and dodging = DC
20
Acrobatics / swashbuckling
=DC 20 or 25 (GMs call)

5. Avoid a crossbow bolt
from a rival thief on a
rooftop

Duck and weave = DC 15

Success

Proceed
to the
next
challenge

Proceed
to the
next
challenge

Proceed
to the
next
challenge

Proceed
to the
next
challenge

Proceed
to the
next
challenge

Failure

See ‘Problems
with the crowd’

See “Spotted’

The next
challenge has
DCs 5 higher
than they
would
otherwise be.

See ‘Problems
with the crowd’

See ‘Rivals’
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Grab a gnome, instant
shield! = DC 20

Notice the rival thief in time
to find cover = DC 20

Snatch it out of the air and

grin=DC 25
6. Get past the guards Proceed  See ‘Guard
marching alongside the float to the fight’
Slide and dodge = DC 15 next
Just run past=DC 20 challenge
Bluff “Just here to polish the
huge diamond, don’t mind
us! Can’t have a non-
polished diamond.” = DC 25
7. Grab the diamond and Proceed  See ‘The
run! to ‘Back Chase’
Snatch it and run as fast to the
and as far as you can = Crown
DC 15 and
Use magic to do the deed = Gown’
DC 20

Hijack the float! = DC 25

Treat the crowd as a trapped area, only the traps are
people.

Pick-pocket / Trampled Food vendor’s
mugger cart

Difficulty to Difficulty to Difficulty to
avoid: DC 15 avoid: DC 20 avoid: DC 20
Quick fingers Underfoot, over Spilled oil +15
+10 vs AC— cobblestone +10 vs AC—2d8 fire
Lose 15 GP or vs AC—1d8 damage from an
take 1d12 damage as you  overturned pot

damage from a
knife to the side

are knocked
down and
trampled on.

of boiling oil

Somebody has spotted an adventurer: maybe the
adventurer owes them money, maybe they are an old
friend, maybe an enemy. Whatever the case, this means
trouble for the party. The acquaintance is gesturing in the
party’s direction while approaching, calling out the
The expect
complications down the line.

adventurers’ name. adventurer can



A rival group of ne’er-do-wells is after diamond, and the
party has stumbled right into the middle of the heist: they
had cunning disguises, daring rooftop getaway routes
planned, and a buyer lined up for the huge gem —and
now the adventurers have spoiled it all. The rivals decide
to take some pot-shots. The rivals get off three shots with
a crossbow against the adventurers. The player who
triggered this event gets to pick who is targeted:
Crossbow with barbed bolts +7 vs AC—7 damage
Natural even hit: +5 difficulty to all skill rolls for
the rest of the scene while stealing the
diamond.

The guards have spotted the adventurers!

You can use any mix of the two guard types here.

Number of PCs Guards
3 4
4 5
5 6
6 7
7 8

ImPERIAL GUARD
2nd Jevel troop [HUMANOID]
Initiative: +6

Stout club +7 vs AC—7 damage

AC18
PD 17 HP 34
MD 11

Psionic Guarpian
2nd level Troop [humanoid]
Initiative: +6

Fancy-looking staff +6 vs AC—4 damage

C: Cephalalgia +7 vs MD (1 nearby or far away
enemy)—4 psychic damage and the target is weakened
(save ends)

AC18
PD 12 HP 32
MD 16

The party has the gem, but have yet to make good their
escape. Maybe you were followed, maybe the press of the
crowd slowed you down, or maybe the fact that you are
carrying a foot-wide brightly glowing magical diamond
through Shadow Port means that a clean getaway was
never really an option.

This is now a skill challenge. Each player in turn must
narrate how they help to throw off pursuit and make an
appropriate skill check using an appropriate background,
with a DC as determined by the below chart. When a
player succeeds move one place upwards on the chart,
but a failure moves the group one place down. Start
where the chart says “Start...”

Each position on the chart has a listed consequence.
When you move up or down on the chart the adventurer
who made the roll takes the consequence listed in the new
position on the chart. The chase ends when the player
characters are cornered by the pursuing guards, or when
they make good on their getaway.

The adventurers have got away

|2 RN eI FATEV B clean with the huge glowing
diamond!

You are almost home free! Just a
few more twists and turns to get rid of
our pursuers!

Take 1d6 damage from skids, slips,
and pulled muscles or go to
‘cornered’.

Take 2d6 force damage from the
energy blazing from the diamond or
g0 to ‘cornered’.

Take 3d6 psychic damage from the

Start DC 15

mind-blasts of the guardians of the
priceless gem.

Take 4d6 damage from crossbows
DC 25 fired by the pursuing guard or go to
‘cornered’.

Fight your pursuers (see the Guard

End C d!
n ornere ight in The Carnival section).



BACK TO THE CROWIT ATID GOWII

The adventurers have made good their getaway, either by
cunning and speed or by fighting through the guards.

However, the streets around the Crown and Gown are
now crawling with guards sent up from Axis as extra
security for the Darkskye Diamond. The guards were
supposed to be on the scene during the carnival, but were
bribed by Morgan Navale to help his guards look for The
Winter Seal. Now that the treasure that they were
supposed to be guarding has been stolen they are in
trouble —if they return to Axis without the magical gem
they will probably be sent to the gladiatorial arena!

The guards are detaining as many bystanders as
possible, beating up anybody who looks shifty, and
generally acting like people with their necks on the line;
they are doing everything they can think of to find the
mystical gem.

In this scene the adventurers must find some way to
get the glowing diamond past the imperial guards and
into the Crown and Gown where their mysterious contact
is waiting for them. Remember that the diamond is very
heavy, glows brightly, and is at least a foot across. The
group must succeed on three skill checks to get into the
inn and to the room, the DC is set by what they decide to
do; DC 15 for something hard but not impossible, DC 20
for something that is risky if it goes wrong, and DC 25 for
something that stands almost no chance of working.
Reward cunning plans and daring-do with a +2 bonus to
the roll, or a +4 bonus if it makes you laugh or is
attempted with panache. Every failed roll raises the
difficulty for the next roll by 5, and the player who made
the failed roll gets to narrate why their failure makes
things more difficult. If the whole group makes one roll
each and doesn't accrue three successes then the guards
have spotted the diamond and a fight ensues.

Ficat! (oprtiomnmaL)

The fight only occurs if the adventurers fail to pass the
skill challenge listed above. You can use any mix of the
two guard types here, but aim for a mix with at least
one veteran guard.

Number of PCs Guards
3 4
4 5
5 6
6 7
7 8
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Younc ImpPeEriaL GUARD

2nd Jevel troop [HUMANOID]
Initiative: +6

Stout club +9 vs AC—5 damage

AC18
PD 17 HP 34
MD 11

VETERAN GUARD

2nd level wrecker [HUMANOID]
Initiative: +6

Nightstick +7 vs. AC—7 damage
Natural 16+: The veteran guard can make a savage beating
attack against the target or another creature engaged
with it as a free action.

[Special trigger] Savage beating +7 vs. AC—5 damage,
and the veteran guard can make a kick ‘em when they’re
down attack against the target as a standard action
during its next turn if it's engaged with that target.

[Special trigger] Kick ‘em when they’re down +9 vs. AC
(3 attacks) —5 damage

R: Crossbow +6 vs. AC—5 damage

AC17
PD 16 HP 32
MD 12



MURDER OIT THE DATICE FLOOR_

Nothing worth doing is simple, and in this case doubly
so. There is another group of adventurers waiting
downstairs in the Crown and Gown, here to take the gem
and deliver it to the Prince of Shadows —why should they

do the work when thei can |'ust steal the ilori.

If the adventurers triggered the ‘Spotted” event earlier
then there are two extra hired thugs and one extra thief
present who are hoping to return the gem for a reward.
If the adventurers triggered the ‘Rivals’ event earlier
then the there are two extra hired thugs and one extra
thief also present, hoping to steal the gem for
themselves.

Number of PCs Thief Hired Thugs
3 4 5
4 5 5
5 6 5
6 7 5
7 8 5

Hirep THUG
2nd level mook [HUMANOID]
Initiative: +5

Jagged knife +7 vs. AC—5 cold damage

AC17
PD 15 HP 9 (mook)

MD 11
Mook: Kill one hired thug mook for every 9 damage you
deal to the mob.

THIEF
2nd level archer [HUMANOID]
Initiative: +7

Fist +7 vs. AC—3 damage

R: Automatic crossbow +7 vs. AC (1d3 attacks against
up to 3 nearby enemies) —4 damage

AC19
PD 17 HP 45
MD 12
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The Payoff

With their enemies and rivals disposed of or chased
away, the adventurers lug the diamond to the private
suite of the person they are supposed to be meeting.

A tiefling by the name of Shez-a-kah unlocks the door
for them and lets them into her private suite upstairs at
the Crown and Gown. She thanks them for a job well
done, asks for the Darkskye Diamond, and hands them
their payment in a sealed envelope.

The black wax seal on the envelope has the Prince of
Shadow’s mark upon it; inside the envelope is a key and
a note. The key is to a private suite at the Crown and
Gown, and is in their name... from now on they can drink
here at the Crown and Gown for free! The note contains
instructions to go a drinking establishment called the
Crimson Goddess to meet a Gnome woman named Brita
Halfhand in one week’s time.

Ficat! (opPfiomaL)

If the party decides to fight the tiefling or not hand over
the Darkskye Diamond use the fight below, in which
she will summon shadow creatures. As soon as the
tiefling is staggered she’ll teleport away with the gem.

Number of PCs Shez-a-kah Shadowling
3 1 1
4 1 2
5 1 3
6 1 4
7 1 5



SHEZ-A-KAH

The former dragon-hunter is still in good shape. She looks
amused at the situation.

4t Jevel troop [HUMANOID]

Initiative: +9

Silverfang +10 vs. AC—15 fire damage
Natural even miss: Target takes 5 damage.

Hellish hooves +8 vs. AC—10 damage and the target is
dazed (easy save ends).

R: Knife +9 vs. AC—8 damage

AC20
PD 14 HP 54 (when she is reduced to half hit-
points or less she teleports away with the gem.)
MD 18

SHADOWLING

These shadowy creatures each have one huge yellow eye in their
heads. They obey their summoned... usually.

1t level troop [SPIRIT]

Initiative: +3

Dark fire +7 vs. AC—5 negative energy damage
Natural 16+: 5 ongoing fire damage.

AC17
PD 11 HP 30
MD 15
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Three tasks for The Prince of Shadows have been completed.
Three more yet remain before debts have been paid. This part of
the adventure involves breaking somebody out of a prison.

Start the session with a montage scene. This is where the
players tell you what happened to them after their last
heist up to the point where they’re contacted about their
next debt-clearing task and allows for new characters to
be introduced and included in the narrative. If the players
get stuck prompt them with questions.

o What corrupt officials did you have to bribe or blackmail

and why?

e What criminal organization conflict did you see firsthand
recently?

o Are there any interesting new rumors floating around the
streets?

e Have there been any stories, true or otherwise, about your
recent actions?

o Are there any people looking for you after your last tasks
for the Prince?

