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VAKHUND

“Greeting my friends. There are no introductions necessary here, for
I know well who you are, my intrepid adventurer. A weary traveler
indeed? Have a seat my fine fellow and let me speak with you a
moment before you enter the bleak Graffenvold and traverse its
winding paths and muddy byways. But first [ must ask, have you
come here seeking quick glory and easy wealth? Perhaps you have
come here to beat down the lords of this land and submit them to your
will? Do the deadly paths and glistening edges of the world’s revenge
frighten you? Eh my friend? What was that?

“Regardless! I fear you have gone beyond yourself here in Inzae. This
place has neither easy roads nor abundant wealth. The lords of this
land are powerful and care not for the lives of the foolish and weak.
Here, in Inzae, simple mistakes may be your unmaking and doom.
For beyond yonder door is a fearful world clinging desperately to
its life. Inzae’s denizens struggle against a vast array of malignant
forces seeking to drag them deeper into the pits of the Maelstrom.
And even here, in this backwater region called the Reintier, you will
find no respite from this meaningless and overwhelming struggle. So
take heed traveler, take heed as you enter the Graffenvold, it will do
you well to remember that this is a deadly world and lest you take
care, you will be engulfed in its dying spasms.”
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INTRODUCTION

This module is designed to be read only by the Castle Keeper,
with those sections in boxed text to be read aloud to the players
at the appropriate time. The general map of the region should
be made available to the players, while the map of Vakhund and
Jzunad are for the Castle Keeper only.

This adventure challenges players tactically and requires
a party capable of combat, stealth, cunning and cohesive
implementation of strategies and tactics. The party should
contain 4-6 characters of levels 1-2, with at least two fighter
types and one cleric. Several portions of the adventure involve
overland travel and in these areas a ranger or character with
wilderness skills enhances the party’s chances of survival.

The characters begin the adventure in a forested region called the
Graffenvold at a small town named Frisia. It is located close to the
southern border of the barony of Halpveg. The barony borders a
goblin kingdom to the south called the Drazkleed. The characters
are traveling with some traders who are bringing goods for trade with
the neighboring goblins. A wealthy merchant and his daughter are
traveling with the caravan. After leaving Frisia with the characters,
the caravan stops for several days at a border post called the
Vakhund. Here, the characters are told to wait while the traders
go further south into the Drazkleed. While the caravan is away, the
Vakhund is attacked and the merchant’s daughter kidnapped. Her
father requests the characters give chase and rescue his daughter.
Thus begins a series of adventures away from the lands of man and
into the goblin kingdoms and, perhaps, back again.

INVOLVING THE PLAYERS’ CHARACTERS

It is important that the characters have agreed or agree to travel
with the caravan; otherwise the adventure may not go anywhere.
The Castle Keeper is encouraged to develop individualized reasons
for the characters to be accompanying the caravan. However, often
that proves difficult or time consuming so some advice is offered.

ONE: The characters are hired to accompany the caravan as far
as The Vakhund and thence to Jugensborg and offer protection
along the way. Payment is 1sp per person.

TWO: The characters are traveling with the caravan for safety
until it reaches its final destination at Jugensborg.

THREE: The characters have been hired to reconnoiter and
determine the nature of the goblin activity in the region, or to
map the otherwise poorly known region north of the Treklant
Creek and are traveling with the caravan as far as the Vakhund
before starting their activities.

FOUR: The characters have been hired to locate a stronghold
controlled by the infamous Magdole Gang purportedly located
south of the Treklant Creek and in the Dampfrat.

The characters could be given a vested interest in the location
by giving them important missions to undertake. This can
provide interesting roleplaying as the characters would have to
come back to Frisia (or not) and report on their activities.
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PART I: A COZY BED

Bear in mind, the adventure’s beginning should be mundane.
Nothing exciting is supposed to happen at all while in Frisia or
with the caravan, but rather at the Vakhund. The caravan is
travelling to a town named Jugensborg though it is taking a long
path in order to conduct some trading with goblins south of
Halpveg (see map) and has stopped in Frisia. This is where the
characters get to familiarize themselves with one another, their
surroundings and various people in the adventure.

The adventure begins in the town of Frisia, a small farming
and timber community of no more than 500 inhabitants in
the Barony of Halpveg. Frisia lies in the northern periphery of
the Graffenvold, sixty miles north of The Vakhund and 100
miles south of Halpveg. Surrounding the town is an earthen
embankment topped with a wooden palisade with walkways.
It overlooks a dry moat, which is in the process of being
constructed. Frisia’s buildings and houses are one and two
story wood or wattle and daub constructions with a few stone
ones, either shingled with wood or thatched with hay. Most
buildings have simple wood cat chimneys, while the homes of
the wealthier inhabitants have rock chimneys.

Frisia is the last human village on the road south into the goblin
kingdoms. There is a fairly regular trade between the goblins
to the south (the Kdyzj of the Drazkleed) and the Barony of
Halpveg. Goblin traders come to Frisia for trade while the human
traders go as far as Mejketek (120 miles south of Frisia) and no
further. This trade has brought some wealth to the community
but mostly to the merchants who ply their trade here.

Other than for farmers and woodsmen, there are four places
in Frisia of interest to the characters; the Keep, the Bierkeller,
Merkel’s and the Kreut. All are described below. The economy
of Frisia is run almost entirely on barter. Someone bakes some
bread and trades it for firewood or perhaps someone trades
firewood for some cheese. Monies come to Frisia by way of
traveling merchants and traders who purchase rare woods or
others passing through to Mejketek in need of food, shelter or
other such items.

Kaptane Friger and his retinue administer the town. Other
than those laws imposed upon him by his lord in Halpveg and
tradition, Kaptane Friger is free to do as he chooses. He keeps
the town orderly, and neither overtaxes nor under-taxes the
inhabitants. In times of need, Kaptane Friger can call upon a
small militia to do his bidding.

THE KEEP: The Keep is a large squat round building made
entirely of stone with a wooden parapet atop it. It houses the
local ruler, Kaptane Niklas Friger, and his retinue. The Keep is
circular and 80 feet across. It consists of three levels, the roof
and a dunjon. The ground level is the sleeping, cooking, eating
and storage quarters for the fifteen troops garrisoned here. Four
horses can be stabled here in time of conflict. The second level
is used as a meeting hall as well as having separate rooms for the
lieutenants and advisor serving Kaptane Friger. The third floor is
reserved as Kaptane Friger’s personal residence, eating chamber,
chapel and storage (this is where the city’s taxes are stored).
The roof is wooden with a small cone on it but room enough
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for a walkway around its circumference. The dunjon is used
for the storage of food, beer, weapons, building materials and
other supplies. All the floors are accessible from two stairways.
The donjon is only accessible from a ground level trapdoor. The
Keep is well maintained and flies the banner of Halpveg — a flag
split horizontally with a black top and green bottom.

Kaptane Friger is responsible for collecting the taxes from
Frisia and the surrounding area, enforcing the laws of Halpveg
and protecting this town and other outlying villages. He is
concerned with little else and rarely interacts with the locals.
He is, like many rulers in the baronies along this stretch of the
Graffenvold, a remote and autocratic leader. He enforces the
laws of Halpveg, dealing justice with an iron hand. In all other
respects, Kaptane Friger dispenses justice, as he wills. He is not
considered a good man though not a bad one either. He is a
capable ruler. Kaptane Friger has a wife and children and all but
one lives in Halpveg. His youngest son, Karl, is serving duty at

The Vakhund at his father’s request.

KAPTANE FRIGER (This lawful neutral, 6" level knight whose
vital stats are HP 42 and AC 19. His primary attributes are
strength, intelligence and charisma. His significant attributes
are: strength 17, dexterity 15 and charisma 16. He carries a +1
full chain mail suit, a shield that reduces damage from attacks
by 2 but never less than 1, a +2 broadsword, spear of wounding
that causes +3 damage when it hits and a longbow. He always
carries 2-4 one draught healing potions with him if in battle. His
personal wealth consists of 1,300gp in various forms of jewelry,
gems, adornments, plate gold and silver.)

Milken Federman is Kaptane Friger’s advisor. He belongs to an
order of ecclesiastics who act as advisors to many rulers (often
called Black Cloaks for they always dress in black frock coats.).
Milken is an ambitious man and seeks to remove himself from
this small town and Kaptane Friger’s lordship and go to a larger
city with more powerful lords. He is a little greedy and capable of
subterfuge to retrieve more monies and influence for himself. In
other respects, he carries out his duties with the faith and fervor of
one who knows any disobedience to the deities results in nothing
less than eternal suffering upon the Mountain of Pestilence or an
endless afterlife spent on the Bleak Plains. He encourages Kaptane
Friger to fairly implement the laws of the land, pay homage to the
gods and be forthright to his calling as a lord.

MILKEN FEDERMAN (He is a lawful neutral, 4" level cleric
whose vital stats are HP 21 and AC 15. His prime attributes
are intelligence, wisdom and charisma. His significant attribute
is: wis 16. He carries a steel breastplate, +2 staff, an amulet
of +3 protection against charm, an amulet of +3 lie detection,
a gold holy symbol worth 300gp, a potion of healing and vial
of holy water. When not adorned for combat he wears a black
frock coat and carries his staff. He can cast the following num-

ber of spells: 0-4, 14, 2"..3.)

LIEUTENANTS X2 (These are lawful neutral, 3" level fight-
ers whose vital stats are HP 23, 19 and AC 16. Their prime
attributes are strength, dexterity and charisma. Their significant
attributes are: str 14 each. They carry mail hauberks, shields,
spear, broadsword, longbows and each have 10-100gp worth of
jewelry and items of value.)



KEEP GUARDS X148 (These are humans whose vital stats are
HD 1d8, HP 4 and AC 14 each. Their prime attributes are
physical. They carry laminar leather, shields, spears, short bows
and broad swords.)

MILITIA LIEUTENANT (This is a neutral good, 2™ level fighter
whose vital stats are HP 14 and AC 13. His prime attributes
are strength, constitution and dexterity. His significant attributes
are: str 14, dex 13 and wis 13. He carries leather armor, a shield
and broadsword.)

MILITA X30 (These militiamen’s vital stats are HD 1d6, HP3
and AC 12. Their prime attributes are physical. They carry
spears or polearms that inflict 1-6 damage and wear leather
armor.)

MILITA X10 (These militiamen’s wital stats are HD 1d6, HP3
and AC 12. Their prime attributes are physical. They carry
spears and short bows and wear leather armor.)

MERKELS: Merkel’s is little more than a large rambling wooden
house with a smithy attached to it. The front portion of the
house has been given over as a shop. Merkel, the owner, has a
keen eye for a deal so buys and trades items to and from caravans
for a slim profit. Merkel is an older man with a wife and several
grown children, some of whom have children of their own, and
all of whom live with him. Sixteen people are crowded into this
house. All help where they can, cutting timber, working in the
smithy or bartering with travelers.

Merkel and several members of his family are a good source of
information about the goblin kingdoms to the south. Should
the characters have the time or inclination, he can tell them
of Mejketek (the goblin trading post), the tribal differences of
the Zjerd (goblins of the Dampfrat) and Kdyzj (the goblins with
whom trade is conducted), a little about the trade and how
it occurs. Also, one of Merkel’s older sons, Stoffel, knows the
location of a group of bandits to the east. He has told Kaptane
Friger, but Friger has yet to do anything about the bandits
awaiting help from Halpveg. The bandits are located in a remote
and marshy area 60 miles east of Frisia in the ruins of an old fort.
Stoffel shows the characters the location of the fort on a map
should they care to know.

The goods Merkel sells are mostly useful to travelers and caravans.
His smithy, though used to helping the locals, derives much
income by repairing items for the caravans. There are harnesses,
ropes, wheels, nails, dry goods, cloaks, blankets, lanterns, pitch
and other tools in his stock of goods. In all, Merkel’s inventory
is small and limited. Importantly, oil is difficult to come by and
costs 4gp per pint. The Castle Keeper should use discretion in
deciding whether an item is in his shop or not. Also, prices are
really cheap, generally being 70% less than those listed in the
Castles and Crusades Players Handbook. Merkel has 200gp worth
of plate, ornaments and coin in his house.

