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THE DRAGON WYRM'’S LAIR

THE STORY SO FAR...

The dwarves of the Gold Hills are a small, peaceful clan that
mine the minerals that run through the southern hills. While
their actual clan name is Darokin, most refer to them as simply
the Gold Dwarves. Centuries ago, the Darokin clan was much
larger and lived much further north, in the mineral-rich heart
of the mountains. A great red dragon moved in and killed many
of the dwarves, sending them on an exodus to the south, where
they live to this day.

Word has come from travelers and scouts that the red dragon
Varshanal, has died. A band of adventurers invaded the beast’s
lair and eradicated the threat, leaving the Darokin clan’s
old home once again open. Hearing this, the dwarves sent a
contingent of scouts north to investigate. They returned with
mixed news.

In the interim, another creature swooped in. The dwarves did
their best to run the beast off, but more than a few were killed
and the rest made a hasty retreat back home. They tell stories
of a small dragon, purple in color with two great horns. It is
great in size, though smaller than Varshanal, and thankfully
lacks the fiery breath of its predecessor. Still, it has sharp claws,
a deadly bite, and a swift anger. These dwarven miners, so close
to reclaiming their homeland, seem to be denied yet again.
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How the party comes in contact with these dwarves is up to
the CK. It could simply be a chance meeting while traveling or
word could have spread to local human settlements nearby that
the Gold Dwarves were seeking help. The party may be familiar
with the Gold Dwarves or may ask about them. Regardless of
how they come about the information, they should be aware
that the Gold Dwarves are not warriors but are simply skilled
miners that have mined the gold and other minerals for many
generations. They are respected as merchants by nearby humans
for their integrity and honesty.

Once contact is made with the dwarves, their leader (an
elderly male named Fritzhugh, but simply called Fritzy by most
of the dwarves) asks the party to travel to their old home and
see about eliminating this new threat. The remaining scout
team, three dwarves, will tell the story of the ambush by the
dragon (which they repeatedly call ‘the damned wyrm’). The
description they give is a large, thin creature almost forty feet
in length. It slithered along the ground before rising up on its
multiple legs and attacked. It was purple fading to white near
the head. It did not speak. Fritzy tells the party they will pay
the party 100gp to each party member that returns if they bring
the head of the beast with them. Depending upon various role-
playing and charisma checks as seen appropriate by the CK, this
amount could go up, or down.

The journey from the dwarves to their old home takes about a
week. Most of this is through the Gold Hills as they transition
into the Auxin Mountains. This can be a quick trip or fraught
with encounters as the CK sees fit. It is known that gnolls patrol
this area during the warm months and travel south when winter
comes.

The entry to the dwarves’ old home is large and conspicuous.
Although touched by time, the great entry way is still guarded
by two great statues of dwarves wielding hammers. Above the
old entrance is written in dwarvish, “The people of Darokin
Clan wish you health, happiness, and good friends. We hope
you find them all inside. Welcome!” The large entry way quickly
shrinks to a more moderate tunnel that heads deeper into the
mountain.

Varshanal destroyed most of the old town here, knocking
down pillars and walls to more accommodate her large size.
Now, great boulders and cave-ins have turned the once proud
city to rubble. Small tunnels run away from the central area,
many ending in dead-ends, some opening into smaller rooms.
The adventurers that killed Varshanal cleared out the caves
quite well and nothing much still stands. Aside from the new
residence, and their meager belongings, the caves are empty.

Down one of the larger tunnels is the lair of the new ruler of
this domain, a behir. Smaller and less intelligent than dragons,
it is still a formidable foe. A few months after the behir settled
here, a tribe of jarim wandered inside. The behir cares little for
the jarim, but does nothing to run them away. The jarim hope
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As the party searches, the behir will slither in a parallel tunnel as
they approach a merge. Here, it will leap and attempt to surprise
the party. Characters should make a wisdom save (CL — 6) or be
surprised. The behir will attack without fear, attempting to take
down spell casters quickly. It will not give ground or retreat but
will fight to the death.

BeHIR (This aberration creature’s vital stats are HD 12d8, HP
65, AC 16. Its primary attributes are physical. It attacks with a
bite (2d10) and two claws (1d4 each).)

During the battle, a group of jarim will descend upon the group
from inaccessible cubby holes and twisting tunnels that run
through the ceiling and walls of the caves. If a party member
falls to O hp, and thus falls unconscious, the jarim will drop a
net on the helpless victim and pummel it with their saps in an
attempt to finish the job. It should be noted that the behir and
jarim are not allies and the behir, in frustration and anger, may
attack any jarim it feels are threatening or stealing its meal.