After each player has told the tale of what their
character has been up to, turn to the player on their left
and ask them what the wider repercussions of the first
character’s actions were in Shadow Port.

The Crimson Goddess is an inn which used to be a
temple, but was refurbished in the last 50 years to be a
place of business.

There are rumors of divine retribution and curses laid
upon those who drink in the former temple, though no
evidence of either exist. The red stone statue of a goddess
tends to generate the worst of the rumors, it is said to be
the avatar of a goddess herself. Magical pranksters
occasionally animate the statue or cast an illusion to make
it appear to move, further fueling the reputation of the
tavern. Those who drink too much and regret it refer to it
as the “Crimson Goddess’ curse”.

Even though it hasn’t been a consecrated area for
decades many people feel the need to act like they’re in a
temple while they’re inside the Crimson Goddess tavern.
The tavern tends to be almost unnaturally subdued inside
with few fights, uncommon arguments, and little singing
beyond whatever minstrel or storyteller might be in for
the night. It's not a particularly luxurious establishment
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either in terms of food and drink, but it's quiet and
relatively safe which are both highly prized qualities in
Shadow Port; itis a place for those who want to drink and
eat and don’t care to be interrupted.

The adventurers have come to the Crimson Goddess
come to meet a Gnome woman named Brita Halfhand, a
notorious thief and wizard who had apparently retired
from a life of crime years ago after one last big job. Despite
her retirement, she still commands respect in the Shadow
Port underworld. The fact that such a notorious figure is
running what amounts to an errand for the Prince of
Shadows might be viewed ominously as a herald of how
much trouble the players are in or as a light-hearted jaunt
by a powerful figure looking to have fun.

Should you need other NPCs to flesh out the
environment or give players roleplaying
opportunities use some of the following;:

some

Tailin Briarlance — An elven bard who sings upbeat and
happy songs about depressing things like death and
destruction. The other regulars keep their distance,
thinking he’s a bit... off.

Brownstone— A minotaur bouncer who is surprisingly
polite, well spoken, and educated. He can still break
someone in half and throw them out the front door, but
he’s quite apologetic about it.

Asuna Ragehammer— The dwarven bartender, known
for switching from a bright and cheerful personality to a
berserker rage in a heartbeat (and vice versa). Patrons fear
her far far more than any of the bouncers.

Norman the Red— Norman was killed in a nasty fight
the very first night the Crimson Goddess was open. His
ghost still lurks about the place and is happy to talk about
his life and subsequent afterlife. Norman is good friends
with both Asuna and Brownstone.

Dworguld Goldstone— A dwarven cleric of Vo (“May the
inky tentacles of Vo bring you knowledge”).

Sam Bitterfoot— A half-elf-half-halfling sailor, looking
for a quiet drink and a game of cards.

Alv Longleaf— An elven book-binder, reading a book
and enjoying a glass of wine.

Sark Millman— A human mercenary, returned from
Forge after fighting off an orc incursion.

Henry Brownbough— A half-elf mercenary, returned
from Forge after fighting off an orc incursion.

Edgar Foley— A human mercenary, returned from Anvil
after fighting off an orc incursion.



Zublona The Enigma— A human enchantress, returned
from Anvil after fighting off an orc incursion.

Brita Halfhand brings news to the adventurers of their
next target—this time it is not an object but a person. For
years the half-orc Jont Urner was known as the Golden
Blade. Jont was a master of gladiatorial combat, even
fighting before The Emperor himself on several occasions.
Several years ago Jont disappeared, leaving fans and
enemies alike to believe that he’d either been killed by
jealous opponents or was escaping his increasing fame.
However, Jont Urner has been found in Shadow Port,
languishing in the floating prison barge called The
Kraken. The Prince wants him free, but has given no
reason for this ‘request’. Jont has a curious tattoo on his
back—perhaps it is something to do with that?

The Kraken is a floating prison for two types of people:
the first are criminals so bad and so distasteful that the
various criminal organizations in Shadow Port (and even
the rest of the Dragon Empire) have no objection to their
incarceration, the second type of prisoner is someone who
has managed to upset or anger somebody powerful.
There are numerous tales of innocent people thrown into
The Kraken for causing offence to the wrong person. The
Kraken is guarded by golem-like constructs and only
docks once per week to take on supplies for the prisoners
and the few living crew, then it sails out to sea to make
escape difficult.

There are several directions the adventurers could take,

several branches to the story.

There are a number of different things the players can
do to make their prison break go more smoothly and they
can do them in any order, leading up to The Kraken
section. Players shouldn’t have to guess at what to do
next, feel free to tell them that these options are obvious
to their characters.

e If the adventurers decide to gather intelligence about
the Kraken, use the: Know your enemy section.

o If the adventurers decide to find control words for the
guardian constructs that guard the Kraken go to the
Construct password section.

e If the adventurers want to create a distraction to make
their escape easier, use the Shuffle and scarper section.

After they are done preparing, it is time for the
adventurers to perform the prison break in The Kraken
section.
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Although there are plenty of rumors and supposed facts
about The Kraken to be heard every night in the taverns
of Shadow Port, the characters might want to get
something more concrete than word of mouth. That
means hitting the streets to buy rounds of ale, lean on
snitches, and call in favors owed.

Go around the table and ask each player to describe a
situation or problem the group runs into while collecting
information and have them make a DC 15 skill check with
an appropriate background to get through the situation
and continue on their hunt for more information; if they
fail, hit one of the characters with one of the following
hazards:

MINOR BAR “ A ROUND OF GANG OF

ROOM BRAWL DRAGON ALE MUGGERS OR
PLEASE CiTY GUARD
BARKEEP!” BRUTALITY

Difficulty to Difficulty to Difficulty to

avoid: DC 20 avoid: DC 20 avoid: DC 20

A good ruck Strong drink, Knife in a dark

+15 vs PD— weak stomach  alley +15 vs

1d12 damage +10 vs PD—2d8 AC—2d8

(it is not reallya ~ poison damage damage

‘fight’ fight and
not worth rolling
initiative for).

and the targets

are weakened at
the start of their
next battle (easy

(it is not really a
‘fight’ fight and
not worth rolling
initiative for).

save ends).

If the adventurers succeed then they’ve gleaned all the
reliable information that they can about The Kraken. The
living guards of the Kraken will not be looking for a raid
and will be caught completely by surprise. The
adventurers will get to add +2 to their Initiative when
fighting their way onto the Kraken, and the Escalation Die
will start at 1 instead of 0.

If at least two thirds or more of the adventurers fail their
rolls that means that word gets out about someone
making a run on The Kraken, so there will be more guards
and they will be more watchful; enemies will get a +4
bonus to Initiative.



COrMnSTRUCT PASSWORD

Everybody knows that the dwarven magewright Bella the
Mad created the constructs that guard some of the vital
city areas.

There have long been rumors that Bella had a coded
book full of magical commands that would allow her to
retake control over her constructs at any time. Nobody
has ever found this code book but given that her
constructs make up the majority of guards for the Kraken,
it wouldn’t hurt to look. Her tower workshop was
abandoned and is now inhabited by several poor families,
but that doesn’t mean that nothing there is worth looking
at. In fact a search of the building shows a false wall
behind which is a set of stairs leading down to a hidden
room in the basement. The wall was previously better
hidden before the new residents remodeled.

FEATURES OF THE AREA

Bella’s secret laboratory contains: a glass vat with a
glowing green liquid in the bottom of it (1d6+2 doses of
healing potion), several partial bronze skeletons, a large
casket full of odds and ends (stuffed giant rats, old rope,
acid-stained white robes, a box of bent cutlery, a burlap
sack of mostly broken glassware, half-melted tongs,
screws, etc), a hovering jade chest (containing 2235 & Y2
copper pieces), three ever-burning lanterns, a stone
sarcophagus with notes and books upon it (and three
magic items inside it), three jet-black pillars with strange
9th age carvings, a section of floor that looks like a trap
that is stuck, wooden stairs with shelves of tools and jars
of oddments underneath it, an interesting red stain, an air
of impending doom, and a door that automatically locks
adventurers inside. Oh, and a plethora of construct traps
armed and waiting!

FicHT!

Normally we’d just set traps as minor inconveniences,
but this trapped room is a mechanical monster all by
itself. Treat each part of the room as a separate monster.
Everybody in the room is engaged with all traps.

Number of | Scythes and Spinnin
PCs ySpikes lly’illarsg Bolt Turret
3 1 2 1
4 1 2 2
5 2 2 2
6 2 3 2
7 2 3 3
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It is a standard action and a DC 20 check (DC 15 for rogues) to
‘daze’ a trap until the end of its next turn, if all parts get dazed
at once the room is disarmed.

SCYTHES AND SPiKES

Scythes, spikes, and other cutting and impaling instruments lash out
from every wall, ceiling, floor, and decorative element of the room.
Thankfully, they re made to do damage, not take it.

2nd Jevel troop [CONSTRUCT]

Initiative: +10

Slash and stab +7 vs. AC—6 damage
Natural 16+ hit: Make a second slash and stab attack.

AC16
PD 15 HP 40
MD 22

GROTESQUE STATUES

These statues pop out of hexagonal hatches in the floor to spray
burning acid on intruders.

2nd Jevel caster [CONSTRUCT]

Initiative: +8

Gout of Acid +6 vs. AC—5 damage

C: Acid Splash +6 vs. PD—8 acid damage, and until the
end of the statues next turn, the target is vulnerable.

AC17
PD 12 HP 34
MD 22

BoLT TURRET

These crossbows pop out from hatches in the ceiling. Not all of them
work and some are unloaded... but enough of them firing at intruders
at once gets the job done.

2nd Jevel leader [CONSTRUCT]

Initiative: +3

C: Rusty bolts +6 vs. AC (1d3 nearby enemies) —3
damage and the target suffers a -2 penalty to their next
attack
Natural 16+ hit: Target is dazed until the end of their
next turn.

AC18
PD 12 HP 36
MD 22



The real treasure here for the adventurers, at least as far

as completing their task, is the codebook that Bella the

Mad left behind. The problem is reading it. Go around the

table and ask each player what their character does to

help decipher the code book and learning its secrets, then

have them roll on the appropriate background against a

DC 20. If players are having some troubles thinking of

ideas here are some prompts.

e The character may be able to dispel a subtle magical
confusion effect on the book.

e The character may know some bit of history about
Bella the Mad that gives them an insight.

e The character may recognize the obscure language
the code book is written in.

If at least half of the adventurers succeed they gain an
understanding of how one of the guardian golems on the
Kraken work and may briefly subvert them and order
them to attack their comrades (an adventurer may use a
quick action to make one construct confused, easy save
ends). If the party fails, they still gain some knowledge,
but it’s only enough to cause a construct to become dazed
instead of confused. Normally non-organic constructs
can’t be dazed or confused, but this magical ‘back door’
as built into these guard constructs.