He has a few swords, shields and common weapons acquired
over the years, though by no means are selling these items a
significant source of Merkel’s income. He has no armor, though
can do minor repairs in his smithy. The weapons Merkel does

own are old and have not been well cared for. Each weapon
purchased suffers a -1 to damage. His arrows are not well made
and they suffer a -2 to hit. With any weapon purchased there
is a 50% chance these penalties are doubled. Finally, Merkel
is keen judge of men’s wealth. When bartering, he makes a
charisma check (minus the charisma modifier of the customer). If
successful, he is be able to ascertain if the customer can pay more
and charges 50% more for the item than it would regularly cost.

MERKEL (He is a chaotic neutral commoner whose vital stats
are HD1d6, HP 5 and AC 11. His prime attribute is mental. He
wears a wool cloak and trousers and carries a dagger and 10sp.)

STOFFEL (He is a chaotic good, 2 level ranger whose vital stats
are HP 13 and AC 13. His prime attributes are strength, dexterity
and wisdom. His significant attributes are: dex 13 and wis 16. He
carries leather armor, a broadsword, shield and short bow.)

BIERKELLER: The Bierkeller is Frisia’s only tavern. It is a large
wooden building with two floors and a slate roof. The lower
floor is broad and deep with a common room stretching from
one end to the other. Having gained a little wealth from those
traveling through Frisia to Mejketek, Ronart Tonnahor, the
owner, adorned the common room with two stone fireplaces,
a stone floor and even plastered the walls. The common room
is crowded with tables. The rear of the lower floor is given over
to a kitchen and storage. The upper floor is half the size of the
lower floor, has four rooms and one large common room, all but
one of which are rented to travelers. A barn, stables and a large
barnyard are in the rear.

Ronart, whose entire family died of a plague years ago, has,
depending on the number of customers, 2-4 people from Frisia
helping him cook meals and serve food. Many of Frisia’s inhabitants
come here on a daily basis to have some beer. They often trade
foodstuffs, blankets and other items for the courtesy. The busiest
time is after the sun sets when everyone is finished working,

Ronart is a gangly and friendly fellow who constantly busies
himself with the daily chores necessary to run the Bierkeller
efficiently. He spares a little time for small talk though but takes
an active dislike to rumor mongers, braggarts and the like. A
lifetime of keeping bar in this region, serving in the militia and
travels to Mejketek, Halpveg and other places has garnered
Ronart an encyclopedic knowledge of the area, though he rarely
parts with this information unless to his benefit. He makes decent
coin off of the merchants who make their way to Frisia and has
accumulated 140gp in various coin and valuables. He keeps this
in his kitchen, where he sleeps, under the floor beneath his bed.

One of the rooms on the upper floor has become permanently
occupied by a goblin, Geejzdnard. This is a goblin from the
Drazkleed and is a member of the Kdyzj. This is an old and friendly,
though well guarded, goblin who acts as a translator for other
goblin merchants plying their trade in Frisia. He has become, to
the chagrin of many of Frisia’s residents, a permanent fixture in
the community. He speaks Inzaen and goblin fluently. Geejzdnard
has a few personal possessions in his room but nothing of value or
interest. He dresses in garish yellow and red clothing and always
wears a slouch hat with red and yellow stripes.
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Milter, Arkus and Frieland are the drovers. They are friendly
but know they are low in the pecking order and act accordingly.
At night Frieland tells good stories, Arkus laughs a lot while
Milter curses an inordinate amount.

DROVERS X3 (The drover’s vital stats are HD 1d6, HP 3
each and AC 10. Their prime attributes are physical. They
carry clothing, food and 1-2gp in coin.)

Concerning the plots and machinations of Meister
Rothenheimer and his daughter Evanna.

Evanna is the somewhat naive daughter of Herbert Rothenheimer.
She is a young, blonde haired, woman of obvious refinement and
fine dress. She is well educated, well mannered and very well
aware of what is expected of a wealthy merchant’s daughter.
If addressed, she makes pleasant conversation in a soft voice
that reveals her high level of education. She never complains
nor inquires as to other activities or intents and tries to keep all
conversation simple and neutral in tone.

Evanna loves and respects her father and is accustomed to
looking to him for guidance and care and rarely questions his
opinions and actions. However, if left unattended by her father
and prompted, she wonders aloud where her father is going
and why they left Bergholt in such “unusual circumstances.”
Evanna is at an impressionable stage in her life and is easily
influenced by anyone that takes her into his or her confidence.
She speaks Inzaen, Leucrotian, Orillian and Todavian fluently.

EVANNA (She is a lawful neutral commoner whose wital stats
are HD 1d6, HP 3 and AC 10. Her primary attributes are in-
telligence, wisdom and charisma. Her significant attributes are
dexterity 17, con 15, int 16 and cha 18. She wears expensive
clothing and jewelry worth 280gp.)

Meister Herbert Rothenheimer is the nephew of the head of
the Rothenheimer family. This is an influential and powerful
merchant clan and one of the lesser of the eleven families that
rule Bergholt. The Meister is a gregarious person who enjoys
telling tales of Bergholt’s docks and its patrons. He attempts to
make friends wherever he goes, and willingly drops gold coin
if necessary. He jokes constantly and while his sense of humor
borders on crass, it is never vulgar. He enjoys good drink and
food but rarely overindulges.

The Meister is the son of Meister Jurgen Rothenheimer. Jurgen
married Henrette Gabel. She, unbeknownst to Jurgen, was the
last living child of the Steffens family in Esterheim. The Steffens
family was, some many decades prior to now, a very powerful
family within the elites of Juttaland. Their influence spread to
many regions within the Juttaland and were believed to be the
power behind many a corrupt monarch. Despotic, vengeful,
greedy and avaricious are all adjectives that would readily suit a
description of that family.

In time, many lords and others of the Juttaland grew weary of
the Steffens family and their ways. So weary they were that a
secret society developed to bring them down. This society is
commonly known as the Geis’ Tot, called such after their calling
card was placed upon anyone they killed. This calling card was
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a card from a deck of cards common to the region and depicted
a dying jackal. The Geis’ Tot simply means the ‘killing jackal.’

It just so happens that in the assassinations, murders and general
slaughter that occurred to rid the Juttaland of the Steffens, one
young girl was overlooked. Henrette Steffens survived by being
spirited away from her house by a friendly (or mischievous)
fey. He took her to Bergholt and with much gold, bought her a
house, renamed her Henrette Gabel and proceeded to lay the
groundwork for her ascension to power.

The plan of the fey worked well. Henrette grew up well
attended, well educated and wealthy. So wealthy in fact that the
Rothenheimer family decided she should be married into their
clan. A marriage was arranged and Jurgen became Henrette’s
husband. She bore one child to Jurgen, Herbert. The fey, having
done what it needed to do, promptly disappeared. Shortly
afterward Henrette died but not before revealing her true identity
to Jurgen. Many years later, when Jurgen was old and Herbert a
strapping youth, Jurgen told Herbert about his maternal lineage.
Herbert, sensing an opportunity to make money, began to inquire
about the Steffens family, their properties and any potential rights
he might have over them. As his inquiries became more specific
and occurred in ever more places, it goes without saying that
some ears that should not have heard, heard.

Although the purpose of the Geis’ Tot had long since passed,
as it happens with these organizations, it lingered and grew in
power and influence — an influence it cares not to share nor have
challenged. Upon hearing of the inquiries of this Meister Herbert
Rothenheimer and some delicate investigation, a decision was
made to find this Meister Herbert Rothenheimer and kill him and
all his children. An attempt on the life of Herbert Rothenheimer
was made but failed. The Meister, sensing something more
than mere thuggery, feared for his and his daughter’s lives
and immediately fled Bergholt, taking his daughter with him.
Unknown to Herbert Rothenheimer, a Geis’ Tot assassin, Markus,
followed him to the hinterlands and has joined with a band of
pirates (see below) who are also seeking Rothenmheimer.

You must know that Meister Rothenheimer’s has many associates
of a nefarious nature. One such is Ubert von Beck, a notorious
pirate. Rothenheimer’s departure from Bergholt complicated his
attempts to pay a debt to Ubert von Beck. (Herbert Rothenheimer
purchased stolen goods to sell in other cities). Upset with being
unpaid, von Beck sent several men (Klaus and Tindle) to find
Rothenheimer and retrieve the money he was owed. If the
Meister refused to pay, von Beck ordered that he be slain.

And, to further his ambitions, von Beck also commanded that
Evanna be taken and returned alive to Bergholt. His intention
is to marry Evanna. For, as it turns out, von Beck has two
identities. On the one hand he is Ubert von Beck the notorious
pirate and on the other, the wealthy Baron Ildin Savil from the
Troke. A landless noble, von Beck took to pirating for income
but kept his identity hidden and trounces around Bergholt and
other cities as Baron Ildin Savil. His marriage to Evanna will
allow him to enter into the local mercantile classes and become
an accepted member of the community.









About 50 feet to the east of the tower is a large tree with
a bench and table beneath it. When not in the tower or
attending other business, this is usually where everyone
spends their time. There are five militiamen stationed at
The Vakhund, including the leader, Kaptane Steigler. They
remain at the tower at all times except when hunting or when
accompanying merchants to Mejketek.

Kaptane Steigler is the haggard militia leader at Vakhund.
Though old and graying, Steigler is a striking and powerfully
built warrior. After serving for many years with the armies of
the east, Steigler finds his current assignment on this desolate
border post boring. As a result, he has resorted to excessive
drink to pass the time. He welcomes everyone to The Vakhund
in a stern way and is unyielding on the taxes. If slighted, insulted
or his authority challenged, Steigler lashes out violently and is
not unwilling to put anyone in irons for a few days.

STEIGLER (He is a neutral, 4" level fighter whose vital stats
are HP 28 and AC 17. His primary attributes are strength,
wisdom and dexterity. His significant attributes are: strength 15
and con 14. He carries a longsword, full chain suit, large steel

shield, broadsword and a pouch with 12gp.)

Gottfried von Frisia is a young militiaman who is very excited
about his first posting at Vakhund. Poorly educated, Gottfried’s
speech is simple but colorful. He is a loyal friend to Karl.

GOTTFRIED (He is a neutral good, 1* level fighter whose vital
stats are HP 4 and AC 13. His primary attributes are strength,
dexterity and charisma. He carries a small battle-axe, leather
armor, shield, knife and short sword.)

MILITIAMEN X2 (These are neutral good militiamen whose
vital stats are HD 1d6, HP 3 and AC 13. Their prime attrib-
utes are physical. They carry leather armon, shields, light cross-
bows and broadswords.)

Karl is another militiaman from Frisia assigned to
the Vakhund. Karl is the youngest son of Kaptane
Friger and is very aware of the duties required by
his position. He is friendly and of honorable bearing
though somewhat aloof. His loyalty to Gottfried is
matched only by his loyalty to his family. In combat
he is steadfast. Only under the greatest of duress will
he or Gottfried leave the protection of the tower. Karl
will tell his father (should he survive) of the deeds
of the characters — whether good or bad. This can
gain Kaptane Friger’s undying gratitude or enmity
depending on how they act.

KARL (He is a neutral good, human, I* level fighter
whose wital stats are HP 6 and AC 12. His primary
attributes are strength, intelligence and constitution. He
carries a scimitar, leather armor, a large iron shield and
small metal helm.)

Dominating the ground floor of the tower is a large
fire ring. It sits in the center of the earthen floor. An
open staircase runs up the north wall to the first floor.
Neatly stacked in the room are 2 barrels of fresh water,

3 large burlap sacks filled with flour, a crate of dried meat, a large
burlap sack of grain and another full of beans. There are several
tin pans, some wooden spoons, a pile of fire wood, two chopping
axes, a pile of kindling, a tinder box, a lantern, 12 torches, a
small barrel of oil (equivalent of 12 flasks), and a pile of ten
wool blankets. The door can be barred with a stout crossbeam.
The door can take 50 points of damage before shattering.

