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Background

The ancient dwarven kingdom of Gryk Thalak
once spanned The Highlands to the edge of
Kingsholm. Several hundred years ago humanoid
incursions weakened the kingdom and the
southern lands were slowly abandoned to the
invaders. About the same time, the dwarves
abandoned a few of the lesser mines in the area
as they were completely worked out. However,
prospectors and advenfures of all types
continued tfo investigate the mines in hopes of a
missed mother load but all they ever found were
monster lairs and quick deaths.

Gold nuggets have been appearing in the
hands of a local goblin tribe, the Black Fangs. It is
know that they lair in one of the old dwarven
mines which has lead many to believe that a
new vein has been found. This has lead to
renewed inferest in the mines and the Black
Fangs mine in particular but most people who go
to the mine do not return.

The gold comes from a vein that a recent minor
earthquake opened up. Chief Xikek has been
using the gold nuggets to purchase weapons,
unaware of the history of the mine and that the
vein is almost played out. He has had the tribe
digging through the collapsed area of the lair in
search of more gold but it seems that they have
found all that the earthquake revealed.

Getting the Characters Involved

Starting in either Kingsholm or Barrow's Edge is
the quickest way for the player characters to
learn of the recent events in the area. Perhaps
they have encountered goblins with gold
nuggets or gold dust in their pouches or have

accepted payment or paid for items with these
nuggets. Maybe they were guards for a tfrader
who sold the weapons to the goblins. They could
be new to town but are clearly adventurers and
asked to investigate the Old Dwarven Gold Mine
after a group of prospectors fails to return.

The walk to the mine is about 2 day from
Barrow's Edge and a full day from Kingsholm.
Wilderness encounters should be rolled
accordingly. A character that can speak
Dwarvish would be useful in this adventure.

The Highlands - Scale 1 hex == 8 miles
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The Mine

The entrance to the mine is a rather
unremarkable 10" to 15" wide portal on the
south-side of the mountain. The entrance is
dark, and a small stream of mine runoff frickles
out of it.

If the characters are careful, they can approach
the enfrance without alerting the goblins inside.
If they search the area outside the mine, they will
find evidence of many goblins in the area.

If the goblins in area 1 nofice the characters,
they will fire one volley of arrows and refreat o
area 4. One will pause briefly to arm the trap in
the alcove in area 2.

The water comes from seepage in the walls and
ceiling of the first chamber.

1. The Guards: If the characters did not alert the
guards, read the following:

This 25' x 30' room appears to be a guard area.
Sitting on a bench along the east wall are two
goblins, apparently asleep.

If the characters alerted the goblins, read the
following:

Located near the east wall in this room is an
overturned bench. From down the corridor to
the north you can hear something screaming.

If any of the characters understand goblin, the
screaming consists of things such as, “Help! Help!
Infruders!”

2 Goblins: AC 14/6, HD 1-1, #At 1 dagger,

Dam 1d4, Mv 60 (20'), Sv F1, MI 7, XP 10
HP 6 DOOOO O 4 pooo

Each goblin has 1d4 gold nuggets (worth about
1 gp each) and a new dagger.
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2. The Pit of Protection: There is a 35 long 10
deep pit in this area. This trap was built by the
dwarves as a defensive measure for the mine.
There is a small alcove with a lever that will
disable the pit mechanism on the east wall just
north of the pit. Along the west wall is a 1" wide
ledge that can be used to avoid the pit.

When the characters reach the corridor “T" they
will see a set of stone double-doors to the east
and only a dark chamber to the west.

3. The Elevator to the Underdark:

This chamber holds what appears to be a large
open pit. Mounted in the ceiling above the pit
is a block and tackle. The ropes of the block
and tackle are well worn. The rope descends
into the darkness.

Just below the edge of the pit is the mine
elevator. The goblins played with it until the ropes
sipped and the carriage fell. It is now 20" down
info the shaft and wedged slightly sideways. A
tentacle worm (goblin garbage disposal) now
thinks of it as home. As soon as it notices the
characters it will crawl out of the shaft and
attack.

Tentacle Worm: AC 13/7, HD 3, #At 6 tentacles,
Dam paralysis, Mv 120" (40'), Sv F3, ML 9, XP 175

HP 18 OOOOO OOOOO OOOOO OOO

If the characters repair the elevator, it can be
used to descend to other levels of the mine; this
is left to the GM to develop. However, the ropes
are frayed and there is a 5% chance that the
ropes will break each time the elevator is used.
The shaft is 100" deep and the characters take
1dé damage per 10" fallen if the ropes break
(thus, 10dé6 damage will be suffered if the
elevator falls from the top down).
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4. The Mine: If the goblins are caught off guard:

This large well lit area is a mine. To the east is a
crevasse which goblins can be seen foiling
inside. Along the north wall is a large pile of slag
with what appears to be an old piece of
mining equipment partially buried in it. There
are many goblins and larger hobgoblins in the
chamber. The hobgoblins appear to be
bullying the goblins and making them mine the
gold in the crevasse.

If the goblins are on alert, Xikek, Snerk and Yuliak
will be here and the whole tribe will be ready for
a fight in this room. They will fight to the death as
this is their lair.

15 Goblins: AC 14/6, HD 1-1, #At 1 dagger,
Dam 1d4, Mv 60’ (20'), Sv F1, MI 7, XP 10

HP 7 O0O0O0O0 OO 6 OO0oo o
2 00 5 0oooo
5 00000 4 0000
3 Ooo 2 OO0
6 O0OOOO O 10
4 0000 [
2 00 6 OO0oo o
3 Ooo

Each goblin has 1d4 gold nuggets (worth about
1 gp each) and a new dagger.