Use icon relationship rolls to determine the exact items
to be found, using the location-specific items below.in
In addition there are three ever-burning lanterns
(worth 200 GP each), a hovering jade chest (worth 500
GP), 1d6+2 adventurer tier healing potions, and 2235
& Y2 copper pieces.

The abandoned laboratory of the mage-machinist still
holds some treasures.
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This wand contains compartments full of glowing liquids.

[Wand]

+1 to hit and damage with arcane spells and
attacks (champion tier: +2).

(Recharge 18+): As a quick action you may
transform briefly into an ooze-like humanoid. In
this without
provoking, slip under a door or through a similar

ooze-form you may move

tight space, and perform a reach trick. The
transformation lasts until the start of your next
turn.

Quirk: Keen experimenter.

This shield is made of interlocking cogs and faintly glowing

crystals. In combat the cogs turn, restoring life to the wielder.
Increase maximum hit points by +4 (champion:
+10; epic: +25).
(Recharge 11+): When you make a basic melee
attack, you may heal using a recovery.

Quirk: Craves the sound of ticking clockwork.

This dark orb warps the light that passes near it.
[Implement]
Bonus to attacks and damage with spells: +1
(adventurer); +2 (champion); +3 (epic, only when
mounted on a staff).
Recharge 16+: Make an attack against a faraway
target that you could normally only make against
an engaged or nearby target. If dual-wielding
orbs this becomes recharge 11+ (orbs like being
with other orbs, though their bonuses do not
stack).

Quirk: Voyeurism.

Sometimes getting away clean is the hardest part of a
caper. The adventurers can attempt to set up one or more
distractions or contingencies ahead of time that will help
ensure that they get away with the Golden Blade.

GMs: This is an opportunity for you to encourage player
creativity at the table. One group might plan an escape across
the rooftops while another group might hire a group of
smugglers to be waiting with boats. Let the players plan and
enable their ideas. Ask players to bring their Backgrounds and
their One Unique Thing into play. When they start to throw
solutions and thoughts around answer with positive answers:
if the players start digging for a sneaky solution it will be a



sneaky solution that is best, if they move towards a social
solution of some sort then move things in that direction. Unless
the players’ solutions are completely illogical or ridiculous, let
the plan happen without any dice rolls so long as they have
appropriate Backgrounds or One Unique Things.

If the players get stuck, here are some ideas for what
their adventurers might do to distract pursuit or avoid
attention...

e Hire smugglers to be ready ferry them away by boat.

e Set something on the nearby docks on fire as a
distraction.

e Bribe a watch captain to look the other way and take
his time responding.

If the players come up with entertaining ideas then
they gain a +2 bonus on all background checks in the On
the run section and you as GM should try to incorporate
their plan into the story of their escape.

THE KRAKETT

The Kraken awaits, docked at one of the secluded piers

often used for smuggling. The Kraken is taking on

supplies late at night to avoid exactly the kind of caper

that the characters are attempting to carry out.

FIGHTING START

Attacking the guards on the way in is an option. The fight

will be noisy, but at least the adventurers will not have to

deal with them on the way out.
FiGHT!
If the players completely succeeded in the previous
encounter revolving around passwords then as a quick
action they may give one construct an order to attack
its comrades. This construct then takes 3d6 damage
and may not again be ordered to attack its allies again
in this battle. If the players did not completely succeed,
they instead cause one construct to be dazed for until
the end of its next turn.
GMs: Remind players that their characters do not have
to kill if they don’t want to. Personally I don’t mind
killing guards, but Rob objects. When monsters drop to
0 hp, it usually means they’ ve been slain, unless the
characters’” intent is to keep the monster alive and the
attack seems like a potentially humane blow that could
knock the monster unconscious instead. Some attacks,
particularly when gruesomely narrated, don't feel like
attacks that can leave the target unconscious, but we
leave that mostly up to you and your group’ s
sensibilities.
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Number of Prison Bruiser Guardian
PCs Guards Construct Construct

3 2 1 1

4 2 1 2

5 2 2 2

6 3 2 2

7 3 2 3

Prison Guarp

These guards are little more than thugs in uniform and they
really enjoy their jobs

1t level troop [HUMANOID]

Initiative: +4

Truncheon: +6 vs AC—5 damage
Natural even hit or miss: The prison guard does 9
damage on the next successful hit.

Prison beating: When an attack against a prison guard is a
natural 1, the Prison Guard may make two truncheon
attacks against each enemy it is engaged with.

AC17
PD 15 HP 27
MD 11

BRruisErR ConsTRUCT

This hulking mass of steel and stone will keep peace in this
prison, even if it means the peace of the grave.

3 level wrecker [CONSTRUCT]

Initiative: +4

Steel fist: +8 vs AC—10 damage. Any dazed enemy
struck by a Steel Fist attack is stunned (save ends).
Omne More: When the escalation die is even, make 2 steel
fist attacks that round.

Counterstrike: Any enemy who hits the Bruiser Construct
with a melee attack takes 8 damage.

Immunity: These constructs can not be confused, dazed,
or stunned.

AC19
PD 18 HP 45
MD 11



GuarDiAn CONSTRUCT

This humanoid construct crackles with electricity and stinks of
ozone. It keeps unruly prisoners and intruders alike subdued.
2nd Jevel caster [CONSTRUCT]

Initiative +6

Lightning punch: +7 vs AC—6 lightning damage
Natural even hit or miss: The construct may pop free.

R: Shockwave: +7 vs PD (1d3 nearby enemies) —3
thunder damage
Natural 16+ hit: Target is dazed until the end of its next
turn.

Immunity: These constructs can not be confused, dazed,
or stunned.

AC18
PD 17 HP 38
MD 11

It is a DC 20 task to sneak past the guards on the way in,
but anybody sneaking aboard will find that the guards
had almost finished loading supplies and are casting
off —fighting the guards on the way out is the only way
back off the ship.

If the party has broken Jont Urner out when they
confront the guards, he’ll be more than happy to help out
with the fight. However, his long years of imprisonment
have sapped his strength and stamina, so he limits
himself to assisting the characters instead of attacking
directly. Once per round Jont may grant one ally a +2
bonus to aroll and grant a different ally a reroll on a failed
roll with -2 to the reroll. Any other freed prisoners will be
too weak from poor food and lack of exercise to aid in a
fight, or will simply dive into the water or run out onto
the dock to escape.

There are three parts to any good heist; the adventurers
have accomplished the first two by getting in and getting
what they came for, but now they need to get away from
the Kraken and duck into the shadows before taking Jont
Urner aka ‘the Golden Blade’” back to the Crimson
Goddess.

Go around the table, starting with the player to your
left. Ask that player to describe how the guards or other
rival interests attempt to capture the escaped prisoner.
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Then go to the player on their right and ask them what

their character does to get them past these pursuers, then

they roll a skill check using an appropriate background
against a DC 20 difficulty.

GMs: Remind the players of the +2 bonus from the Shuffle
and scarper section if they did that task.

Repeat this until all the players have had a chance to
both describe a problem and attempt to resolve one. If a
player fails their Background roll, present the player with
two of the following consequences and let them choose
one.

e The character loses two recoveries as they fall
through a rotten bridge, roof, or floor.

e Each party member must make a save (11+) or take
1d12 damage as they barrel through a game of dice
with some rough customers in an alley.

o The character loses an important piece of equipment
in their haste to climb over a wall.

e  The character takes 1d8 damage as they run headlong
into a fruit or vegetable cart and send produce
everywhere, or dive through a glass window, or
similar.

e Each party member must make a save (11+) or take
1d6 damage as they run loudly through a building
and have all manner of unpleasant and painful things
thrown at them by some of the residents.

If at least half the adventurers succeed rather than fail,
the party gets away clean and arrives at the Crimson
Goddess untouched and with nobody following them.

If the adventurers fail more than they succeed, they’re
cornered by a group of people (guards, thugs, slavers)
who want to take the Golden Blade for themselves and
the players are going to have to fight to defend him and
escape.



FigHT! (oPtfiomnaL)

Only use this fight if more than half the adventurers fail the skill
check above.

Number of Thief Rogue Goon
PCs Catcher Guard
3 1 2 10
4 2 2 10
5 2 3 10
6 3 3 10
7 4 3 10

Taier CATCHER

Dead, alive, peacefully, or in pieces, they always bring in their
target.

2nd level spoiler [HUMANOID]

Initiative: +6

Sword breaker +6 vs AC—7 damage and the target
takes a -2 penalty to their next melee attack

R: Bolo strike +6 vs PD (1 nearby enemy) —6 damage
and the target is stuck (save ends).
Surprise: If attacking a target that is engaged, add +3 to
the damage done by bolo strike.

Sneaky: The Thief Catcher gains a +5 bonus to disengage
checks.

AC17
PD 17 HP 32
MD 13

Goon

They may not be tough, strong, or smart, but there are an awful
lot of them.

1t level mook [HUMANOID]

Initiative +2

Savage swing +6 vs AC—3 damage

Coordinated beat-down: Goons gain a +1 to attack rolls for
each goon engaged with the target, up to a maximum
bonus of +4.

AC17
PD 14 HP 7 (mook)
MD 10
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Mook: Kill one goon mook for every 7 damage dealt to
the mob.

RoGcue GuarD
Go ahead, make his day

2nd Jevel troop [HUMANOID]
Initiative: +4

Furious beat-down +6 vs AC—8 damage
Natural even hit: 4 damage each other enemy the
guard is engaged with.

Oversized hand crossbow +7 vs AC—5 damage

Feeling lucky?: When staggered the Rogue Guard rolls
2d20 for attacks and may take the best roll.

AC18
PD 17 HP 38
MD 10

THE HATID OFF

Regardless of whether the players have to fight their way
there or not, Brita Halfhand is waiting at the Crimson
Goddess for their arrival. She quickly whisks the Golden
Blade away to a more secure location with a smile and a
nod, but not before telling the characters that their debt
has been erased by one more mark. Only a few jobs to go
and they are clear of their obligation to the Prince of
Shadows.



The adventurers have just two favors to go before they are out
from under. The Prince of Shadows has a desire to own a flying
barge...

The adventurers are taking their ease at a tavern in the
Tilgate Heights district of Shadow Port, in a tavern
known as the Drake and Ducatto.

The Drake and Ducatto is famous in Shadowport for
its overpriced drinks and proximity to a place known as
the Cloud-Shrouded Tower. The empire maintains a fleet
of sky barges, as does the elven Court of Stars—it is at the
Cloud-Shrouded Tower that these barges dock in Shadow
Port.