Vakhund’s first floor is constructed of wooden planks. There
is a narrow arrow slit in each wall. The slit in the east wall
is placed directly above the door on the ground floor. Inside,
along the edge of the northern wall, an open wooden staircase
leads to a trapdoor between the first floor and the roof. On this
floor there are two small barrels containing 50 crossbow bolts
each, 4 light crossbows, 4 shields, 4 spears, 4 small helms, 20
torches, an iron brazier, and 4 empty barrels. The Kaptane’s bed
sits next to the west wall. It bears a hay mattress. Underneath
the bed is the iron tax box, locked with a padlock. Inside are
13gp, 56sp and 120cp.

The roof of the tower has a low wooden battlement, 2 iron
braziers and a flagpole in its center flying the banner of Halpveg.
One can see as far as the tree line in every direction.

The day following their arrival, Stansley asks the characters,
Meister Rothenheimer and Evanna to wait at Vakhund until
he returns from his trip to Mejketek. He assures everyone he
will return within the week. The two militiamen accompany
the caravan to Mejketek, while Karl and Gottfried remain at
the tower. This is the custom. Stansley neither asks nor does he
want anyone to accompany him to Mejketek. It may upset the
trading and his hosts. Kaptane Steigler backs up this request.

Three uneventful days pass after the caravan leaves. Any character
straying far from the tower has a 2 in 10 chance of encountering a
Wandering Monster (see previous encounter table.)
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PART II: THE SWIFT AXE

Unbeknownst to the characters, two days into their trip,
Stansley’s caravan crossed paths with the Magdole Gang and
some of Ubert von Beck’s Reavers. They were all killed except
Stansley and Frieland.

The Magdole Gang belongs to a larger organization of bandits
headquartered far to the east of The Dampfrat and have
traveled this far to locate and slay the members of a band of
“sheriffs” who attacked their stronghold some weeks back. They
are led by an urk named Gratva. While chasing the sheriffs,
the Magdole Gang stopped at Jzunad where they met several
of Ubert von Becks Reavers, led by a man named Klaus. These
sheriffs met up with Stansley after crossing the Treklant and
before their arrival at Mejketek

The Magdole Gang and Ubert’s Reavers met at Jzunad and
joined them because, as Gratva put it, “we being so close to
human lands tis far more dangerous alone ya see.” Klaus, for
his part, just wanted extra help in getting the Rothenheimers,
whom he thought were with the caravan. Though the Magdole
Gang succeeded in killing the last of the sheriffs when attacking
Stansley’s caravan, Klaus was left dissatisfied when he discovered
the Rothenheimers were at The Vakhund. Gratva agreed to
help Ubert’s Reavers with their attack on The Vakhund in
exchange for a percentage of the loot gained there.

Everyone in the caravan was slain except Frieland and Stansley.
Stansley was taken back to Jzunad. Frieland escaped the attack
as he was indisposed when it began, and is making his way back
to The Vakhund, thinking he has outrun the bandits. The
bandits know Frieland has escaped, though, and are planning
to use him as bait. Late on the morning of the 4™ day after the
departure of Stansley’s caravan, the Magdole Gang arrives at
The Vakhund just prior to Frieland’s arrival.

So, the Magdole Gang and Ubert von Beck’s Reavers are
lurking together just south of Jzunad. Each has their reasons
for attacking The Vakhund and each intends to fulfill their
particular desires. Each group and its major members are
described below. This is followed by the initial plan of attack.
The Castle Keeper should bear in mind the various motivations,
and personalities when playing out the attack on The Vakhund
and then its aftermath.

THE MAGDOLE GANG

The Magdole Gang is little more than bandits or marauders who
reside in an old keep on the eastern fringes of the Dampfrat.
This group is but a small band of the Magdole Gang. It is a
motley collection of races under the command of an urk warrior
named Gratva. They killed the last of the ‘sheriffs’ with the
attack on Stansley’s caravan so their only real interest here is
the loot to be gathered from The Vakhund. Gratva is not that
intent upon the purported treasure though. He and his retinue
would really rather just head back to their keep but being so
close to what may be an easy haul is too tempting to pass up.
Ultimately, Gratva is not willing to sacrifice too much on this
attack and the two human bandits traveling with him care even
less about the treasure.
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GRATVA, URK (This lawful evil creature’s vital stats are HD
5d8, HP 25 and AC 16. Its primary attributes are physical. He
carries a chainmail shirt, large wooden shield, small metal helm
w/mose guard, expertly made heavy mace conferring + 1 to hit,
heavy crossbow, 12 bolts, dagger, pouch holding 30pp, and a
jeweled necklace worth 200gp.)

There are six urk warriors that are itching for some combat.
They have very high moral and will fight ferociously and attack
with near reckless abandon caring nothing for their lives.

URK X6 (These chaotic evil creature’s vital stats are HD
1d10, HP 8, AC 13. Their primary attributes are physical.
They attack with scimitar and carry leather armor, a small
wooden shield and 1d8gp in jewelry or coin.)

The are 5 zjerd goblin warriors travelling with Gratva also. They
are primarily used for missile support. These goblins are miffed
about this “excursion” and flee if they have a chance. They
dress in nothing but feathers and gold or silver jewelry.

ZJERD X% (These chaotic evil creature’s vital stats are HD
1d6, HP 3 and AC 11. Their primary attributes are physical.
They carry small round shields, short swords and short bows.)

Two human bandits travel with Gratva. These two are
thoroughly evil sorts who are wanted north of the Treklant
Creek. They have been traveling with the Magdole gang
for some time. They actively fight, but have little loyalty to
Gratva and greater loyalty to themselves. They are seeking an
opportunity to escape further north.

BANDITS X2 (These are neutral evil, 1* level fighters. Their
vital stats are HP 6 each and AC 13. Their primary attrib-
utes are strength, constitution and dexterity. They carry leather
armor and shield, longswords and knives. One of them has a
short bow with 14 arrows. They have heavy, woolen cloaks and

1d10sp apiece.)

There are 5 urk zealots from Jzunad here as well. They
accompanied the group, at their master’s request. They are
here to gather corpses and to fight. They do not fear death and
fight accordingly. A spell cast on the urks, the protection of
Kleejd, bestows upon them a high armor class but reduces their
movement. The spell causes the skin to turn hard and become
ochre colored. (See ‘The Protection of Kleejd’ and the urk
priest for details.)

URK ZEALOTS X% (These chaotic evil creature’s wital stats
are HD 1d10, HP 8 and AC 18. Their primary attributes are
physical. They carry scimitars and axes. They are under the
spell Protection of Kleejd.)

UBERT VON BECK’S REAVERS

Klaus, von Beck’s right hand man in Bergholt, leads several of
Ubert von Beck’s pirates on this venture. Klaus and his friend
Tindle are both familiar, though uncomfortable, with this
area as von Beck occasionally works with the Magdole Gang
on raids near the coast or trades with them. Klaus and Tindle
picked up a few thugs in Bergholt and met up with some of



von Beck’s privateers and headed to this region after receiving
word Rothenheimer was in Halpveg and heading south. Having
propitiously encountered some of the Magdole Gang at Jzunad,
Klaus promised them a large portion of the loot if they helped him
attack The Vakhund. Klaus did not tell Gratva that he is really
after Herbert Rothenheimer and his daughter. Unbeknownst to
Klaus, of the thugs Klaus contracted in Bergholt, a Geis’ Tot,
Markus, joined the lot.

Klaus is here to kill Herbert Rothenheimer or get his payment
and kidnap Evanna. Nothing else concerns him. As soon as this
is accomplished, he is ready to leave. To slake Gratva’s need for
treasure and maintain good relations with the Magdole Gang, he
stays throughout the day of the attack and helps where he can
but under no circumstance will he or Tindle place themselves
in harm’s way. They intend to leave with their reavers and thugs
the night after the attack begins.

Klaus is a tall and thin man with wisps of hair on his head
and chin. He is acne scarred, beady eyed, and thin lipped. His
clothing is simple, fairly dirty and unkempt but quite functional.
He speaks with a lisp and gesticulates wildly when excited.
Klaus is motivated by little other than Ubert von Beck’s desires.
He is wily and quite unwilling to lay his life down for anything,
obsequious when necessary, and blustering when useful. Klaus
carries a longbow and spiked chain into battle. In combat, he
uses the spiked chain to disarm or trip an opponent while Tindle
moves in for the kill.

KLAUS (He is a chaotic neutral, 5" level rogue whose vital
stats are HP 15 and AC 14. His primary attributes are dexter-
ity, intelligence and constitution. His significant attributes are
strength 15, dexterity 15 and intelligence 13. He carries a +2
short sword, a spiked chain that deals 1d4 points of damage and
can be used to trip opponents at the same time, an expertly made
suit of leather armor that confers a +1 to armor class, longbow,
12 arrows, thieve’s tools, and 100gp in coin and jewelry.)

Tindle is a fairly handsome man with stubble covering his face.
His eyes are a piercing blue and his voice firm and powerful.
Tindle walks “tall” and carries himself pompously, glowering
at most that bother to talk to him. He is fairly loyal to Klaus,
having traveled with him for nearly five years. Tindle carries a
battle axe or a longsword with a shield into combat. As a combat
tactic, he tries to knock opponents prone with his shield and
deal with them one at a time or attack those Klaus has tripped.

TINDLE (He is a chaotic neutral, 3" level human fighter and 2™
level rogue whose vital stats are HP 30 and AC 18. His primary
attributes are strength, dexterity and constitution. His significant
attributes are strength 16 and constitution 15. He carries expertly
made scale mail conferring a +1 to AC, an expertly made large
metal shield conferring a +1 to AC or to hit, a longsword, battle
axe, thieve’s tools, platinum armlet (5gp), 2 rings (25sp, 15sp), a
belt with silver emblazoned upon it (10gp), and 10sp in a pouch.)

Krees is a human bandit working for Klaus. Krees is a difficult
person to like. His asinine and pointlessly insulting comments
invite hatred and anger. His immediate intention is to leave the
Dampfrat and make his way to a bandit stronghold near Frisia.

KREES (He is a chaotic neutral, I* level fighter whose wital
stats are HP 4 and AC 15. His primary attributes are dexterity,
wisdom and constitution. His significant attribute is: dexterity
17. He carries a short sword, longbow, studded leather armor,
traveler’s clothes and a pouch holding 10gp in coin.)

Nurjd is a veteran urk warrior, loyal and stalwart servant to
Ubert von Beck and relentless enemy in combat when bent on
revenge. He is a quick thinker who has survived many years as a
pirate on the Interzae due to his uncanny ability to estimate his
enemies’ will in combat.

NURJD (This chaotic evil creature’s vital stats are HD 3d8,
HP 16 and AC 16. Its primary attributes are physical. It carries
splint male, a large, iron shield with painted markings on it that
cause opponents a -1 to hit on a failed wisdom check, a spear,
scimitar and 35gp worth of jewelry and coin.)

There are three humans in the band who were hired by Klaus
in Bergholt. They are uncomfortable working with the orcs and
goblins and quickly feel that this job presents more risk than
they are willing to undertake. One, Markus, is a spy for the
Geis'Tot and does not risk himself. He is going to try and kill
Evanna as soon as he can and then attempt to make an escape.

MARKUS (He is a chaotic evil, 3" level assassin whose vital
stats are HP 14 and AC 13. His prime attributes are dexterity,
telligence and constitution. His significant attributes are: dex
14. He carries leather armor, a short sword and dagger.)

BANDITS X2 (These are neutral ewvil, 1+ level fighters. Their
vital stats are HP 6 each and AC 13. Their primary attrib-
utes are strength, constitution and dexterity. They carry leather
armor and shield, longswords and knives. They have heavy,
woolen cloaks and 1d6sp apiece.)

There are five orcs here. They are pirates from von Beck’s
flagship, are very loyal to von Beck and generally carry out his
orders but are ready to return to the open seas as the land is not
their friend.

ORCS X% (These chaotic evil creature’s vital stats are HD
1d8, HP 5 and AC 14.Their primary attributes are physical.
They carry scimitars or axes, polearms, leather armor, small
wooden shields and 1d4gp in coin and jewelry.)