JARIM X 25 (These lawful evil, small humanoid creature’s vital
stats are HD 1d4, HP 2 each, AC 13. Their primary attributes
are physical. They attack with various small weapons doing 1d2
damage. Multiple hits can cause loss of consciousness.)

If the party delves deeper in the tunnels, they will find the lair of
the behir. Piled in the back are 214gp, 387sp and 529¢p. There
is also a mace, a suit of scale mail and a pot helmet (all non-
magical). Buried amid the coins is also a short sword that is a
Sword of Peleus.

The Sword of Peleus: The Sword of Peleus seeks always to have
the upper hand in battle and will bestow powers upon its wielder
to make this so. The weapon is initially a + 1 weapon. With each
missed strike, however, the weapon gains another +1. This can
continue to grow as large as possible until a hit is achieved, at
which point it resets to a +1 weapon. The user must intend to
hit his victim for this to work, he cannot intentionally miss in
order to make the sword stronger. Like most magical weapons,
this bonus applies to both “to hit” and damage.

THE DRAGON WYRM 3



OGL

This book is published under the Open Game License version 1.0a by permission of Wizards of the Coast, Inc. The Open Game Content
appearing in this book is derived from the System Reference Document v 3.0, copyright 2000
Wizards of the Coast, Inc.

DEsIGNATION OF OPEN GAME CONTENT: The following is designated Open Game Content:
all stat block information of characters, monsters, and traps that appears in the parenthetical
following the character, monster, or trap, including the names of items and spells; and the
general names of monsters, but not any unique named NPC, character, or monster, appearing
in any table or preceding any stat block. Also, the following open game content related
words, phrases, and abbreviations wherever they appear: Strength (Str), Dexterity (Dex),
Constitution (Con), Intelligence (Int), Wisdom (Wis), Charisma (Cha), Class, Fighter,
Ranger, Rogue, Assassin, Barbarian, Monk, Wizard, Illusionist, Cleric, Druid, Knight, Bard,
Paladin, Race, Demi-human, Dwarf, Elf, Gnome, Half-Elf, Halfling, Half-Orc, Hit Dice (HD),
Hit Points (HP), Alignment, Lawful Good (LG), Lawful Neutral (LN), Lawful Evil (LE),
Neutral (N), Neutral Good (NG), Neutral Evil (NE), Chaotic Good (CG), Chaotic Neutral
(CN), Chaotic Evil (CE), Level, “to hit”, Damage, Experience Point, Saving Throw, Player
Character (PC), Non-player Character (NPC), Turn Undead, Spell, Arcane, Divine, Magic,
Spell Resistance, Item, Equipment, Armor, Weapon, Potion, Rod, Staff, Wand, Scroll, Ring,
‘Wondrous Item, Artifact, Cursed,d4, d6, d8, d10, d12, d20, d%, round, and turn.

DESIGNATION OF ProbucT 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
and other names, including Castles & Crusades, C&C, Castle Keeper (CK), Castles & Crusades: Player’s
Handbook, Castles & Crusades: Monsters and Treasures, Castles & Crusades: Castle Keeper's Guide,
Into the Unknown: Vakhund (B) logos, identifying marks, and trade dress; (C) all artwork, logos, symbols,
graphic designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and
other visual representations; (D) logos and trademarks, including Castles & Crusades, Castle Keeper,
SIEGE engine, and Troll Lord Games, any and all Trigee Enterprises Company logos, identifying marks
and trade dress, or 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; (E) the story,
storylines, plots, thematic elements, dialogue, incidents, language, depictions, likenesses, concepts, world
and campaign descriptions, proper names of the characters, creatures, groups, spells, enchantments,
personalities, teams, personas, likenesses, skills, items, deities, and special abilities other than those
designated as open game content above, as well as places, locations, settings, and environments and their
descriptions and other accompanying text, though not their stat blocks.

All text, artwork, and maps appearing in this book is property of and copyright 2007 Troll
Lord Games. All Rights Reserved. Castles & Crusades, C&C, Castle Keeper, Troll Lord
Games, and the Castles & Crusades and Troll Lord Games logos, and products published by
Troll Lord Games are Trademarks of Troll Lord Games. All Rights Reserved.

OPEN GAME LICENSE VERsION 1.0A

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.
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