This night the sky barge Pride of Opals is docked at
the tower, and the elves have disembarked to stretch their
legs and seek refreshments at the busy Drake and
Ducatto. Not only are the elves from the Pride of Opals
here trying to order expensive wines, but the dwarven
workers at the tower have just got paid and are
monopolizing the dart board.

GMs: Go around the group and ask each player to give you
a name and description of a nefarious Shadow Port low-life who
happens to be at the Drake and Ducatto, then go on to the next
player and ask them what crime the low-life has recently
committed in another part of the empire and is now laying low
from. This is not just a montage but also an opportunity for
role-play as the adventurers get a chance to interact with the
ne’er-do-wells that they have just peopled the world with.

Just as the adventurers are settling in for a well-
deserved night of carousing and revelry the bar steward
sends them over a free round of drinks. Tucked under one
of the tankards is a letter from the Prince of Shadows (it
is unmistakably his mark on the letter), the bar steward,
naturally, denies any knowledge if pressed on the subject.
The letter gives very specific instructions: Steal the Pride
of Opals, land it in a very specific place in the Bitterwood,
ad hand it over to one of his agents who will be waiting
there.

The first step in stealing the Pride of Opals is going to be
getting to it. It is moored high above the city at the top of
the Cloud-Shrouded Tower. Thankfully the tower guards
got paid early and are off drinking in the Drake and
Ducatto (the adventurers probably have the Prince to
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thank for that, or maybe it is just good luck). There are
only a few guards left at the tower, but it does have other
defenses. This is a skill challenge. Each adventurer must
make one of the below skill checks. If they fail the check
there is a consequence, if they succeed then the path to the
sky barge will be that much easier.

Success Failure

Challenge

(Only one shot at
passing each one, one
roll for success or
failure. Give
everybody a shot at

making a roll.)

1. Get past the Proceed to  Fight the
remaining tower the next guards
guards challenge (see the Tower
Bribe the door Guards fight)
guards = DC 15 and
20 gp
Create a distraction =
DC 20
Sneak past =DC 25
Intimidate the
guards = DC 30
2. Pass the magical Proceed to  Potentially
wards the next set off the
An adventurer has challenge traps
already bribed the (see ‘Magical
off-duty guards for Wards’)
information about
the wards = DC 15
and 10 gp
An adventurer has
already located and
bought drinks for
the wizard who set
the wards in the
first place = DC 20
3. Get past the heavy  Proceed to  Bashing the
locked door the next door down
Pick the lock=DC 15 challenge alerts the
elves still on
the ship and



Climb out the
window and up
one floor = DC 20

Kick it in quietly =
DC 25

4. Navigate the
interior of the tower
Use a dimmed
lantern = DC 15
An adventurer has
found the
granddaughter of
the woman who
built the tower =
DC 20
Fumble around in
the dark = DC 20 or
25 (GMs call)

5. There is a gryphon
nesting up here, it is
on the path of the
chosen sneaky route
Sneak past = DC 20
Actually the
adventurers
noticed the tell-tale

signs of claw marks

on a high-up
windowsill while
casing the joint and
bought some meat
to throw to the
gryphon =DC 25

6. Some elves are
wandering back from
the tavern...
Hide from the elves
=DC 15
Knock them out =
DC 20
Bluff “Tower
inspectors, here to ...

Proceed to
the next
challenge

Proceed to
the next
challenge

Proceed to
the next
challenge

they come to
investigate.
(see The Pride
of Opals fight)

Potentially
set off the
traps

(see “Tower
Traps’)

Fight the
gryphon
(see the
Young
Gryphon)

The returning
elves alert the
elves still on
the ship to
the intruders.
(see The Pride
of Opals fight)

inspect tower!” = DC

25
7. Sneak aboard the Proceed to  The party’s
Pride of Opals the Getting ~ bumbling
Use magicto geton  Under Way  alerts the
board =DC 15 section elves still on
Sneak past the the ship.
guards = DC 20 (see The Pride
Create distraction = of Opals fight)

DC 25

The adventurers have disturbed a nesting gryphon...

Younc GRYPHON

Large 5" level wrecker [BEAST]
Initiative: +9

Claw, claw, bite +10 vs AC—20 damage
Natural even hit or miss: Make a claw, claw, bite attack
as a free action, as many times a round as it likes
until it rolls an even or a 1.

Flight: Gryphons can fly, though not in tight enclosed
spaces such as most rooms or among close standing
trees.

AC21

PD 19 HP 146
MD 14



FigHTs! (opPTionaL)

If fights occur here use the below fight. The guards
from the tower can only fight the party once (after they
have been killed or subdued and tied up they can’t turn
up again). Of course potentially the adventurers can
sneak or bluff their way up the tower without any
combat at all.

GMs: Remind players that their characters do not have
to kill if they don’t want to. Personally I don’t mind
killing dwarves, but Rob objects. When monsters drop
to 0 hp, it usually means they’ ve been slain, unless
the characters’ intent is to keep the monster alive and
the attack seems like a potentially humane blow that
could knock the monster unconscious instead. Some
attacks, particularly when gruesomely narrated, don’t
feel like attacks that can leave the target unconscious,
but we leave that mostly up to you and your group’ s
sensibilities.

Number of Angr Tower
PCs Duig‘ Surly Duwarf Guard

3 1 1 2

4 1 1 5

5 1 2 4

6 2 2 2

7 2 2 5

DwARF TOWER GUARD

“Come an ‘ave a go if you fink yer ‘ard enuff!”
3 level mook [HUMANOID]

Initiative: +5

Club +8 vs AC—6 damage

Dwarven toughness: Dwarves take half damage when the
escalation die is odd.

AC20
PD 16 HP 6 (mook)
MD 11

Mook: Kill one dwarf guard mook for every 6 damage
you deal to the mob.
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Ancgry DwARF GUuARD

“Oi! You! Stand still and fight!”
3 level troop [HUMANOID]
Initiative: +4

Axe +8 vs AC—10 damage
Natural even hit: If the escalation die is even its value
lowered by 1.

Dwarven toughness: Dwarves take half damage when the
escalation die is odd.

AC20
PD 16 HP 45
MD 11

SurLy DwARF GUARD

“You are going nowhere, intruder!”
3 level troop [HUMANOID]
Initiative: +4

Hammer +8 vs AC—10 damage
Natural even hit or miss: The target cannot move away
without provoking two hammer attacks, even if it
pops free.

Dwarven toughness: Dwarves take half damage when the
escalation die is odd.

AC20
PD 16 HP 45
MD 11



Screaming Eye [ Lightning Pain Orbs
Barrier
Difficulty to Difficulty to Difficulty to
avoid: DC 20 avoid: DC 20 avoid: DC 20
Mind-screech Zap +15 vs Racked with
+10 vs MD — PD—2d8 pain +15 vs PD
2d8 psychic lightning against each
damage and the damage adventurer—
target is Target loses a
weakened at the recovery

start of their

next battle (easy
save ends).

Deadfall Guillotine Dart Trap
Stairs
Difficulty to Difficulty to Difficulty to
avoid: DC 20 avoid: DC 20 avoid: DC 20
Rocks from Ankle-slicing Suddenly...
above +10 vs blade +15 vs darts! +15 vs
AC—2d8 AC against AC—-1d12
damage. each damage
adventurer—
2d6 damage

The sky barge is a simple ship, with the amazing ability
to fly; it is a treasure of the elven Court of Starts. In past
ages such things were much more common than they are
now, so the elves are not going to leave their ship
unguarded.

If the adventurers have got this far without alerting the
guards by starting a fight elsewhere start the escalation
die at 2. You can use any mix of the two elves here, both
Elven Guards and Elven Mages.

Number of PCs Elves
3 4
4 5
5 6
6 7
7 8
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ELvEn Guarp
“For the Queen!”

214 [evel troop [HUMANOID]
Initiative: +6

Longsword +6 vs AC—7 damage

R: Bow +8 vs AC—7 damage

AC18
PD 16 HP 36
MD 12

ELveEn MAGE

“By the hidden light I curse thee!”
2nd Jevel caster [HUMANOID]
Initiative: +6

C: Caustic ray +10 vs PD (one nearby or far away
enemy)—7 acid damage
Miss: The mage teleports and one other elf can
disengage or move for free.

AC18
PD 15 HP 25
MD 13

The adventurers are aboard the ship, having either snuck
past the guards or fought their way past them. Nobody is
aboard the Pride of Opals—the ship is tethered by ropes,
and cutting them and floating away from the tower takes
just moments.

As the ship floats off and the tower recedes into the
distance the adventurers see more guards rush the roof,
but far too late to stop them. With the guards are
impressive looking storm witches, and they fly and
teleport aboard in order to try to prevent the theft.



FigHT!

You can use a mix of the two witch types in this fight.
GMs: Remind players that their characters do not have
to kill if they don’t want to. Personally I don’t mind
killing elves, but Rob objects. When monsters drop to 0
hp, it usually means they’ ve been slain, unless the
characters’” intent is to keep the monster alive and the
attack seems like a potentially humane blow that could
knock the monster unconscious instead. Some attacks,
particularly when gruesomely narrated, don't feel like
attacks that can leave the target unconscious, but we
leave that mostly up to you and your group’ s
sensibilities.

Number of PCs Storm Witches* Rain Elementals
3 1 10
4 2 15
5 3 20
6 4 25
7 5 30

STorm WiTCH (THUHNDER)

31 Jevel caster [HUMANOID]
Initiative: +3

Thunder fist +8 vs. PD —8 thunder damage
Natural even hit: an extra 4 lightning damage.

C: Spray of hail +8 vs. AC (1d3 nearby enemies) —6
damage and the target is dazed until the end of its next
turn

Skywalk: The storm witch can fly in the form of a dark
cloud. This movement cannot be intercepted.

Storm shield: Instead of moving, a storm witch can use a
move-equivalent action to shield another storm witch
until the end of the round. The shielded witch gains +2
AC and pops free if she is hit.

AC19
PD 17 HP 45
MD 12

43

STorm WiTCH (LIGHTHING)

3 level caster [HUMANOID]
Initiative: +3

Copper staff +8 vs. AC—10 lightning damage
Natural even hit: the target teleports to another nearby
part of the ship of the witch’s choosing.
Natural odd hit: the witch may teleport to any point
nearby or far away.

R: Lightning strike +8 vs. AC—5 ongoing lightning
damage, and the character’s hair stands up on end as
sparks fly from anything metal near them.

Raging storm: Instead of attacking, the storm witch can
summon a powerful localized storm as a standard
action. Adventurers who attempt to disengage or who
move during the storm become vulnerable to all
damage until the start of their next turn.

AC19
PD 17 HP 45
MD 12

Rain ELEmENTAL

2nd [evel mook [ELEMENTAL]
Initiative: +7

Chill touch +7 vs. PD—5 cold damage

AC 18
PD 16 HP 9 (mook)
MD 12

Mook: Kill one rain elemental mook for every 9 damage
you deal to the mob.