THE PLAN OF ATTACK

Everyone agrees to allow Gratva to be in charge of the attack
on The Vakhund. Not everyone intends to adhere to Gratva’s
plan though. Nevertheless, he plans to attack the tower from
the east, the west and the south. He splits the lot under his
command into three groups. The smallest group crosses the
Treklant west of The Vakhund with the zealots; another group,
lead by Klaus, crosses the Treklant east of the tower; the largest
group remains in the tree line south of the Treklant and awaits
the other two groups signal (a horn) before attacking. The idea
is that Gratva, who is near the bridge, is to draw the defenders
out of the tower and to the bridge and then the others move
into attack. That, of course, is the plan. Yet, as everyone knows,
the fog of battle causes many disruptions.
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one Kdyzj merchant and his retinue of seven helpers here. The
merchant was going to meet Stansley to purchase some goods.
His wagons and other help are to arrive in about a day or so.
Ten of the Kdyzj are warriors and lead by Gzeejert. The warriors
switch watches outside the building. There are three at a time and
they hold watch for about 6 hours at a time. Finally, there are ten
servants of Cherktrag’s. These are permanent here and maintain
the building, gather food and do other chores as necessary.

CHERKTRAG X1 (This chaotic neutral creature’s wvital stats
are HD 2d4, HP 7 and AC 12. His prime attributes are men-
tal. He carries clothing and a thick leather jerkin that acts as
leather armon, a dagger and 55gp worth of jewelry and coin.)

MERCHANT X1 (This chaotic neutral creature’s vital stats are
HD 1d4, HP 2 and AC 10. His prime attributes are mental. He
carries clothing, a dagger and 155gp worth of jewelry and coin.)

MERCHANT’S HELPERS X7 (These chaotic neutral crea-
ture’s vital stats ar: HD 1d4, HP 1 and AC 10. Their prime
attributes are physical. They carry clothing, tools and a dagger.)

GZEEJERT X1 (This chaotic neutral creature’s wvital stats ar:
HD 3d4, HP 10 and AC 15. His prime attributes are physical.
He carries scale mail, shield, speer, small mace, a dagger and
25gp worth of jewelry and coin.)

WARRIORS X10 (These chaotic neutral creature’s vital stats
are HD 2d4, HP 6 and AC 13. Their prime attributes are
physical. They carry leather armor, shield, spear, small mace
and a dagger.)

The inside of the structure is not subdivided, all of the goblins
live, sleep, eat, cook and undertake all other activities together
in this one room. It is a crowded, filthy, noisy wreck in here at
all times. A huge stone lined fire pit takes up the center of the
room. The floor is bare (that is, those parts which can be seen)
but covered in hay, old blankets, and a mess of other things like
blankets and rugs. There are long benches around the fire pit
and pushed up against the walls. At the southeast end of the
room is a large wooden chair draped in loose, red, silken cloth
and framed by two braziers. Crates, barrels, boxes and other
assorted storage devices lie akimbo about the place. A dozen
kettledrums sit on the floor to the west of the fire pit.

The most amazing object in the room however, is the ceiling.
It has a burnished copper interior. It appears that a massive
copper cone is suspended precariously from the roof. The item
stretches nearly the entire length of the chamber. It is as if one
were in a teapot and looking up at the lid. The copper cone
suspended from the ceiling serves to heat the room. When a fire
is lit inside the heat is reflected back by the copper. There are
dozens of small holes drilled into it that let some smoke escape
through the roof though generally this room becomes a haze of
smoke fairly quickly should a large fire be lit.

Should the characters be friendly, the goblins take them in and
converse with them. The Kdyzj know a lot about the region
and can impart that to the characters. They are very willing
to divulge the whereabouts of Jzunad and speak of the Zjerd
in the Dampfrat. Cherktrag tells the characters to travel east
and north to the Mammoth Tusk and take the trail heading
east from that location. If they follow that trail, they will arrive
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in Jzunad in a couple days time. They tell the characters that
an urk priest is now in residence at Jzunad. They are not aware
of Evanna. They know of the Magdole Gang and that they
are headquartered in a large fortress on the east end of the
Dampfrat known as the Magershole. Any other information
that the goblins reveal is up to the Castle Keeper.

The characters may be invited to the goblin’s nightly feasting. This
is a raucous affair in which the goblins drink copious amounts of
grog, chant chants, play the drums and cook mushrooms. The
mushrooms are hallucinogenic and incapacitate any who eat
them for 4-32 hours (they work on goblins for only 1-4 hours). A
successful constitution check reduces the length of time by a half.

Should the characters show ill intent or be terribly disrespectful,
the goblins fight. They try several gambits though. The first is
to feign surrender and then attack or perhaps even leave the
building and come back at night or when the characters are
vulnerable. They also, if circumstances permit, feign friendship
and get the characters drunk on the mushrooms and slay them
while they are incapacitated.

THE MAMMOTH TUSK

If the characters take the advice of Cherktrag and travel north
and east along a small trail for one day, they come upon a Kdyzj
holy spot. A great mammoth died here many years ago and
all passing Kdyzj stop to pay their condolences to the Great
Mammoth, Chachkuk. There are trails heading east and south
from this spot. Traveling south takes the characters deeper into
the lands of the Kdyzj where they are not welcome.
























DZEEBAGD

“I believe our sun is setting my dear cousin,” Me'enup hisses in a
nearly inaudible tone and stares into the warm stagnant pool of
water at his feet. The stifling and earthy odor of the tunnel fills his
nostrils and months of accumulated filth forces pain to his eyes. “It
seems fate has dealt us a horrible blow... I pray and no answers are
forthcoming... I cannot clear my mind nor find balance. I am dying
my cousin and it seems you all must die with me!”

Tw'ulan looks up at Me’enup with unblinking eyes, remorse wrinkles
the scales at the back of his mouth, “I know m’'Lord, we all feel the
time is near. We can run and hide no longer. I am lame; my brother
has lost all his strength, your wife is dying and your child . . . . Iyearn
to see the sun’s eye shine upon my home, to feel the breeze from our
high keeps, to walk the paths of my forefathers. This will never again
be, I am ready m'Lord.”

The pronouncement is final and the knell of death struck clear in
the red wavering light of the fire. Me’enup places his talons tenderly
upon the brow of his cousin . . . .

A NOTE ON PRONUNCIATION

A note on pronunciation: Almost every word is spelled phoneti-
cally. The difficult combinations are described below.

zj or jz - This is an interchangeable combination and should be
pronounced by combining the two letters, placing the tip of the
tongue to the front end of the roof of the mouth and at the base
of the upper incisors, exhale, drop the tongue to the rear of the
lower incisors while pronouncing the letters.
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dz - This combination is pronounced similarly to “zj” but the
tongue is initially located directly behind the front incisors.

‘- This indicates a glottal stop.

All double letters are long.
ie - Pronounced as a long “e”.
ei - Pronounced as a long “i”.
eu - Pronounced as “oi” in oink.
ou - Pronounced as “ou” in ouch.
u - Pronounced as “00” in look.
th - Pronounced as “th” in thus.

“w_

The “a” in Inzae is long and the “e” is short.

INTRODUCTION

Only the Castle Keeper should read this module with those
boxed sections read aloud to the players. Do not make maps
available to the players until the adventure’s end, except the
regional map. If playing as a stand alone the party should
contain 4-8 characters of levels 2-4. The average level should be
3 and cumulative levels should be about 16. A Ranger, Cleric,
and several Fighters greatly enhance the chances of survival.

This module continues the adventure began in “Vakhund -
Into the Unknown”, though it can be played independently. If
used as a continuation of “Vakhund”, alter the Magdole Gang’s
makeup in accordance with previous occurrences. All other
events and encounters can remain unchanged.

PLOT SYNOPSIS

This adventure takes place in a swampy upland named the
Dampfrat located in forested region known as the Graffenvold.
The Dampfrat borders the frontier region of a sparsely inhabited
land to the north, the barony of Halpveg. The entire upland
is bordered by an uplift called the Shatten Escarpment. The
Zjerd, a tribe of ruthless goblins, inhabit this region. Dzeebagd
is an abandoned fort centrally located in the Dampfrat. Several
unrelated plots are unfolding here when the characters arrive.

First, a merchants’s daughter, Evanna Rothenheimer, was
kidnaped by a local bandit organization and taken to Dzeebagd
for safekeeping. She is being given over to a “neutral” third party
until the negotiations for her release are settled. (See Vakhund:
Into the Unknown, for further details on her kidnaping.)

Second, there is a group of refugees hiding in the dungeon at
Dzeebagd. They are being hunted down and systematically
killed by assassins sent to the Dampfrat for that express purpose.
The assassins are currently roaming the Dampfrat awaiting their
next chance to strike.

Finally, a local goblin warlord is gathering an army for conquest.
He is attempting to reclaim Dzeebagd in an effort to broaden his
sphere of influence.

The characters arrive in this milieu of activity to be pushed and
pulled in many different directions. The plots are detailed in
the appropriate sections of the module.
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The only manner to utterly destroy a Sumpfgroll is to burn the
head and spinal column to cinders including the associated
bones. Generally, the only method of attaining the temperatures
needed to accomplish this is by magical fire or furnace. The
Marsh Troll recovers from death very slowly. Once at O hp, the
troll heals 1 hp a day. If reduced to -11hp or lower, the troll
heals at 1 hp a month. Only one portion of the body, the largest
section of head or spine, heals, if it has been dismembered.

THE ZJERD

The Zjerd are a vicious race of goblinoids. In centuries past,
they split from their cousins, the Kdyzj, over territorial disputes
and moved to the Dampfrat. From here, Keretzeva the father
of the clan, planned a conquest of the Graffenvold. His plans
came to naught as family and tribal disputes escalated into open
warfare and the Zjerd splintered into ever smaller groups. They
have resided ever since in the Dampfrat and grown accustomed
to its difficulties, nursed their heritage and created a hardy, but
divisive and warlike race.

The Zjerd are taller than most of other goblinoids, but thinner.
They have a very light green skin that yellows with age. Their
ears are large and keen and their eyes are bright and shifty. Hair
grows on only a few, but is considered a sign of leadership.

They are not altogether cowardly but prefer tremendous odds
before entering the fray. Though not as industrious or as learned
as their cousins, the Kdyzj, the Zjerd have a keen sense in battle
and instinctively understand warfare. In combat, they prefer to
use ranged weapons to soften up the enemy. They then charge
into the fray led by a priest and wartlord, carrying their sundry
swords and pole arms only to retreat and attack again.

Tales of and desires for conquest still echo in Zjerd halls and
their kings rise and fall on their ability to fulfill this unrequited
dream. They primarily worship Mortzva, the handmaid to the
fates. They believe that Mortzva, when she decides the time
is right, will deceive the fates and arrange for the Zjerd great
conquest and magnificent reward.

2: 3-10 ZJERD (1D8+2): These stealthy forest goblins, upon
encountering the party, do not initiate hostile actions unless
necessary. All the Zjerd carry bows and melee weapons. They
are traveling to Jzunad and then on to Mejketek for trade.
Morale is high since there is a shaman, Yedem, traveling with
them. He carries several precious items with him for trade in
Mejketek, including three rubies (20 gp each), a platinum head
band (35 gp), and a jeweled dagger (12 gp. The jewels are of
poor quality and the blade is poorly set. The dagger is -2 for
combat purposes.). Each of the Zjerd carry 10 - 30 cp. If forced
to fight, they scatter into the marsh and use hit and run tactics
to escape or defeat the party.

YEDEM, ZJERD (He is a chaotic evil creature whose wital stats
are HD 3d8, HP 8 and AC 13. His primary attributes are men-
tal. He attacks with a short bow (1d6) or short sword (1d6). He
can cast spells as a 3" level cleric. Suggested spells, Level O: cre-
ate water, detect poison, light, detect good; Level 1: command,
cure light wounds; Level 2: hold person)

YEDEM’S FAMILIAR, BAT (This neutral creature’s vital stats
are HD 3d6, HP 3and AC 16. Its primary attributes are physi-
cal. It attacks by biting for 1d4 points of damage.)

ZJERD (These neutral creatures vital stats are HD 1d6, HP 3
and AC 12. Their primary attributes are physical. They attack
with a short sword (1d6) or short bow (1d6).)