3 Hobgoblins: AC 14/6, HD 1, #At 1 mace,
Dam 1dé, Mv 90' (30'), Sv F1, MI 8, XP 25

HP 8 DOOOO OO0 5 00000

8 O0OOO0 oo

Each hobgoblin has 1d4 gold nuggets (worth
about 1 gp each) and a new mace.

The mining equipment consists of a damaged
but still operable dwarven mining automaton.
The goblins have ignored it as they do not speak
dwarven and did not know what is was;
therefore they simply piled the mining slag
around the machine and have nearly covered it.
The automaton looks like a round steel tube with
two legs an two arms that end in drills. The drill
bit on it's left arm is heavily damaged and has a
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20% chance of catastrophic failure, which will
destroy the automaton and cause 2d10 points of
damage to all within 20" of it when it explodes.
This failure chance only applies if the automaton
is in motion.

The automaton only understands two word
commands in dwarven such as, “go dig”, “move
forward”, "attack enemies”. It will only recognize
fraditional enemies of dwarves. If none are
present, it will attack the nearest object or
creature. It also obeys single word commands

such as “stop” and "wait”.

Behind the secret door is another incomplete
automaton. It consists of only one leg and an
arm mounted on a steel frame. In the back of
the room is a toolbox. If the characters have the
ability to repair the damaged automaton, it can
be walked back to a town or city under its own
power and sold for several thousand gold
pieces.

Mining Automaton: AC 20/0, HD 4, #At 2 drill bits,
Dam 1dé/1dé, Mv 90' (30') / 15" (5') when cutting
through rock, Sv F2, Ml 12, XP 400

HP 17 0O0O0O0OO OOOO0OO OO0OoOo oo
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5. The Lair:
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6. The Chief:

This area appears to be the lair of the fribe.
There are pallets of straw in the room and a
small fire with a large pot of something
simmering over it. Five goblins are resting in this
area. They seem surprised to see you.

The gobilins in this room will not go to help the rest
of the fribe in area 4 as this is their “day off” and
they don't care to see the mine today.

5 Goblins: AC 14/6, HD 1-1, #At 1 dagger,
Dam 1d4, Mv 60' (20'), Sv F1, MI 7, XP 10

HP 6 OOOO0 O 4 0ooo
3 ooo 2 00
3 Ooao

Each goblin has 1d4 gold nuggets (worth about
1 gp each) and a new dagger.

This chamber is better appointed than the rest
of the cave complex. On the floor of this room
is a bearskin rug. Along the north wall is a bed.
A fine oak chair and small oak table stand
along the west wall. A chest sits along the walll
near the bed. Sitting in the chair is a large
hobgoblin. Two other hobgoblins stand nearby.
One is dressed in the robes of a wokan.

This is where chief Xikek “the Loud" is resting with
his shaman, Yuliok and bodyguard, Snerk. As
soon as they see the party, Xikek and Snerk
attack; and Yuliak starts casting. If the battle in
area 4 persists for more than é rounds, they will
investigate the problem. Note that the weapons
used by these three goblins, like the weapons
used by all the others in this adventure, are
brand new.

Xikek: AC 15/5, HD 2, #At halberd, Dam 1d10,
MV 30', Sv F2, MI 10, XP 125

HP 14 0OOOOO0 OOOOO OoOOO
Xikek has a ring of protection +1

Snerk: AC 14/6, HD 1+1, #At 1 mace, Dam 1dé6,
MV 30', Sv F1, MI 10, XP 37

HP 9 OOOO0 OO0O0O

Yuliak: AC 11/9, HD 1, #At 1 dagger or spell,
Dam 1d4, Mv 120" (40'), Sv M1, MI 7, XP 37

HP 4 OO0O0O
Spells Prepared: Magic Missile
Spellbook: Magic Missile, Sleep, Read Magic

The chest is frapped with dart that flies from the
top of the chest when opened for 1d4 points of
damage. Inside are 400gp worth of gold
nuggets, 326 cp, 168 sp, 48 gp and 2 potions of
headling.
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Open Game License

Designation of Open Game Content: The entire text of Gold In The Hills (except the
Open Game License, as explained below) is Open Game Content, released under
the Open Game License, Version 1.0a (reproduced below) as described in Section
1(d) of the License. Artwork incorporated in this document is not Open Game
Content, and remains the property of the copyright holder.

Designation of Product Identity: Product identity is not Open Game Content. The
following is designated as product identity pursuant to OGL v1.0a(1)(e) and (7): (A)
product and product line names, including Basic Fantasy Role-Playing Game; (B) all
artwork, logos, symbols, graphic designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual representations,
including the “eye” logo, which is the personal trademark of Chris Gonnerman for his
various products; (C) logos and trademarks, including any trademark or registered
trademark clearly identified as product identity by the owner of the product identity,
and which specifically excludes the open game content.

More information on the Open Game License can be found at:
http://www.wizards.com/d20
The terms of the Open Game License Version 1.0a are as follows:

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

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

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

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

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

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

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

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

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

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

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

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

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

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

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

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins,
David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid,
James Wyatt, based on original material by E. Gary Gygax and Dave Arneson.

Castles & Crusades: Players Handbook, Copyright 2004, Troll Lord Games; Authors
Davis Chenault and Mac Golden.

Castles & Crusades: Monsters Product Support, Copyright 2005, Troll Lord Games.
Basic Fantasy Role-Playing Game Copyright © 2006 Chris Gonnerman.

Gold In The Hills Copyright © 2007 Ray Allen
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