BEATITIG WITIGS

The flying ship is hard to control, but thankfully the
Bitterwood is a hard target to miss: just keep heading
north from Shadow Port and you'll get there.

Just as all seems to be going rather too well the sky is
blotted out by a dark shadow. A flight of elven eagle-
riders are heading in from the eastern sky to recapture the
ship. The adventurers have a chance to shake them off
their trail them by flying through cloud, but can they do
it? Each player must narrate how their character helps,
and make a DC 20 roll using an appropriate background.



Every success eliminates one eagle-rider from the
upcoming battle.

FiGHT!

You may mix the types of eagle-rider as you like. Eagle riders
who are defeated fall off their mounts into the Midland Sea,
with a scream that fades as they drop from sight—the
riderless bird will swoop after its rider and leave the fight.
GMs: Remind players that their characters do not have to kill
if they don’t want to. Personally I don’t mind killing elves,
but Rob objects. When monsters drop to 0 hp, it usually
means they’ ve been slain, unless the characters’ intent is
to keep the monster alive and the attack seems like a
potentially humane blow that could knock the monster
unconscious instead. Some attacks, particularly when
gruesomely narrated, don’t feel like attacks that can leave the
target unconscious, but we leave that mostly up to you and
your group’ s sensibilities.

Number of PCs Eagle Riders*
3 5
4 6
5 7
6 8
7 9

EAGLE-RIDER LANCER
3 level Troop [HUMANOID]
Initiative: +4

Lance +7 vs AC—10 damage
Natural odd hit: The eagle’s claws do 5 damage as it
swoops past.

Flight: Flies like an angry eagle.

AC23
PD 16 HP 32
MD 11

EAGLE-RIDER ARCHER

3 level Archer [HUMANOID]
Initiative: +4

R: Short-bow +8 vs AC (1d3 enemies) —5 damage

Flight: Flies like an angry eagle.

AC18
PD 18 HP 40
MD 10
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EAGLE-RIDER SKiRMmMiSHER

3 level troop [HUMANOID]
Initiative: +4

Twin short swords +7 vs AC (1d3 nearby enemies) —5
damage
Natural odd hit: The eagle’s claws do 5 damage as it
SWOoops past.

Flight: Flies like an angry eagle.

AC19
PD 16 HP 50
MD 11

THE HOMMOR OF THIEVES

Grasping the control wheel the adventurers steer the sky
barge towards the Bitterwood. As they get close they
realize that the Pride of Opals is starting to become
sluggish in its responses, though it will be hard to say
why without careful examination (on the ground). At this
point even if the adventurers attempted to steal it for
themselves they wouldn't get far.

Down below in the Bitterwood several pyres are
burning, beacons lighting the ship’s way towards a
clearing... which is fortunate as the sky barge is rapidly
descending toward the dark forest.

After an ungentle landing the adventurers are met by
a dark cloaked figure, it walks forward and speaks to
them in a whisper that carries on the night wind.

“My master the Prince of Shadows thanks you for your
service. The Prince graciously gifts you this large bag of
emeralds.”

The Prince’s messenger tosses the bag to the party and
disappears with a swirl of its cloak. The emeralds scatter
on the ground (there are 10d20x10 gp worth of emeralds).

As the adventurers move toward the emeralds,
kobolds begin to swarm out of the woods...



When last we saw them the adventurers were facing kobolds,
having landed a flying ship in the woods.

Most of the kobolds move over to the grounded flying
ship and start fighting among themselves as to who
should get to fly it. However, a few of the bolder and
greedier kobolds look at the adventurers and attack the

party!

When the escalation die reaches 2 the shadowy figure
from last session joins the party.

Rather than track the shadowy stranger’s part of the
fight whenever an adventurer kills a non-mook
kobold, the stranger also kills a kobold.

Number of PCs Kobold Warrior Kobold Archer
3 3 10
4 4 10
5 6 10
6 7 10
7 9 10

After the fight the strangers urges the adventurers to
flee with them into the woods away from the kobold
encampment.

KoBoLD WARRIOR
1+t level troop [HUMANOID]
Initiative: +4

Spear +8 vs. AC—4 damage
Natural even hit or miss: The kobold warrior can pop
free from the target.

Evasive: Kobolds take no damage from missed attacks.

Not brave: Kobold warriors with single-digit hit-points
will run away the first chance they get.

AC18
PD 15 HP 22
MD 12
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KoBoLD ARCHER

1st level mook [HUMANOID]
Initiative: +4

Simple knife +6 vs. AC—3 damage
R: Tiny crossbow or javelin +7 vs. AC—3 damage
Evasive: Kobolds take no damage from missed attacks.

Split off: When one of the kobold’s allies engages a
creature engaged with the kobold, the kobold can pop
free as a free action.

AC16
PD 14 HP 6 (mook)

MD 10

Mook: Kill one kobold archer mook for every 6 damage
you deal to the mob.

The shadowy stranger runs with the party into the
woods, as the kobolds swarming over the flying ship
notice that the party has defeated those sent to deal with
them.

The stranger whispers to the adventurers that they
will try to lead the kobolds away while the party circles
back to the flying ship.

This is now a skill challenge. Each player in turn must
narrate how they help to throw off pursuit while circling
back around to the Pride of Opals and make an
appropriate skill check using an appropriate background,
with a DC as determined by the below chart. When a
player succeeds move one place upwards on the chart,
but a failure moves the group one place down. Start
where the chart says ‘Start...”

The adventurers have got away
clean and are at the flying ship (see
the burning pages section).

Take 1d6 damage from skids, slips,

End Getaway!

DC2
€20 and pulled muscles.

Take 2d6 damage from running into
trees in the dark.
Take 3d6 damage from a barbed
obold spear flung at the party.
Fight the kobolds (see kobold
pursuers).

Each position on the chart has a listed consequence.
When you move up or down on the chart the adventurer

Start DC 15

DC 20

End Cornered!



who made the roll takes the consequence listed in the new
position on the chart. The chase ends when the player
characters are cornered by the pursuing guards, or when
they make good on their getaway.

KOBOLD PURSUERS

If the adventurers successfully evaded the kobolds skip
this section.

The party has run right into the kobolds that the shadowy
stranger was leading away from the Pride of Opals, or
have failed to keep ahead of the kobolds chasing them in
the dark.

FicHT!

If the adventurers successfully evaded the kobolds
skip this fight. There are alot of mooks in this fight (20),
so don’t be afraid to use them in waves.

Number of Kobold Kobold
Kobold Hero Grand
PCs Archer .

Wizard

3 10 1 10

4 10 2 10

5 10 3 10

6 10 4 10

7 10 5 10

KeBoLD ARCHER

1t level mook [HUMANOID]

Initiative: +4

Simple knife +6 vs. AC—3 damage

R: Tiny crossbow or javelin +7 vs. AC—3 damage

Evasive: Kobolds take no damage from missed attacks.

Split off: When one of the kobold’s allies engages a
creature engaged with the kobold, the kobold can pop
free as a free action.

AC 16
PD 14 HP 6 (mook)
MD 10

Mook: Kill one kobold archer mook for every 6 damage
you deal to the mob.
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KoBoLp HERrROG

2nd Jevel leader [HUMANOID]
Initiative: +3

Shortsword +7 vs. AC—6 damage, and each nearby non-
leader kobold deals +3 damage with its next attack this
battle that hits
Natural even miss: 3 damage.

Evasive: Kobolds take no damage from missed attacks.

AC18
PD 16 HP 34
MD 12

KoBoLD GRAND-WizARD

“Beware my mighty power! Mighty power!”
0t level mook [HUMANOID]
Initiative: +8

Static jolt +5 vs. AC—2 lightning damage

R: Painful liver inversion hex +7 vs. PD —4 poison
damage, or 6 poison damage against dwarves

Evasive: Kobolds take no damage from missed attacks.

AC15
PD 13 HP 5 (mook)

MD 9

Mook: Kill one kobold grand-wizard mook for every 5
damage you deal to the mob.

THE STRATIGER EXPLAIIS ALL

After the party has evaded pursuit or has killed the

kobolds chasing them they meet up with the shadowy

stranger.

WHO

is THIS SHADOWY

FiGURE?

I've left the figure free of description, because this is an
ideal opportunity for a new player character to join the
party. However, if you don’t have a new player
character starting at this point then the shadowy
mysterious character is a heavily scarred human
woman in her 50s.

The shadowy stranger explains that the Prince of
Shadows has been betrayed by one of his lieutenants
called Shez-a-kah. Shez-a-kah has taken the Darkskye



diamond for herself and has taken it to a flying island of
the same name.

Darkskye prison is a flying island that has been used
for generations to imprison the empire’s most dangerous
criminals. The Darkskye Diamond originally came from a
mine in the flying island, a mine that produces magical
gems.

It was originally the Prince of Shadow’s plan to use the
Pride of Opals to transport the diamond to the prison and
use it to control the flying island, capturing it as a base.
However, Shez-a-kah has already taken the diamond
there somehow, though she probably lacks the ability to
control the flying island. The best that Shez-a-kah could
do, so says the cloaked figure, is point the flying island at
something and crash it. Shez-a-kah has a weapon to use
against any city or icon that she chooses to attack.

Shez-a-kah is in league with kobolds, who she has sent
to destroy the flying ship the Pride of Opals to stop the
Prince of Shadows coming after her.

The shadowy stranger can get the Pride of Opals up
and running, at least long enough to get the party close
enough to the Darkskye Prison flying island for them to
sneak onto it.

The shadowy stranger commands (or threatens or begs,
whichever will work to manipulate the party into doing the
Prince’s bidding) the party to stop the traitor Shez-a-kah
and bring the Darkskye Diamond back to the Prince of
Shadows.

a7

The shadowy stranger completes a ritual, and pilots the
flying ship into the sky, heading toward a dark shape on
the horizon that could only be a flying island.

GMs: Obviously the next part of the adventure relies upon
the adventurers agreeing to go to the Darkskye Prison with the
shadowy stranger. Of course if the party refuses you could
always run a session where the party is captured and put on
trial for their crimes... and of course they will be sent to the
Darkskye Prison.



CHAPTER 3;: WiLp Woobp WOES

This section of the adventure is designed for 3" level characters.
2ndlevel characters won’t find the fights too taxing though, and
with careful teamnwork will be able to win the day.

Chapter 3 is split into three parts: the first part deals with
the crash of the flying island, the second part deals with the
adventurers trying to reach civilization, and the third is a good
old fashioned hex crawl.

RECAP (THE STORY SO FAR)

The adventurers owe a debt to the Prince of Shadows. In
order to repay their debt they performed crimes for him,
one of which was stealing the Darkskye Diamond.

The Darkskye Diamond was in turn stolen from the
Prince of Shadows, who asks that the adventurers steal it
back.

The Darkskye Diamond has the power to control
flying islands, and was originally mined from a flying
island called Darkskye—an island that serves as a prison
for the Dragon Empire’s worst criminals. The person who
stole the diamond from the Prince has taken the diamond
to the flying Darkskye Prison.