3: ZWETTER RORER: This saber-toothed tiger is looking for
easy prey. If a character is scouting or wanders far from the
party, the tiger attacks him if they appear vulnerable. The
nature of these hunters is such that, when faced with numerous
foes, they back down.

ZWETTER RORER (This neutral creature’s vital stats are HD
4d10, HP 28, AC 14 and MV 50ft. Its primary attributes are
physical. A zwetter rorer attacks with two claws for 1d8+8 points
of damage and a bite for 3d6 points of damage. They can jump up
to eight feet. If a successful hit is scored with both claws, the oppo-
nent must make a strength check or be knocked prone. The zwetter
rorer receives the bonus for attacking prone creatures.)

4: 1-4 ELOTHAR There are 1-4 giant boars foraging for
food. As winter has arrived, the Elothar have become more
aggressive. If they are disturbed, 1 or 2 attack. Killing any one
of the Elothar causes the others to run squealing into the woods.

ELOTHAR (These neutral creatures wital stats are HD 4d8,
HP 23 and AC 16. Their primary attributes are physical. They
attack with a gore attack for 1d8 damage.)

%: 3-6 MIIWEEN: These are small, female snow-fairies. They
are only encountered during a snowfall. They are friendly but
usually timid. In this instance, they follow the party for a
while to determine their general disposition (having recognized
them as unusual travelers in the region.) If the party appears
congenial or good natured, they make contact and travel
with them for 1-2 days. They gladly exchange knowledge of
the Dampfrat for good stories and gracious hospitality. When
they leave the characters, they heal any wounded players and
give one, if deserved, a chime that, when struck on during a
snowfall, lets the Miiween know that the character is in need.
If so chimed, they will, if possible, come to the characters aid
though they almost never fight. Other than the chime and some
weapons, the Miiween carry nothing with them.

MIWEEN (These chaotic good creatures vital stats are HD
1d6, HP 2 and AC 16. Their primary attributes are mental.
They attack with a tiny dagger (1d4). They can cast clerical
spells. Suggested spells, Level O: create water, purify food and
drink, light; Level 1: cure light wounds x2. Special Abilities:
fascinate (see below, New Monsters). Miiweens have the ability
to fascinate their victims. Miiweens can cause a single creature
to become fascinated with them. The creature to be fascinated
must be able to see and hear the Miiween and must be within
90 feet. The distraction of a nearby combat or other dangers
prevents the ability from working. The target can negate the ef-
fect with a wisdom saving throw (CL 1). If the saving throw
fails, the creature sits quietly and listens to the Miiween’s voice
for up to 4 rounds. While fascinated, the target’s wisdom and
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failure doubles the effects and causes a -1 to all mental checks.
This process is repeated until the character finds or build shelter
and recuperates for as many days as failed checks.

e

Encounters noted by an “*” should not be duplicated.
1: Omen* then Miiween™*
Elk

Zjerd on Patrol*
Mammoth

Zwetter rorer
Sumpfgroll*

Deer or herd animal
The Magdole Gang*
Bear

Musk Ox

> Elothar (Giant Boar)
12: Wolves
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1: OMEN® OR MIIWEEN: A holy animal (be it an owl, eagle,
stag, or bear) is spotted by one of the more spiritual members
of the party. The animal in question makes its presence known
and lingers for a few moments before heading off in the direction
of Dzeebagd. The players must interpret the omen’s meaning.
The referee might use this encounter to get a lost party back “on
trail”. This encounter should only be used once.

If another ‘1’ is rolled, use the Miiween encounter from the
Shatten escarpment if it has not already been used. If so,
wandering herd animals are encountered.

2: ELK: A heard of several hundred elk are sunning or resting
at the edge of a pasture. They are easily frightened and run if
approached.

3: ZJERD ON PATROL®: The Zjerd wander the Dampfrat
in small groups hunting and scouting. This is a hunting party.
Initially, the Zjerd try to parley with the party to determine
who they are. They may mistake the party for members of
the Magdole Gang, who have been given rights to move freely
here. They attack only if threatened or if they believe there is
an opportunity for capturing and killing the party. They also
eventually inform Klednij, a local Zjerd Lord, of the party.

The Zjerd are led by a local war chief, Brneezd, and a shaman,
Krettzd. They carry little of value with them as they are on patrol,
but Brneezd has a copper necklace with trinkets hanging from it
(5¢p), an expertly made short sword with a wicked back curve (+1
to damage), and a silver ring (1gp). Krettzd has a silver ringlet on
his head (5gp), and an exceptionally beautiful mace (though small)
with silver lettering etched into the flanges (50 gp).

BRNEEZD, ZJERD (He is a chaotic evil creature whose wital
stats are HD 2d8, HP 7 and AC 15. His primary attributes
are physical. He fights with an expert short sword (1d6+1) or
short bow (1d6).)

KRETTZD. ZJERD (He is a chaotic evil creature whose wital
stats are HD 2d4, HP 6 and AC 13. His primary attributes are
physical. He carries leather armon, shield, small bow, dagger,
mace and 13cp. He can cast spells as a 2" level cleric. Suggested
spells, Level O: create water, darkness x2, detect good; Level 1:
command, cause light wounds)
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ZJERD X8 (These chaotic evil creatures vital stats are HD
1d6, HP 3 and AC 14. Their primary attributes are physical.
They attack with a short sword or short bow.)

4: MAMMOTH: The party notices a family of 5-10 mammoth.
The mammoth are grazing, resting or sunning themselves.
Mammoth are generally unafraid of most things and the players
can move in or around them rather closely if they so choose.
However, like many large herbivores, they are capable of
aggressive action if they feel threatened. There is a 20% chance
that the bull attacks if any party member moves within 50 yards
of the herd. Further, if any member of the party moves within
30 yards of the herd, there is a 50% chance a cow will react
violently. For every 10 yards closer to the herd the party moves,
a check should be made with a 10% chance increase of the herd
reacting violently. If the bull reacts violently, the rest of the
herd moves away; if the cow reacts violently, the entire herd
charges forward and attempts to trample the party.

MAMMOTH (These neutral creatures wital stats are HD 15d8,
HP 67 and AC 16. Their primary attributes are physical. They
attack with a slam attack for 3d6 damage, stamp attack for 4d4 x2
damage, or a gove attack for 3d8 damage. A mammoth can knock
opponents prone. Anything that is the recipient of a slam attack
must make a successful dexterity check or be knocked prone.)

%: ZWETTER RORER: The party encounters 2-3 saber toothed
tigers hunting for food. See Shatten Escarpment Encounter
Table for details of the zwetter roror.

6: SUMPFGROLL (Trolls from the Dampfrat)*: The trolls,
Kluartz and Treznond, are the brothers of Cheeztnov (See
Shatten Escarpment Encounter Table). Unlike him though,
they are out hunting. Having dealt with humans before, they
know it is easy to dupe humans with the promise of gold and
hidden treasure. As such, they try to parley with the party and
offer knowledge of treasure in exchange for food. If asked about
Dzeebagd, they tell the party exactly where it is and how far
they have to travel to get there. Whatever deal or agreement
they strike with the party, they have no intention of keeping it.
They wander off, if allowed to, and appear to be going about
their business. As soon as possible, however, they backtrack
and light upon the party at night or in an awkward situation,
hoping to find them relatively defenseless.

Kluartz, the larger of the brothers, wears baggy yellow pants and a
thick sheepskin vest. He carries a mallet into combat and wears a
choker with a bauble in it (10gp). In addition to foodstuffs in his
sack, he has a small pouch containing 40cp, 13 sp, 2 gp and one
sapphire (25 gp). Treznond is a short and burly troll whose skin
is almost azure in color. He wears a black wool cape, vest, and
red breeches. He hefts a massive halberd in combat and carries a
long sword at his side. In his bag of belongings are several items
of value: a gold platter (dented and bent but still worth 3gp), a
silver candlestick (10sp), and a small ivory carving of one of the
five fates. This is a Statue of Well Tiding.

The Statue of Well Tiding has a value of 100gp, but this rarer
variety has magical qualities as well though it never radiates
magic. The character carrying it is allowed one dice reroll a
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day. This reroll is at the Castle Keepers discretion until the
players makes the connection. The reroll should occur in a
circumstance in which the character’s fate may change for the
better (ie. A failed hit, poor damage, poor heal, failed attribute
check etc). Once the player becomes aware, the player should
be allowed to choose.

KLUARTZ AND TREZNOND (They are Neutral evil crea-
tures whose vital stats are HD 3d8, HP 21 and 23 and an AC
16. Their primary attributes are physical. They attack with a
large mallet and sword for 1d8 damage or with claws for 1d4
damage and a vicious bite for 1d6 damage. Their significant at-
tribute is strength 20. They are able to regenerate 3hp a round.
Fire and acid deal normal damage. See the Shatten Escarpment
encounter for more details on the Sumpfgroll. Remember to al-
low Treznond one reroll.)

7: DEER: There are 10-30 deer resting, grazing or sunning
themselves. They flee if approached.

8: THE MAGDOLE GANG": There are 5-10 members of the
Magdole gang traveling through the Dampfrat”. They are
unaware of the events surrounding Vakhund and Dzeebagd,
having traveled straight here from Magershole, skipping
Dzeebagd on the way. Their leader, Johann, is traveling to
the lowlands for a more comfortable wintering stay. Because
of an agreement they have with bandits north of the Treklant
Creek, there are only humans in this group. If they spot the
party first, they scatter and attempt to set up an ambush. If
not, they challenge the party and attempt to scare them into
giving them money. Johann’s tactic is to avoid direct contact
and a melee that may cost him his life and that of his men. If
an ambush is set, they target one character and attack him with
ranged weapons, telling the remaining party members to give
them gold. Any amount is appropriate but not so much that it
forces another combat.

JOHANN (He is a chaotic neutral, 3" level human fighter
whose vital stats are HP 7 and AC 14. His primary attributes
are strength, dexterity and constitution. His significant attrib-
utes are strength 14 and dexterity 13. He carries studded leather
armor, a long sword, a longbow, a dagger, and a pouch contain-
ing 20 gold pieces in various coin.)

BANDITS (They are chaotic neutral, 1st level human fighters
whose vital stats are HP 3 and AC 13. Their primary attrib-
utes are strength, dexterity and constitution. They wear studded
leather armor and carry a longbow and long sword or mace,
battle axe, or warhammer. They also carry a pouch holding 1d6
gold pieces in coin each. )

O: BEAR: A very large bear, weighing nearly 700 Ibs, is wandering
nearby. The bear is not aggressive unless the encounter occurs
around a campfire or where food is out. Then, it tries to scare
the characters off before eating some food. It may even attack
the characters if angered such as with an arrow.

BEAR, BLACK (These neutral creatures wital stats are HD 3d8,
HP 17 and AC 13. Their primary attributes are physical. They
attack with claws for 1d8 x damage and a bite for 1d8 damage.)
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Pallisade 5' tall

/
%/ /N, Stone face 8 tall

drawing pale on the lip. Peering down it when there is enough
light available reveals the shaft only goes down 20 feet or so
before opening up wider, as if to a cistern. The original entry
to the dungeon was beneath the tower. That has been buried
and collapsed and is currently unusable. Descending through
the well shaft is the only manner of entering the dungeon.

When the party arrives, Dzeebagd is occupied by a Zjerd
warband, members of the Magdole Gang and their partners,
Nidzim (a goblin merchant), Evanna, and one other prisoner.
Each band and the significant characters at Dzeebagd are
described separately below.