The adventurers have used a stolen flying ship to get
aboard the flying island and steal back the diamond...

DARKSKYE CRASHDOWII

OVERVIEW

The adventurers have infiltrated a flying island prison,

attempting to locate a stolen magical diamond.

In this part of the adventure the party must contend with
the flying island speeding out of control and crashing.

HERE ARE SOME FACTS ABOUT DARKSKYE...

o The flying island has a lake and several internal reservoirs
of water, a small village atop it, and the prison cells built
inside the mine itself.

o The crystals mined there used to be a source of mighty
power, but nowadays they hardly glow at all. In recent
generations Darkskye is also used to keep dangerous
prisoners. The famed Darkskye Diamond came from the
mines here (the very diamond that the adventurers are
looking for).

o Dust from the crystals in the mine is a valuable substance,
backstreet alchemists in Shadow Port pay well for it.
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o Travel to and from the island is usually via a teleportation
circle that shuts down in emergencies, but flying ships land
here sometimes too.

sfowaways

The adventurers have crept aboard Darkskye, the flying
island prison, in the dead of night. They have abandoned
their flying boat the Pride of Opals after it ran out of
magical energy.

What do the characters do next? Do they stay hidden?
Do they find somebody in charge? Do they look for a
means of escape come daylight?

Go around the group and ask each player in turn what
they do, and then turn to the player to their left and ask
them the outcome of that. Anything can happen, the only
proviso is that no character can get hurt, get off the island,
or change its course. If a player suggests an outcome that
involves one of the above three things narrate how the
outcome doesn’t quite come to pass, and ask the player
whose outcome you modified to suggest ways that the
modified outcome affects the guards and prisoners on the
island.

THE CRASH

The adventurers notice that the island is speeding up and
changing course. If the players cooperatively created
NPCs during the montage then these characters will
notice and comment on the unusual speed and course
change.

With a loud bang the whole flying island shudders
and begins to spin crazily!

As the flying island lurches out of the sky the ground
tilts and whirls far below. Cracks appear in internal
corridors. The magical barriers holding prisoners sparkle
then explode. Pure magic is radiating outwards from the
heart of the island.

Go around the table and ask each player to describe a
danger that their character must dodge or avoid, and
have them make a DC 15 skill check appropriate to
avoiding the danger. If they fail throw one of the
following at that player and the player to their right.



BURST OF WILD

SUDDEN CHASM | FALLING

MASONRY MAGIC
Difficulty to Difficulty to Difficulty to
avoid: DC 15 avoid: DC 15 avoid: DC 15
Sudden drop, Bricks +10 vs Wild magic +10
painful stop +5 AC—3d6 vs MD—
vs PD—2d6 damage 1d10 psychic
damage damage

Here are some things the characters might witness as
they try to find safety...

e A beam of magic hits a running figure at the end of
the corridor. They see the figure explode, and fiery
worms emerge from its body.

e A prisoner is trapped beneath a fallen block of stone.
Before they can react the prisoner, the block, and the
room the prisoner is in fall off the island and go
tumbling out of sight into the blue sky.

e The lake at the top of the island has burst its banks
and rushes down corridors with force enough to tear
doors off hinges and break through stone walls.

e A guard is on fire! As he staggers around the island
lurches and he is impaled on a torch sconce.

e A corridor they are about to rush down is hit by a
surge of magic. Crystals grow out of the walls,
blocking their passage.

e The island tumbles end-over-end. Everybody is
hurled about and most now navigate the island with
it upside-down.

e The characters are near an outer window and can see
the ground approaching, but the air blasting through
is so extreme in force they cannot keep their feet or
approach closer.

Eventually the characters end up in the mine deep in
the island itself (they either fled there or the crumbling
flying island collapsed in such a way as they end up in
the mine). The island is shedding rock and falling apart
still but it is no longer falling, though it occasionally shifts
or rolls.

The walls of the mines glitter with green crystals,
crystals which pulse with wild magic.
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During the crash, either in this scene or another
introduce locked chests or treasure rooms which have
been busted open by the crash or by rioting prisoners.
Inside the chest or room is a magic item. See the magic
items section for possible magic items. Have players
make icon relationship rolls to discover which icon the
item is related to.

Be generous here. Everybody gets something, even
if it is just a potion or a rune.

GMs: Describe to the players how their characters find
themselves together deep in the crystalline mines, battered and
bruised. A breeze blows in through a crack in the wall, and as
the remains of the island slowly rotate they can see the forest
out of a crack in the wall. The magical barrier that stops
prisoners from escaping is intact - crackling across the gap
through which the Wild Wood can be seen.

Outside the island crystals and glowing chunks of rock

are raining down from the sky, flattening the forest for

miles around.

Let the players know that it is obvious to their
characters that:

e The flying island is unsafe to remain on or in, or
indeed near.

o The glowing crystals are unhealthy to be around.
They need to get out of this place now.

o If they want to get out they need to find one of the
mystic keys that will lower the barrier around the
flying island.

From around a corner of the crystal-lined tunnel
comes the sounds of hoots and howls. It is a group of
prisoners and guards, wounded and with their clothes in
tatters. They have oddly glowing eyes and are all carrying
mining tools. They halt when they spot the party.

GMs: Describe the scene invoking a sense that you haven't
used yet.

o “You can taste grit in your mouth, and dust clogs your
nostrils. The approaching figures are kicking up a cloud of
crystalline dust as they walk. In fact it seems to accompany
them.”

o “You can hear the heartbeats of the former guards and
prisoners, even from a distance. They are beating in
unison.”



InFECTED BRUTE

This lumbering monster was once just like you. Now it is
infected with life-warping crystals.

3 level wrecker [HUMANOID]

Initiative: +5

o “You feel something in your eyes. The crystal dust down
here is thick in the air, giving everything a shimmering
glow.”

o “You smell feverish sweat pouring from the former guards
and prisoners. The smell of madness, sickness, and death.”

The guards and prisoners have been poisoned by the
magical dust liberated from the mines by the ongoing
disaster. For centuries the magic of the mines held the
flying island aloft. Now that the island is falling the magic
of the crystals is running rampant, burning brightly as it

Big fists +8 vs. AC—12 damage
Miss: Half damage.

Frenzied attack +8 vs. AC (each enemy engaged with
the brute) —5 damage, and the target pops free from
the brute.

Quick use: This power only requires a quick action
(once per round) instead of a standard action when

There are several ways the players can approach this. the escalation die is even.

AC19

The adventurers have the option of avoiding the fight PD 16 HP 40
through cunning or guile (and some skill checks). MD 12

Fight: If the adventurers initiate the fight without
warning it catches the guards and prisoners
unawares—start the escalation die at 1.

warps and destroys! The guards and prisoners share a
coalescing group mind, slowly losing their individuality
and becoming monstrous and violent towards those not
part of their nascent gestalt.

MurtaTing inFeEcTED
The crystals under its skin glow, lighting its up from the inside.

Flight: If the adventurers run the prisoners and
guards will chase them and a fight will ensue.

Diplomacy: If the group can make two DC 20 skill
checks (using any applicable backgrounds) then the
guards and prisoners will let the party past them. If not
a fight will ensue.

Number of PCs Infected Brute Mutating
Infected
3 2
4 3 )
5 B 5
6 3 3
7 4 7

Its bones twist as you watch.
3 level mook [HUMANOID]
Initiative: +5

Rock hammer +8 vs. AC—6 damage

[special] At the end of any turn where a mutating
infected dies all surviving mutating infected gain a
random benefit. An infecting mutated can only have
one benefit at a time.

1. Magically enhanced speed. All mutating infected
may move as a quick action on their next turn.

2. Crystalline growths. All mutating infected do 3 miss
damage on their next turn.

3. Crystal dust breath. The mooks breath out clouds of
crystalline dust, obscuring them and granting them
+2 to their defences until their next turn. This bonus
is not cumulative with itself or other bonuses.

4. One mook out of the remaining mooks begins to
shake and mutate and runs away from the battle (it
pops free and flees, leaving the battle).

AC18
PD 16 HP 10 (mook)
MD 12



Mook: Kill one mutating infected mook for every 10
damage you deal to the mob.
comprLicATIONS!
During the fight feel free to make things tougher by
throwing in complications like:
e The crystals flare with a light so bright that it hurts to
look at it.
e The ground shifts unexpectedly, tiny rocks roll about
on the ground.
e The tunnel starts to crumble and crack, dust filling
the mine as the island continues to shake itself apart.
These complications give whichever adventurer acts
first in the round a penalty. Roll a d4:
1. Hampered until the end of their turn.
2. Dazed until the end of their turn.
3. 3 damage.
4. 4 damage.

THE CRYSTALLITTE GOLE

Realizing that the flying island is going to be their tomb if
they don’t get out the adventurers must leap to the forest
below.

After searching for a safe way out of the island the
party spots a patch of green—a tree is sticking through a
hole in the outside of the island. It won’t be there for long,
the wreck of the flying island prison is constantly shifting
and turning and at any moment it might drift away
leaving the party many hundreds of feet above solid
ground.

The tree is entangled with a crystal outcropping. As
the adventurers approach the tree the crystals in the room
come to life!

Ficat! (oprtiomnaL)

If everybody fights:

Use the fight below as-is.
Everybody tries to escape at once:

If the whole party decides to rush around the living
crystal monster and get into the tree-tops they will each
take 3d10 damage as the crystal monster throws rocks
at them and they fall/throw themselves into the
treetops. This means that nobody is fighting the golem.
Some fight, while some escape:

Some of the party could climb out onto the tree if
others stay to fight the golem. It takes one round for a
single adventurer to climb out of danger, during which
time the rest of the party still in the flying island must
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face the crystal monster. Those who have climbed out
are too far away to help fight the crystal golem.

Number of PCs Cr(y;::‘)tlzzlrlrzne Crystallings
3 1 0
4 1 10
5 1 20
6 1 30
7 1 40

CRyYSTALLIiNE GOLEM

It rises out of the living rock, a quick-moving congery of
amethyst.

6t level wrecker [CONSTRUCT]

Initiative: +8

Vulnerability: thunder

Amethyst hammer fists +11 vs. AC (2 attacks) —8
damage
First natural even hit or miss each turn: Roll another
amethyst hammer fists attack.

Crystalline Storm +11 vs. PD (2d3 nearby enemies) —10
damage
Miss: Half damage.

[recharge] Crystalline storm can only be used when the
escalation die is odd.

AC21
PD 20 HP 90
MD 16

CRYSTALLING

This monster is hardly more than a sketch of a humanoid figure
made of fragile floating crystals. The crystals are sharp though,

flesh-flaying sharp.

0t level mook [CONSTRUCT]
Initiative: +3
Vulnerability: thunder

Amethyst shards +5 vs. AC—3 damage

AC16
PD 09 HP 5 (mook)
MD 14

Mook: Kill one crystalling mook for every 5 damage you
deal to the mob.