A note should be made on scaling the adventure. The number
of Zjerd at the tower should be high enough to challenge the
players though not so high as to destroy them. This encounter
serves to prepare the players for entry into the dungeon, not to
kill them. Note, however, if the players choose to attack the
tower and its inhabitants immediately they will, in all likelihood,
die. Optimally, they recon the tower and try to find weak points
and places to attack. In the time it takes to do this, most of the
towers inhabitants leave. Yet all players make silly decisions and
should suffer the consequences thereof.
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Sometime before the party arrived, a group of bandits, the
Magdole Gang and their partners (Von Beck’s Reavers), came to
Dzeebagd with a prisoner, Evanna Rothenheimer. They intend
to ransom her to the Rothenheimer family in Bergholt. There
has been a disagreement between the Magdole Gang and Von
Beck’s Reavers about how this exchange should occur. To ensure
an equitable exchange and distribution of the ransom, Evanna is
being left in the hands of a neutral third party - the Zjerd - for
safekeeping until the arrangements for the ransom are completed.
(See “Vakhund: Into the Unknown” for details on Evanna and the
motivations of the various parties mentioned above.)

THE ZJERD: There are 11-20 Zjerd in the fortress, led by one
chief and one shaman. The Zjerd are part of a permanent
contingent at Dzeebagd. A local Zjerd warlord is attempting
to reclaim the old fortress and has sent them here to begin
construction and groundwork for eventual occupation. The
Zjerd occasionally raid in the south with the Magdole Gang,
and the chief has agreed to safe-guard Evanna in return for
some portion of the ransom. The Zjerd encampment contains
all manner of woodworking tools, stores of food, firewood,
blankets, and other necessities for a long winters stay and
construction.



KLUARD, ZJERD CHIEF (He is a chaotic evil creature whose
vital stats are HD 3d8, HP 16 and AC 17. His primary at-
tributes are physical. He attacks with a battle axe and wears
chain mail armor.)

GLIZZD, ZJERD SHAMAN (He is a chaotic evil creature
whose wvital stats are HD 3d8, HP 14 and AC 13. His pri-
mary attributes are mental. He attacks with a short bow or short
sword. He can cast spells as a 3% level cleric. Suggested spells,
Level O: create water, light x2, detect good; Level 1: cure light
wounds, protection from good; Level 2:hold person)

ZJERD WARRIORS X11-20 (These chaotic evil creatures
vital stats are HD 1d6, HP 3 and AC 14. Their primary attrib-
utes are physical. They attack with a short bow or short sword.)

THE MAGDOLE GANG: These are bandits from the stronghold
of Magershole. Gratva, an Urk, leads them. There are 4 goblins
(renegade Zjerd) and 3 orcs with Gratva. The Magdole Gang,
with the help of Ubert von Beck’s Reavers, attacked the Vakhund
a few weeks back and kidnapped Evanna Rothenheimer. As
payment for services rendered, Gratva wants a portion of the
money garnered from ransoming Evanna. The renegade Zjerd
no longer have allegiance to their Kingdom and have sworn an
oath, for what it is worth, to the Magdole Gang. Gratva’s main
use for these goblins is missile support in combat. They are all
very weary and ready to return to their hideout. The orcs have
sworn an oath as well, and Gratva uses them in melee. Like the
goblins, they are very weary.

GRATVA, URK (This lawful evil creature’s vital stats are HD
5d8, HP 25 and AC 16. Its primary attributes are physical. He
carries a chainmail shirt, large wooden shield, small metal helm
w/nose guard, expertly made heavy mace conferring +1 to hit,
heavy crossbow, 12 bolts, dagger, pouch holding 30pp, and a
jeweled necklace worth 200gp.)

ZJERD RENEGADES X4 (These chaotic evil creatures wital
stats are HD 1d6, HP 3 and AC 14. Their primary attributes
are physical. They attack with a short bow or short sword.)

URKS X3 (These chaotic evil creatures vital stats are HD 1d8,
HP 4 and AC 14. Their primary attributes are physical. They
attack with a battle axe.)

UBERT VON BECK’S REAVERS: Ubert von Beck is a nefarious
pirate who plies the waters around Bergholt. There are two
members of von Beck’s Reavers at Dzeebagd, Klaus and
Tindle. Both Klaus and Tindle were sent to the Vakhund to
retrieve money from Evanna Rothenheimer’s father, Herbert
Rothenheimer. As Rothenheimer had no money, Klaus and
Tindle executed him and kidnaped his daughter instead.
However, they had not foreseen the need for Gratva and the
Magdole Gang to accomplish the attack on Vakhund, or Gratva’s
request for gold in return for services rendered. Because Gratva
believes he will receive his gold only by ransoming Evanna,
Klaus and Tindle have to agree to Gratva's demands and
leave Evanna in the company of the Zjerd while the ransom is
being negotiated. Even so, presently Klaus and Tindle have no

intention of ransoming Evanna. They will go back to Ubert von
Beck, explain the situation, and let him decide whether the gitl
is worth the money or the effort for her safe return.

KLAUS: Klaus is a tall and thin man with wisps of hair on
his head and chin. He is acne scarred, beady eyed, and thin
lipped. His clothing is simple, fairly dirty and unkempt but
quite functional. He speaks with a lisp and gesticulates wildly
when excited. Klaus is motivated by little other than Ubert
von Beck’s desires. He is wily and quite unwilling to lay his life
down for anything, obsequious when necessary, and blustering
when useful. Klaus carries a long bow and spiked chain into
battle. In combat, he uses the spiked chain to disarm or trip
an opponent while Tindle moves in for the kill. He also now
carries an expertly designed short sword that confers a +2 to
damage on unarmored opponents. He is still getting used to the
weapon and only uses it in close quarters fighting.

KLAUS (He is a chaotic neutral, 5" level rogue whose vital stats
are: HP 15 and AC 14. His primary attributes are dexterity, in-
telligence and constitution. His significant attributes are strength
15, dex 15 and int 13. He carries an expertly designed short
sword that confers a +2 to damage on unarmored opponents, a
spiked chain that deals 1d4 points of damage and can be used to
trip opponents at the same time, an expertly made suit of leather
armor that confers a +1 to armor class, longbow, 12 arrows,
thieves tools, and 100gp in coin and jewelry.)

TINDLE: Tindle is a fairly handsome man with a stubble of
growth covering his face. His eyes are a piercing blue and his
voice firm and powerful. Tindle walks “tall” and carries himself
pompously, glowering at most who bother to talk to him. He is
fairly loyal to Klaus, having traveled with him for nearly 5 years.
Tindle carries a battle axe and a longsword for melee. As a
combat tactic, he tries to knock opponents prone with his shield
and deals with them one at a time.

TINDLE (He is a chaotic neutral, 3 level human fighter and 2™
level rogue whose vital stats are HP 30 and AC 18. His primary
attributes are strength, dexterity and constitution. His significant
attributes are strength 16 and constitution 15. He carries expertly
made scale mail conferring a +1 to AC, an expertly made large
metal shield conferring a +1 to AC or to hit, a longsword, battle
axe, thieves tools, platinum armlet (5gp), 2 rings (25sp, 15sp), a
belt with silver emblazoned upon it (10gp), and 10sp in a pouch.)

THE PRISONERS OF DZEEBAGD

Gratva and Klaus have reached an agreement on the ransom and
the process of the exchange of Evanna by the time the characters
arrive at Dzeebagd. Klaus and Tindle are to return to Bergholt,
gather the ransom, and meet Gratva at Dzeebagd in two months.
Gratva has agreed to accept 1000gp in exchange for his services
and his rights to the prisoner. In the interim, Evanna remains with
the Zjerd, who have agreed to watch her in exchange for 50gp.

The agreement having been reached, everyone spends a little
time “relaxing” and then beds down for the night. Numerous
guards walk the perimeter of the fortress, and Tindle stays
awake all evening as does one of Gratva’s urks.
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Evanna is bound and kept in the tower. Zapetero and Nidzim
(discussed below) are there as well. They have a small fire
burning. Zapatero, being insane, lies huddled by a fire. He is
not bound, but so incapacitated that he can do nothing.

EVANNA: The somewhat naive daughter of Herbert Rothenheimer
has matured significantly since her abduction from the Vakhund.
Most importantly, her innate magical qualities have manifested
themselves.

Her personality has transformed also. Previously, Evanna
maintained a soft-spoken, demure interaction with others. She
no longer acts in this manner. Evanna is survival driven, never
complains, is steely eyed, and has become virtually emotionless.
She wants to return to Bergholt and force the family to enact
revenge upon the perpetrators of her father’s murder and her
abduction. If Evanna is allowed, she actively helps the party,
though she knows little of the surrounding area and nothing of
the dungeon. She does not allow herself to be used as cannon
fodder, she has not survived this long to die for another’s greed
or stupidity. She has been befriended by a Kdyzj merchant,
Nidzim, and works to ensure his safety.

Evanna is potentially a very powerful NPC with whom the
characters may interact in future adventures. Try to indicate
this to the players and they may find saving her a little more
profitable. Further, play Evanna as both cautious and cunning
but noble and charismatic at the same time. The month or
more in captivity has not weakened her spirit but ennobled
and empowered her. See “Vakhund, Into the Unknown” for
information on Evanna.
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EVANNA (She is a lawful neutral, 1* level human cleric whose
vital stats are HP 4 and AC 12. Her primary attributes are in-
telligence, dexterity, and charisma. Her significant attributes are
intelligence 16, charisma 18, constitution 15 and dexterity 17.
She can use a quarter staff or similar weapon for 1d4 damage.)

NIZDIM: Nidzim is a goblin of the Kdyzj tribe. He and his cousin,
Geejzdnard (see Vakhund), come from a long line of translators
and merchants working in the Drazkleed and beyond. Nidzim
is young, robust, and ambitious to explore the world. He has
a tuft of yellow hair tied in a tight ball on top of his head, and
is clothed in fine and colorful silks. He carries an ornamental
saber and a pack with some foodstuffs, a book (“Exacting Tolls”,
or literally translated as Taking Money. This is a listing of the
Lord’s taxes throughout the kingdom - Drazkleed that is), a
quill, some ink, and a few sheaves of paper. Nidzim happened
to be in Jzunad when the Magdole gang arrived with Evanna.
Gratva retained Nidzim’s services to help in the translations
and transactions between himself, Klaus, and Evanna. Nidzim,
for his part, did not care to be involved in the matter, but knew
of the Rothenheimer family (though not Evanna) and felt that
if he were in part responsible for her safe return, he might gain
a lucrative trading contract in Bergholt. In an effort to ensure
this, Nidzim has been taking care of Evanna, feeding her extra,
and sharing his bedroll to keep her warm. Indeed, he has helped
her survive this calamity.




NIDZIM, KDYZ) GOBLIN (He is a neutral creature whose vi-
tal stats are HD 1d6, HP 2 and AC 13. His primary attributes
are mental. He carries leather armor, scimitar, food for 3 days,

book, quill, ink, paper.)

ZAPATERO: There is one other prisoner in the tower, an older
man, nearly naked, with scraggly gray hair and a kinky beard.
He is horrifying to behold - his eyes have been gouged out, his
tongue split, and the ends of his fingers removed. He babbles
and yells constantly. He is very mad. Little can be gleaned from
this man, though he does mumble two significant words again
and again: Geis"Tot and Magershole. Upon his back is a tattoo
of two half moons coming together. Nidzim knows a little about
the madman. From speaking with Gratva and the others, it
appears that this human and others of his kind stole into the
fortress of the Magdole gang. A protracted fight occurred, and
the Magdole Gang chased the humans across the Dampfrat and
slaughtered or captured all of them. This man was brought here
by the some members of the Magdole Gang, and then tortured
and left to die.

ZAPATERO (He is a neutral human whose vital stats are HP
7 and AC 10. His primary attributes are immaterial. His sig-
nificant attributes are immaterial. He was formerly a level 6
Wizard but is now quite mad and can do nothing more in com-

bat than die.)

ORCHESTRATION AND DEVASTATION

After the party’s arrival at Dzeebagd, the Castle Keeper must
orchestrate all subsequent events with the exception of one. The
morning following the arrival of the party, the Magdole Gang and
Ubert von Beck’s Reavers leave Dzeebagd. The Magdole Gang
heads to Magershole, and Von Beck’s men go to Klednij (the
Zjerd capital) and thence across the Dampfrat to Mejketek and
down to Firstenfeld to meet with Ubert von Beck.

All subsequent events at Dzeebagd will depend on the characters
actions and conform to these following general specifications:

The Zjerd, though concerned about Evanna, are not quite
willing to fight to the death to protect their interest or her life.
“Dats not part o’ dee agreement yo see!” But if attacked, they
defend themselves. The chief attempts to get word to Klednij
that they are being attacked by sending several runners in that
direction. (See “Wrapping up the Adventure” for more details.)
The Zjerd keep a constant guard with at least one bowman on
the tower’s platform. The others busy themselves with clearing
away debris and cutting wood.

Klednij, the Zjerd capital, is located 35 miles south of Dzeebagd.
This is an old Zjerd town that has gone through periods of decline
and prosperity. Currently, the town is undergoing a revival. By
uniting several warring factions, a local warlord has gained
significant power in the region. His plans are to move north out
of the Dampfrat to the fertile plains along the west bank of the
river Vindig. The town itself currently barracks his armies.

Evanna remains in the tower for warmth and safety. Should an
attack occur, she remains hidden until the fighting is over, in
order to best gauge her chances for survival.

Likewise, Nidzim remains hidden in the tower until all fighting
has ceased. As he speaks Inzaen, he attempts to negotiate with
the players to garner his release or placate them as necessary
to ensure his survival. If he believes there is an opportunity to
travel with the party, he offers his services as a translator or in
any other capacity he may be qualified to fill.

Attacking either the Magdole Gang or Klaus and Tindle after
they leave could have disastrous consequences. Not only are
both groups made up of very capable combatants, but they
immediately try flee back to Dzeebagd or Klednij and, if possible,
inform the Zjerd of the danger and prepare for a fight followed
by a hunt.

The Krung’ Thep, having trailed the party, follow the events
with care and determine whether they should try to force the
party into the dungeon, allow them to escape, or await further
developments. A concern of Nipt’ Than’s is the army of Zjerd
nearby. He is also under a “time crunch” and knows it. Nipt’
Than is aware of the escape tunnel in the dungeon (see Room
25). He has not informed the characters about it, however,
hoping to catch either the Ban’ Thout or the characters leaving
through it in case he chooses not to enter the dungeon himself.

PART IIl: BENEATH INZAE

The entry to the dungeon is through the well shaft. If the players
cannot figure this out, drop several hints through Zapatero. He
could babble about his book of magic being dropped down the
well or point down the well a lot. That should be enough to
get any adventurer worth his salt to follow that route. If the
characters elect to leave Dzeebagd and Nipt’ Than does not stop
them, then the adventure essentially ends. Consult “Wrapping
up the Adventure” for further details.

DUNGEON DRESSING

In general, the dungeon conforms to the following specifications
and any exceptions are noted in the appropriate areas. All
floors are flagstoned. The bricked and plastered walls are
shored up by wooden supports placed every 5’. The ceilings are
supported with intricate crisscrossing wooden beams. Unless
noted otherwise, all doors are constructed of wood and have
10 hp, the corridors are 5’ wide and 6’ tall, while room height is
generally 7°. The wood in the dungeon is far too wet to be used
for lighting sources. There are sconces placed along the walls at
20’ intervals and at least one in each room.

Much of the dungeon is subsiding. Portions of it are
submerged under a few inches to several feet of water.
While walking in the submerged portions of the dungeon,
the characters should make a dexterity check (CL 1) every
turn or they slip and fall. Movement is reduced 20% in
submerged areas. Fighting on these surfaces requires a
dexterity check (CL 2) every round. Fighting in thigh high
deep water has a combat penalty of -2, and chest deep water
has a penalty of -4.

Also, each day the characters spend in the dungeon requires
a successful constitution check (CL 3) or a lung infection is
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only be moved aside. Inside, is a small metal box that can be
opened with the key from the trunk under the bed. It can be
picked (CL 3) or shattered. Within is a magical quill capable
of drawing a map of the countryside within 100 miles. The
quill will only draw on a piece of parchment blessed by Letario,
or any God of Knowledge. The command word in Arcane is
“map,” and must be spoken to activate the quill. Then, if left
alone for 24 hours, the quill draws a completed map. It will not
draw underground maps and will not reveal every detail of the
land, only major, commonly known landmarks.

Rooms 23-24

These rooms house the Ban’ Thout. Refer to “White Steam
and Red Devils” for their relationship to the Krung’ Thep and
at the end of the module the section entitled “Histories” for
more information. The leader of the Ban’ Thout is Me’ enup
Tan’ Meth. He is a Paladin and the others are of a lawful or good
alignment. The Ban’ Thout are similar in most respects to the
Krung’' Thep, though they are slightly larger with thinner heads
and blue skin.

These rooms were built by the Ban’ Thout over several months.
Since its construction, much of the family has been killed. All
that remain are their leader, Me’ enup Tan’ Meth, two guards,
the leader’s wife and one child. One of the guards is usually
checking this tunnel and the dungeon and would likely have
note the players arrival. If not, a guard is in room 24A and the
remainder of the family will be in room 24B.

The characters may never locate room 23, the only egress from
the dungeon other than the well shaft and possibly the only

area the players encounter the Ban’ Thout. If it appears that
this may occur and you would like the encounter to occur, there
are two suggested manners of accomplishing this. First, have
the characters encounter a Ban’ Thout in melee with several
Krung’ Thep. If the players choose to rescue the Ban’ Thout,
Me’ enup shows them rooms 23 and 24 and the encounter with
the Ban’ Thout can commence. Or, during the battle between
the Krung’ Thep and the players, have a Ban’ Thout join in the
fray and help the players. The encounter with the remaining
Ban’ Thout can then follow. The latter is the less preferable
manner of enabling this encounter.

Several events will propel the Ban’ Thout into action. When
the Krung’ Thep enter the dungeon, the Ban’ Thout find out
shortly thereafter. If one of the Ban’ Thout guards noted the
characters presence in the dungeon, he follows them as quietly
as possible in order to determine what they are doing. In general,
the Ban’ Thout will not react negatively to the characters as
they try to discern their motives first. The leader is a paladin
and can detect evil, though he has lost many of his other
powers. In the case of evil characters, the Ban’ Thout react
negatively. The activities of the Ban’ Thout are fluid because
their actions depend on character actions and numerous other
circumstances. Keep their whereabouts in mind and place them
accordingly.

This band of Ban’ Thout consist of a male leader, Me’ enup Tan’
Meth, his wife, their son and two guards (cousins of the leader).
Me’ enup Tan’ Meth is a Paladin and wears extraordinarily
well crafted armor, dented and shorn with time and usage. He
carries a magical sword named the Heldentot though Me’ enup
calls it Sel’enot.

Me’ enup Tan’ Meth is doomed and he knows it. After leaving
Imfal he slowly lost his inspiration as he became embroiled in
the desperate struggle for survival. He has abandoned many
of his principles and codes to ensure that his family lived, not
realizing that their only hope laid in his faith. Only with the
most recent turn of events has he belatedly come to realize this
mistake. Me’ enup Tan’ Meth knows that his wife and child will
likely not survive another trek in the Dampfrat and one of his
guards legs is nearly useless. He will not abandon his family and
would rather die here than run any further. Further, he knows
there are more Krung’ Thep beyond waiting to kill him. As
such, he believes that his fate and that of his family’s is sealed.

Me’ enup Tan’ Meth is able to sense evil characters and will
react accordingly. He is also able to sense good characters and
will react in the following manner. As he knows he is about to
die and in an effort to regain “favor,” he stays in the dungeon
and agrees to hold off the Krung’ Thep or Zjerd as long as he
can while allowing the players to escape. Further, he gives a
good character (best behaved, bravest) his sword. His guards
show the characters the way out. He also offers each character
a small wood carving (see room 24).

As Me’ enup Tan’ Meth does not speak Inzaen or any other
local tongue, all communication must be performed in some
manner other than speech (unless done as a magic feat or if a
party member happens to speak Uruk as Me’ enup does).
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Grodge, the lord of Klednij. Klednij is only a few days away by
foot and Grodge is in the process of reclaiming Dzeebagd and
sends regular patrols to there.

If Grodge is warned of the attack by a messenger from Dzeebagd, he
sends a small force (around 50 Zjerd) to find out what happened.
They arrive within 6 days of the messenger leaving Dzeebagd.

If no messenger warns Grodge, then a routine patrol does. The
routine patrol arrives at Dzeebagd 3 days after the characters.
They immediately send word to Grodge of the events there and
he dispatches the small force to Dzeebagd to discover what
happened. They will arrive 6 days after the messengers do or 9
days after the characters arrive.

Woe to the party that still remains at Dzeebagd when the Zjerd forces
arrive under Grodge’s command. They will attempt to hedge the
party in, call for reinforcements, and kill them. If the party has left,
they are safe for the moment. But once the Zjerd discover humans
have been at Dzeebagd - and they will discover this unless the party
specifically attempts to hide their presence - the warlord seeks
revenge. He mobilizes an army and heads north to the Graffenvold
to find the attackers and exact a revenge on the communities of the
Graffenvold. The players must now escape the goblin army. How
they do this is up the Castle Keeper, unless the adventure is continued
in Felsentheim: Dogs of War. If the latter is the case, the characters
should be encouraged to move in the direction of the Treklant Creek
and then to the settlement of Felsentheim. Bear in mind the goblin
army numbers in the hundreds.

As the warlord had intended to move an army north the
following spring anyway, it brings his planned war to fruition
early. Part of his army moves to Vakhund while the other
portion moves to Felsentheim, the closest human community,
while a smaller group chases the party.

If Evanna is not killed, her safe return to the Rothenheimer
family in Bergholt is greatly appreciated. Those responsible
for her rescue receive a substantial reward. Further, there are
several aspects of Evanna’s rescue to consider. Ubert von Beck
wants her and spares nothing to find her before she reaches
Bergholt and Gratva most certainly wants her back.

If the referee intends to continue the adventure, all these
activities and more are detailed in the final module of the series,
Felsentheim: Dogs of War on page 57.

A SHORT HISTORY OF DZEEBAGD

Many years ago an assassin tried to kill Dvagnik, the Lord of the
Drazkleed. The assassin, a Zjerd, failed to complete his task.
Dvagnik, a Kdyzj, decreed that all Zjerd would thenceforth
never be allowed in the hallowed halls of Gnorgorakrad, the
capitol of the Drazkleed. The Zjerd revolted and cast the
kingdom into the maelstrom of a civil war. The Kdyzj drove the
Zjerd out of the Drazkleed, pushing them further east and to the
north jamming them into the tight confines and murky swamps
of the Dampfrat. Here, the Zjerd attempted to build a kingdom
of their own, one that would rival that of the Kdyz;.

Keeps, fortifications, towns, and villages sprang up throughout
the Dampfrat. The Zjerd toiled endlessly at their smithies,

built dams, drained swampy grounds, and cut the hard timber
of the Dampfrat. But this swarm of development availed them
naught in the long haul. Cut off from the chief byways of trade,
knowledge, and power, racked by internal squabbles for leadership
and facing the infernal black morass of the Dampfrat proved too
much for the Zjerd. They quickly slipped into the chaos of a
primeval past, abandoning their houses and forts, and splitting
up into chiefdoms, clans, and thence family units, only to reunite
and band together under the most powerful and charismatic of
leaders. For years beyond their reckoning they have waited for
their hoped for salvation, a warlord to conquer the surrounding
kingdoms and deliver them from the abysmal Dampfrat. They
occasionally make forays into the surrounding lands but are
considered little more than a nuisance by their neighbors.

Dzeebagd was constructed in those first days after the arrival
of the Zjerd. Its designer, and first commander, Megdzar, knew
well the traditions and laws which guided his people. As such,
the tower was built to a height above the largest tree within
site and an encircling rampart in the shape of the Gdeez, the
symbol of Mortzva. The opening was duly pointed to the south.
Beneath the keep, the dungeon spread in the three appropriate
directions, with each hall assigned its appointed task. The
nearby village of Klednij served as Medgzar’s source of soldiery
and workers while the lands of man and dwarf to the north
supplied slaves and booty.