As soon as the fight with the crystal monster ends
everybody hears a rumbling sound that build and builds
until it is deafening. The lake at the top of the flying island
has burst and is flooding the corridors and tunnels. Any
moment now thousands of gallons of water will burst
through and drown everybody. Tell players that their
character have only a heartbeat to decide what to do
before the wall of water hits them. Describe the massive
onrush of water.

Anybody who made it onto the tree before the fight
ended may attempt to pass a DC 15 skill check to avoid
taking damage, anybody who was in the fight until the
final round must pass a DC 25 roll. Those who fail their
roll take 2d6 damage and are blasted away from their
location and swept along in a mud-slide/river. Those who
pass their roll are still swept away, but take only 2
damage.

As the adventurers are still gathering their wits they
spot some kobolds in the distance, running away to the
north. It looks like they are carrying something that
glows, possibly the Darkskye Diamond. The kobolds
are too far away to catch up with right now, but the
adventurers may be able to pick up their trail if they too
head north.
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Escaping a flying island that crashed into the Wild Wood, the
party must now navigate the increasingly dangerous realm of
the High Druid.

The adventurers are blasted away from the flying island
by a rush of water. They party is in the Wild Wood, and
the flying island has dumped alot of glowing crystals into
the forest. The glowing crystals seem to be dangerous,
waves of energy emanating from them.

The flying island itself is very dangerous to be near.
Explosions rock it, and glowing crystals shoot out from it
on a regular basis. The island is falling apart! The
adventurers did the right thing in getting out of and away
from it.

GMs: let the players know that the adventurers struggle out
of the tangle of mud and branches and they see that they are far
from the crashed flying island, from which a sickly green
radiance is emanating. The flying island is drifting about in
circles, chunks of it exploding and sending crystals and rock
arcing over the forest to crush ancient trees.

There are some nearby villages, the nearest is several
hours walk from where the flying island is hovering.

GMs: This is a montage scene, where the players tell you
what happened to them between the fall and their eventual
arrival near the village.

As each player in turn to narrate a problem that the party
faced, and then turn to the player to their left and ask them to
narrate how their character overcame that challenge. There is
no need for dice rolls, this is purely narrative.

If the players get stuck prompt them with questions.
e What wild animals are there?
¢ What dangers normally haunt the Wild Wood?

e  What natural barriers might there be?
e Do druids set up traps or wards?

This assumes that the characters decide to stop at the a
village. If they decide to simply keep walking skip
ahead to the tanglewood section.

The village that the characters find themselves in is called
Onkafield, and serves as a focal point for local hunters
who trade pelts with the outside world. It is a long way
to civilization and quite a trek, and those locals who
usually travel to the outside world are currently away
trading or hunting.
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Onkafield isn’t a village like the characters might be
used to. Onkafield has one large longhall-like house that
serves as a tavern, meeting place, and town hall. The rest
of the buildings in the settlement are simple huts tucked
into the tangled roots of the massive trees of the Wild
Wood. Pelt-drying racks and other signs of local industry
can be seen here. Everybody wears clothing made of
animal pelts or woven grasses.

Various NPCs can be available at this point, bartering
their wares not for gold, but either for items or favors that
can be accomplished within a short time span. Most
villagers will be afraid of the strange rocks that fell from
the sky and the strange fires that they started, but some
recognize that the adventurers have useful items to trade.
Okonkwo Nasiche
She can craft two healing poultices if the party will agree
to stay overnight in the village and make sure it is safe.
Treat these poultices like healing potions, but the max hp
of healing is 20, not 30.

Kalu Kadokechi

Kalu is a magician, though his magic is weak and not on
a similar power level to real adventurers. He needs help
extracting some sap from trees for the village, trees now
surrounded by the glowing rocks. As a reward he will
give each party member enough magical oil for one use.
Akiki

A elf villager named Akiki knows the way out of the Wild
Wood, and will help the party get going in the right
direction if they gain her trust (a DC 15 skill challenge).
The first adventurer to attempt to gain her trust must roll
a 15+ on a background of their choosing; if they succeed
their player narrates how they impress Akiki, if they fail
they narrate how they made it harder for the party to gain
their trust. The one who failed the roll then nominates the
next person to get to attempt the roll, and the DC rises by
5. The

If the party does gain Akiki’s trust she’ll accompany
them out of the village, and as far as the land claimed by
the halfling tribe that live over the hill (the plague hospital
ruins section marks the start of their territory).

If the party fails to gain the elf’s trust she’ll tell them
of the road that lies a week’s travel to the north, and point
them in the right direction.



Ficat! (ortiomaL)

If the party really messes up badly Akiki may even
attack the party trying to force them out of town,
though the party will likely defeat Akiki quickly. If
a fight occurs here use the NPC below.

Okoenjo Akiki THE WiLD ELF GuibDE

Akiki is very fast, and knows the forest like the back of
her hand.

Triple strength 3 level leader [HUMANOID]

Initiative: +10

Daggers +8 vs. AC (two attacks) —15 damage
If both attacks hit the same target: Okonjo Akiki pops free
and may move as a quick action.

R: Long Bow +8 vs. AC—36 damage
Miss: gain an extra longbow attack next round.

If Akiki is fighting alongside the adventurers this is what

she’ll probably do...

Aid Ally: If Okonjo Akiki does nothing but harry the
enemy (makes no attack rolls) then she may grant one
ally acting before Akiki’s next turn +2 to a roll and
grant a different ally a reroll on a failed roll with -2 to

the reroll.

AC19
PD 16 HP 120

MD 12
THE TATIGLEWOOD

Even if the party skipped the village of Onkafield they
will still need to get past the rapidly growing
tanglewood to journey anywhere. If the party gained
the trust of Akiki the elf she can show them the way
through the tanglewood (a +2 to skill checks to get
through the thornwood).

One of the reasons this village is ordinarily safe from the
predations of the monsters that live in the Wild Wood is
that it is surrounded by a grove of tanglewood trees.
These massive plants lock their roots and branches
together, presenting an almost impassable barrier unless
you know the true path through. Unfortunately the
falling glowing rocks have caused the tanglewood to go
into a period of rapid growth and almost animal-like
movement.
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Each adventurer must make a DC 15 skill check
against an appropriate background to pass through the
thorny tangle of wood; if they fail their roll offer them a
choice between two of the consequences listed below and
ask them to pick a consequence:

e The character loses an important piece of equipment
in the darkness.

e The party gets lost in the gloom and all rolls for this
challenge are DC 20 from now on.

e The character loses two recoveries from blundering
into thorns and grasping roots.

e Each party member must save (11+) or lose a recovery
from bruises and scratches).

o  Character takes 2d6 poison damage from whipping
thornvines.

e Each party member must save (11+) or take 2d6 fire
damage from glowing rocks that are shaken loose
from above as they push through the tanglewood.

o If the player characters have Akiki with them helping
them they gain +2 on their rolls, and Akiki herself has
no trouble moving through the tanglewood.

If anybody comes up with a very clever way to bypass
the tanglewood (magic for example) then lower the
difficulty by 5. The tanglewood is both fast-growing and
hard to burn or cut through.

If anybody rolls a 25+ on their skill check offer them
one of the following benefits to choose from:

e All subsequent rolls have their DC reduced by 5.

e The characters find a pouch of the potions lost in the
tanglewood, and if somebody else gets the same
benefit then it will be a single vial of potion on the
ground that fell from the pouch.

THE WILD THINGS

Once they are through the tanglewood and have had a
brief chance to rest the party will find itself faced with the
long arduous trek through the Wild Wood. The kobolds
who possibly have the Darkskye Diamond went north, so
the adventurers need to head that way too.

GMs: Describe the dense vegetation that surrounds the
adventurers for leagues around, and narrate how they (and
their guide if Akiki is with them) traverse the forest.

Throw the following obstacles at them as they
progress through the forest. Each adventurer faces at least
one hazard:



CLIFF VEGETATION ROCKSLIDE

Difficulty to Difficulty to Difficulty to

avoid: DC 15 avoid: DC 20 avoid: DC 20

Sudden drop +5 Entangling Rocks fall +10

vs PD—2d6 Vines +10 vs vs AC against

damage AC—3d6 each party
damage member—1d12
OR damage

Noxious Fungi
+10 vs PD—3d6
poison damage

INSECT BITES ITCHBANE THE

WEED WILDERNESS
Difficulty to Difficulty to Difficulty to
avoid: DC 20 avoid: DC 20 avoid: DC 25

Death by 1000  Itchy itchy +15  Exposure +15 vs
needles +15vs  vs MD—Target AC against

PD against loses one every party
every party recovery from member—2d8
member—1d12  scratching damage and the
damage themselves. target is

weakened at the
start of their
next battle (easy
save ends).

Occasionally the party will pass a glowing pebble with
grasses that sway towards it, or will spot a dire animal
running with magenta ichor from its sores and mutations.

GMs: This is a good opportunity to highlight not just the
wildness of the Wild Wood but also the sense that something
isn’t right here.

55



PLAGUE HOSPITAL RUIMS

As the sun begins to set the party crests a rise and spots a
field of graves surrounding an old structure long-since
abandoned to the ravages of time and the ministrations of
the Wild Wood.

If Akiki is travelling with the party she refuses to go
any further, saying that the place is evil and cursed and
points to the glowing stones that have recently fallen
here. Payment by party members might convince her to
stick around for a bit longer, but she also claims that a
cannibalistic halfling tribe claims this area so will
definitely turn back after this section unless the party can
find a really good reason for her to stay with them.

Investigating the area shows that this is a 12th Age
ruin - a massive plague hospital. Most of the hospital is so
ruined that the party didn’t even recognize that they were
climbing over its outer walls as they travelled —what they
took to be a rise was the ruins of a massive wall.

...as the sun sets the magically awakened dead begin
to rise from their graves.

FicHT!
Spending a 6 with the Lich King or the Diabolist gives

the party enough warning to leave from the area and
avoid the fight.

Number of Decrepit Wraith Skeleton
PCs Skeleton Warrior

3 3 1 0

4 4 1 1

5 5 1 2

6 6 1 3

7 7 1 4

DECREPIT SKELETON

1¢t level mook [UNDEAD]
Initiative: +6
Vulnerability: holy

Sword +6 vs. AC—3 damage

AC1e6
PD 14 HP 7 (mook)
MD 10

Mook: Kill one decrepit skeleton mook for every 7 damage
you deal to the mob.

WRAITH

5th level spoiler [UNDEAD]
Initiative: +10

Ice-cold ghost blade +10 vs. PD —14 negative energy
damage (+1d4 - see ‘Loot’)
Natural 16+: The target is also weakened (save ends)

C: Spiraling assault +10 vs. PD (1d3 nearby enemies) —
10 negative energy damage, and after the attack the
wraith teleports to and engages with one target it hit.
Limited use: The wraith can use spiraling assault only

when the escalation die is even.

Flight: The wraith hovers and zooms about.

Ghostly: This creature has resist damage 16+ to all
damage (yes, even holy damage) except force damage,
which damages it normally. A wraith can move
through solid objects, but can’t end its movement
inside them.

AC19
PD 14 HP 66
MD 17

SKELETONn WARRIOR

2nd level troop [UNDEAD]
Initiative: +8
Vulnerable: holy

Spear +8 vs. AC—6 damage.

AC16
PD 14 HP 26
MD 11



FREE LUTICH

During the night the adventurers hear whoops and
hollers throughout the forest. It is obvious that these are
savage halflings.

GMs: If Akiki is still with the party they’ll have to really
work to keep her from running away back to Onkafield!

This is where the adventurers encounter a tribe of
cannibals that would LOVE to have them for dinner. The
adventurers can choose to sneak around or through them
during the night, or they can fight their way through, or
if there’s a linguist in the party they might even be able to
speak with them.

Ficat! (opfiomaL)

The halflings really want to kill and eat the party, so
the adventurers will have to work at it to avoid fighting
the tiny savages. Itis a DC 20 skill check per adventurer
to sneak past the savages, ad a DC 25 skill check to use
some fast-talking diplomacy.

) Halfling
Number of PCs Feral Halfling Madmind
3 15 1
4 15 2
5 15 3
6 15 4
7 15 5

FERAL HaLFLinG

It is said that centuries ago, a family of halflings got lost while
traversing in the Wild Wood, and had learned to survive the
wild by becoming wild themselves.

2nd Jevel mook [HUMANOID]

Initiative: +8

Human bone dagger +7 vs. AC—5 damage
Natural Odd: The target is dazed for its next attack
against any feral halfling.

Poison-tipped blow dart +7 vs. AC—5 damage and the
target is weakened (save ends).
First failed save: Target is now unconscious (save ends,
10+ damage also ends).

AC17
PD 17 HP 9 (mook)

MD 12

Mook: Kill one feral halfling mook for every 9 damage
you deal to the mob.
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HaLrrLine Mapminp

Considered to be holy by other feral halflings, they are far
smarter and deadlier than their companions.

2nd [evel caster [HUMANOID]

Initiative: +8

Barbed spear +7 vs. AC—7 damage.

Mind blast +7 vs. MD (one nearby enemy) —9 psychic
damage.
Natural 16+: Target is now confused (save ends).
Limited use: The halfling madmind can only use this
attack while the escalation die is even.

Telekinesis +7 vs. PD (1d3 nearby enemies) —5 damage
and the target pops free from engagement.

Evasive: Once per battle, force an enemy that hits you
with an attack to reroll the attack with a -2 penalty.

AC17

PD 14 HP 36

MD 15

A SIGI OF CIVILIZATION

Once day breaks the party can see a tower in the distance,
at last a sign of civilization. Though far from the edge of
the Wild Wood whoever lives in the tower may be able to
help them.

GMs: If Akiki is still with the party she will leave them at
first light, pointing them in the direction to go (towards the
tower in the far distance) and returning to her village. Akiki
thinks the tower belongs to a wizard called Alam, though
nobody has heard from him in a while and there hasn’t been
trade from that direction in a while. If the party convinces Akiki
to stay on their journey with them add a few more monsters to
each fight from here on out to balance things out.



The party faces a days long trek through the Wild Wood.
As the party marches ever onwards they see signs of
wildlife horrifically mutated by the glowing crystals that
the crash of Darkskye and the subsequent explosions
caused to rain from the sky.

GMs: have the players describe to you how their characters
take on the task of hiking through the Wild Wood. Do they walk
single file? Do some scout ahead of the rest of the party? How
do they arrange their camp at night? As the adventurers
describe their alertness plans and who is scouting ahead, ask
that “point” person to make a DC 20 skill check to detect a
danger; if the adventurer succeeds then they notice a slight
rumble before an owlbear lunges at the party (roll initiative as
normal) —but if the skill check is failed the owlbear suddenly
leaps out and catches the party by surprise (select one
adventurer at random, the owlbear gets one free Rip and Peck
attack on that adventurer before rolling initiative).

A 6 with the High Druid could be used to scare the
owlbear off, or to pacify it with some of the party’s
rations.

RaVvEnous OWLBEAR

This owlbear is particularly ravenous. It has successfully
chased off any nearby meals, and is desperate for
It is weakened by hunger, but this
desperation makes it very dangerous.

Large 4" level wrecker [BEAST]

Initiative: +8

sustenance.

Rip and peck +9 vs. AC—15 damage, and until the end
of the owlbear’s next turn, the target is hampered
(makes only basic attacks) while engaged with the
owlbear

Vicious hybrid: If the escalation die is even, make another
rip and peck attack.

Feed itself: An owlbear that scores a critical hit against a
hampered enemy tears a piece of the creature off (GM
chooses a limb) and will subsequently attempt to
retreat with the prize to feed its cubs. The torn-up
enemy is stunned until the end of its next turn.

AC19
PD 17 HP 108
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MD 13

During the fight, any adventurer with a wilderness
background will notice the owlbear's emaciated state.
Clever adventurers might find an alternate source of food
for it, but it will need quite a bit not to eventually go after
the party!

This fight has the potential to be brutal. Play up the
owlbear's viciousness, thus welcoming the party to the
depths of the Wild Woods! For a group of 6 or more
players, add another owlbear to the mix.

Further in their journey, the characters come across ruins.
It is unclear what originally was there or what age these
ruins are from, but you can use relationship rolls here to
see which icons might have left an interesting mark on the
landscape. Involve at least one icon here, or more if
possible.
GMs: Ask the players to help shape the encounter by
supplying the answers to the following questions:
o What do you find of interest here, and how is it dangerous?
o Are there any clues of the civilization that left this behind,
and how does this change things?
o Who does it look like has been here recently, and why do
you fear them?
o What did you find that is still useful, and why are you
hesitant to take it?
If the players introduce a danger in the ruins through
their description then in the coming fight if an adventurer
rolls a natural 1 they take 3d6 damage from that danger.

Hey - is there a magic item in these ruins? Yes. Use the
player’s icon rolls to help you determine what is found
here.

During the investigation, the ruins come alive. Circles
of power activate, glowing with ancient energy. The air
itself ripples and shimmers. The shadows swirl into the
form of the aegis—the aegis is the protector of this space,
a shadowy figure that shimmers with a nimbus of energy.
It does not speak before it attacks.

If players defeat the aegis, don't let them rest too long
in the ruins. The ruins begin to glow again, this time with
even more power. If the adventurers don’t leave soon the
ruin guardians will reappear.



FicaT!

Explain to the players that this is obvious to their
characters that provided they stay near the ruins more
monsters will keep showing up.

Number of PCs The Aegis Lesser Aegides
3 1 10
4 1 15
5 1 20
6 1 25
7 1 30
THE AEGis

An unknowable being who does not speak or think or want. It
only protects.

Large 2" Level caster [SPIRIT]

Initiative: +6

When the escalation die is 0 or even...

R: Ancient magic +7 vs PD (1d3 nearby or far away
enemies) —5 damage, target suffers -2 on its next
attack.

When the escalation die is odd...

R: Searing light +7 vs PD, (1d3 nearby or far away
enemies) —5 damage and 5 ongoing fire damage (save
ends).

Hard to catch: The Aegis automatically disengages when
it moves.

AC20
PD 16 HP 40
MD 16

LESSER AEGIDES

1t level mook [SPIRIT]
Initiative: see Linked Initiative

Refocused Energy +6 vs PD —4 damage or 6 damage if
target has been struck by the Aegis this round.

Linked initiative: Lesser aegides always act immediately
after the aegis. If the Aegis is defeated, the lesser
aegides take their turns on its initiative and fade away
two turns after the aegis was defeated.

AC18
PD 16 HP 5 (mook)
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MD 13

Mook: Kill one lesser aegides mook for every 5 damage
you deal to the mob.
THE CHASIT

After leaving the ruins, the adventurers come to the next
obstacle of the Wild Wood: a chasm hundreds of feet
across. To climb down over and up would take extra days
that the adventurers can't afford. They need some way to
cross the chasm directly.

GMs: This is an opportunity for you to encourage player
creativity at the table. One group might engineer a vine bridge
to cross, while another group uses a cleric ritual to create a
bridge powered by belief for the adventurers to cross.

Present the problems to the players and let them start to
plan. Ask players to bring their backgrounds and their One
Unique Thing into play. Let them start to throw solutions and
thoughts around, and answer their thoughts with positive,
affirming answers. If the players start digging for a magical
solution, it will be a magical solution that is needed —if they
move towards a physical solution of some sort, then move things
in that direction.

This area of the Wild Wood is dangerous, but also full of
mystery and wonder. Push your table to come up with its own
unique solution to this problem, and be lenient; unless
adventurers try something exceptionally illogical or inept, let it
happen without any rolls provided they have appropriate
backgrounds and one unique things.

If you are looking for more inspiration, you can roll to see
what element is the key.

1-2 An Icon related to the characters (but not the
prince of shadows)

3 An item for the Ruins (they may have to go
back for it)

4 A character’s one unique thing

5 A character's background

6 A bargain with the Prince of Shadows

If the players get stuck here are some ideas of what

adventurers could do to cross the chasm:

e Make primitive hang-gliders and coast over the
chasm on wind drafts.

e Construct a rope bridge and get an archer to shoot
arrows across with vines attached.

o  Create a makeshift catapult to launch the adventurers
across.

e Use aritual to create a way across with magic.

e Lasso passing giant eagles and fly across the chasm.



¢ Find a bits of the flying island in the Wild Wood and
create floating stepping stones.

On the day after the adventurers cross the chasm they
come to a swamp within the forest. It has many dangers,
including fire spurts and lightning sand. In the swamp
lives otyugh, lurking just beneath the surface of the
brackish water.

As the adventurers make their way through the
swamp throw obstacles at them, one per adventurer.

FLAME SPURTS | SURPRISE LIGHTNING
PYTHON SAND
Difficulty to Difficulty to Difficulty to
avoid: DC 15 avoid: DC 20 avoid: DC 20
Pft! Woosh! +5  Snake! +10 vs Drowning in
vs PD—2d6 fire AC—3d6 sand +10 vs AC
damage damage against each
party
member—1d12
damage
SERPENT BITES | UNUSUALLY NoxI0oUs
LARGE VERMIN RAZOR GRASS
Difficulty to Difficulty to Difficulty to
avoid: DC 20 avoid: DC 20 avoid: DC 25
Venomous bite Rodent attack Ankle-height
+15 vs PD +10 vs AC cuts+15 vs AC
against every against all against every
party nearby party party
member—1d12 members— member—2d8
poison damage  1d12 damage poison damage

and the target is
weakened