It was shortly after the completion of Dzeebagd that Megdzar
was killed on a raid against a rival in the fortress of Magershole.
For several generations, his descendants ruled Dzeebagd and
Klednij. But with time, all things fall into the chaos of creation
and the armies and family splintered. Numerous clans and
groups, warlords and captains were vying for control over the
town and keep. No leadership was ever solidified and Dzeebagd
and Klednij slowly collapsed into ruin. So Dzeebagd never stood
against an army of humans, Kdyzj, dwarf, or others, but only felt
the sharp edge of war waged by those who created it. Hardly
six decades passed before the keep was entirely abandoned and
Klednij nearly so.

When the Zjerd arrived in the Dampfrat they had forced most of
its denizens, ogres, trolls, and the like, out of its dismal swamps.
But, as Zjerd rule decentralized and became mute, they slowly
returned. Many had long memories and came back to reclaim
ancestral homes, others came for revenge, and others for refuge
from the teeming lands of man and dwarf.

In time, some ogres returned to the area around Dzeebagd, their
ancestral home, and set up residence in the abandoned fortress.
They were not well versed in the mechanics and the nature of
complex constructions, so Dzeebagd quickly fell into horrible
disrepair and water slowly seeped into its dungeons. From
here, the ogres terrorized the surrounding lands and raided as
far north as Kreuztmark and Frisia. This clan of ogres struck
fear into the hearts of men and became known as the Kilbaric,
meaning those who slay at night.

It happened one day that the staircase, weakened by a sagging
foundation and misuse, collapsed upon several of the ogres,
including their notorious leader, Garoonsh, killing them
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instantly. One survivor, with a terribly shattered leg, crawled
down a hallway looking for his child, only to die a lonesome and
painful death in the darkness beneath the earth, never seeing
his son again. The Kilbaric dispersed into the hinterlands,
fearing they had angered a god by living in Dzeebagd and their
name became myth and then tale and is used now as a way to
keep children from lingering too long in the woods at night.

For many years after, Dzeebagd was no more than a place to
throw up a hasty camp or used as a short-lived refuge from the
dangers of the Dampfrat. It has hosted other ogres, bandits of
nefarious reputation, fugitives, Chazrim, haggard trolls, and
other sordid travelers. Yet the dungeons were not entered again
until the arrival of the Ban’ Thout.

The Ban’ Thout lived far to the south, in the mountain’s tops
and near the rim of the world. A society with a great intrigue,
where political upheaval created a massive flow of refugees in all
directions across the world. So came Me’ enup Tan’ Meth and
the remnants of his family. The warm waters of the Dampfrat
attracted Me’ enup Tan’ Meth and the accidental discovery of
Dzeebagd and its long disused dungeon was too good an omen.
He and his clan took up abode and began carving out their
own home and their own entry. Yet Me’ enup Tan’ Meth was
followed by assassins from his kingdom and had abandoned his
gods. So the assassins found him and have whittled away at the
clan until only a few remain, hidden deep in Dzeebagd, hoping
for some redemption in the eyes of their gods.

USURPERS DELIGHT

The Krung’' Thep are from Imfal, a kingdom south of the
Graffenvold and on the far side of the distant Kragenmores.
Until recently, Imfal was ruled by several great families of the
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Ban’ Thout, the greater cousins of the Krung’ Thep. A delicate
balance of power between its competing families that had
lasted for centuries only recently collapsed into open and brutal
warfare. Many of the elite flew for their lives to lands distant
and unknown where they could hide from the usurpers.

The Krung’ Thep have come to the Dampfrat seeking the
remaining members of a family of Ban’ Thout named the Tan’
Meth. They are of noble heritage and were ranked as members
of the most powerful families in Imfal. Their fall from eminence
was rapid and violent. Most were killed. One survivor, Me’enup
Tan'Meth, managed to gather his closest kin, wife, and child,
and fled Imfal, hoping to settle safely in a land far from his
home. They crossed vast mountains and dark forests, through
malignant kingdoms and foul lands, overcoming terrible beasts
and vicious animals to arrive in the Dampfrat a short time ago.

The Tan’ Meth were followed by some Krung’ Thep. The Krung’
Thep were close behind, and it was not long before they discovered
the location of Me’ enup and his family. Slowly and methodically
the Krung’ Thep began killing the Tan’ Meth. Me’ enup, seeing no
chance of escape and having only recently discovered Dzeebagd,
barricaded himself in the dank dungeon beneath Dzeebagd
awaiting the Krung’ Thep's final assault. Sardonic Fate intervened
on behalf of the Tan’ Meth in the form of the Zjerd.

The arrival of the Zjerd has postponed the demise of the Tan’
Meth by accidentally intervening between them and the Krung’
Thep. The Krung’ Thep do not believe they have the strength
to overcome the Zjerd and then the Tan’ Meth. So, they have
languished in the Dampfrat awaiting a moment to strike. But,
the arrival of winter has made them desperate to conclude the
matter since their leader fears they will not survive the cold
months in the forsaken swamp.



FELSENTHEIM

Whaaattt? At DZEEBAGD!!!” The stones of Hrad shake with
Grodge’s fury. The gigantic Zjerd hefts a black iron spear over his
head and jams it toward an infernal sky, “By all that breathes! By
all that sees! 1 will find these foul humans and hang them from the
Horns of the Dragon. [ will see their bodies quiver before me, I will
raze the towns of those gross slaves, I want them to die, to Die, TO
DIE!” Grodge’s voice cascades furiously down the hall, across a
littered courtyard and into the barracks of his fiercest warriors.

The Hrad, muffled, quiet with anticipation, wary of Grodge’s rage,
slowly begins to ripple with tension and expectation. Grodge thunders for
revenge, screams for a massive bloodletting, his red eyes roll in his head,
his weins pulse and throb as his vengeful blood courses to his black heart.

The troops emerge from their reticence and begin to gather around their
leader, thumping their feet on stone and chanting their deep throaty war
songs. Within moments, the barracks empties and the courtyards and
hallways become scattered with warriors chanting and crying out for
war, for booty, for powe, for land, for their place in the world.

“Gather my armies, gather the arms, gather your hatred my warriors
for we are going to the North.” Grodge, his muscles groaning with
effort and rippling with power, thrusts his dark spear into the stone
floor, where the tip strikes deep into flagging. It quivers for a moment
and silence falls upon the Hrad. There, engraved upon the floor is an
ancient map. Carved in those first days after the building of the Hrad
it has seen no attention for generations, until now, and the tip of that
ever so sharp spear sits in the heart of small town near the coast of the
Interzae, resting astride that great road, the Kambreea. It is Halpveg.

INTRODUCTION

This is an ‘epic’ adventure module that contains a great deal of
combat. Much of the action late in the adventure orients around
large scale battles. Roleplaying and pacing are significant factors
in making the epic nature of this adventure come to life in a
memorable way. In each section, advice is offered on how to use
action as a vehicle to enhance roleplaying events. I cannot stress
enough how crucial are the proper casting, management, and
roleplaying of NPCs. It would be best to familiarize yourself with
the goals and aspirations of NPCs of all ilk before playing them.

The module concerns a war that is brewing in the Dampfrat
and the Graffenvold and the role the characters play in its
unfolding. Initially, the characters are trying to escape from
the clutches of an advancing Zjerd army. They will, however,
eventually have to face this army in battle. This combat occurs
in one of two places, Felsentheim or Vakhund. Both are large
scale combats involving hundreds of goblins and dozens of
humans. The rules for running these combats are detailed at
the end of the module. Although I dislike ‘railroading’ players
into choosing particular courses of action, in some adventures,
it is sometimes best to place the characters on the path to
glory, rather than allow them the easy way out and down the
road to ignominy. With this in mind, it would be best to steer
the characters towards Felsentheim.

LEVELS: The module is prepared for 4-6 characters of levels 3-5.
All classes are useful and are likely to contribute significantly
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to the successful execution of the adventure. But, one cleric
and one Ranger greatly increase the party’s chance of survival.
Most important, heroes are needed, characters of high mind
and grand ideas, characters who are willing to lay their life on
the line for little material reward. This is an adventure from
which potentially truly heroic characters are molded, and
with personages and events that linger long in the memory of
roleplaying.

This module can be run independent of its two predecessors
Vakhund: Into the Unknown and Dzeebagd: Under Dark and Misty
Ground, and can be placed in any campaign setting, however
for the adventure to be logical and useful in a setting outside
the one described in the module, a few structural elements
should remain the same. There is a kingdom of goblins (the
Zjerd) along a frontier region who are initiating a war against
weak and widely dispersed human settlements. There should
be two crossings on a river over which the goblins must move
their armies to attack. The fords should be at least 40 miles
apart, but probably a little further. To meld the module into an
existing setting requires some tweaking with the names of the
locations and persons involved.

Just prior to the beginning of the adventure, a Zjerd outpost,
Dzeebagd (see map), was attacked. The Zjerd are looking for
the perpetrators. At the same time, a Zjerd army is moving in
the direction of the nearest human settlements and is attacking
them as an act of revenge and conquest. The characters begin
the adventure between Dzeebagd and the human settlements.
The Castle Keeper should supply reasons for the characters
being there (see inset for suggestions). If the adventure is not
continued from Dzeebagd, the Zjerd mistake the party for those
who attacked the outpost. If the module is continued from
Dzeebagd, the characters are likely to be aware that a Zjerd army
is on the march (or shortly become aware of this), but do not
know the size or intent of the army.

INVOLVING THE CHARACTERS: The following is a list of
reasons the Castle Keeper may use for placing the party near
Dzeebagd.

1: A local baron has hired them to scout Dzeebagd.

92: A merchant has hired them to rescue a member of their
family taken to Dzeebagd.

3: The characters are on their way back from a previous
adventure.

4: The party was trailing another group of adventurer’s whom
are thought to know the location of the famed bandit

fortress, Magershole.

PROLOGUE

An attack on Dzeebagd, a short time before the beginning of
the adventure, has enraged the local Zjerd warlord, Grodge,
and he wants revenge for the act. It is a revenge that coincides
nicely with his plans for conquest of the Graffenvold. In order
to accomplish the conquest, Grodge needs to galvanize the
disparate Zjerd tribes in the Dampfrat and meld them into an
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army. To unite the tribes under his banner, Grodge must prove
his worth in battle. He reasons that revenge for the attack on
Dzeebagd offers the perfect means to unite them under his
command.

Also, like all Zjerd warlords, Grodge has a tenuous hold on
power in Klednij. He realizes that unless he acts in a manner
suiting both his troops and the Zjerd tribes as a whole, he
will be disposed of in the most bloody of rituals. He decides
to immediately attack the nearest human settlements of the
Graffenvold to satisfy their code of revenge. And, as a very
personal act of revenge, Grodge intends to find the perpetrators
of the attack on Dzeebagd and have them captured or killed
because his only nephew by his older brother died in that raid.
The disposition and stats of the troops currently under the

command of Grodge are detailed at the end of this module.

PLAN OF ATTACK: Grodge divides his army into three groups.
He sends one group to each of the two settlements nearest
Klednij, Vakhund and Felsentheim, while one group remains
in Klednij with him. Vakhund and Felsentheim are located
near crossings over the Treklant Creek. His intention is to use
Vakhund and Felsentheim as bases for future attacks and, at the
same time, to gain control of passage over the upper reaches
of the Treklant Creek. As Grodge is greatly concerned with
garnering support for his war in the Graffenvold, he commits
the majority of his army to the battles to insure victory. It
takes the groups 10 days to reach Felsentheim and 13 days
to reach Vakhund. Each army is preceded by units of scouts.
The remainder attempt to stay in a formation while traveling
very fast. The armies are divided as follows, and representative
statistics are found at the end of the module.

KLEDNU: These troops remain in Klednij with Grodge. 6 regular
troops (100 in each troop), 1 elite troop (100), 2 cavalry troops
(25 wolf riders in each troop), 3 scout troops (5 spider riders in
each troop), 5 trackers (each is a Ranger).

VAKHUND: These troops travel through the Dampfrat going
directly towards Jzunad and thence to Vakhund. They are
commanded by Odeeavichk. 2 troops (100 in each troop), 1
cavalry troop (25 wolf riders in each troop), 1 scout troop (5
spider riders in each troop).

FELSENTHEIM: These troops travel straight from Klednij to the
Hiitenford and thence to Felsentheim. They are commanded by
Preelozjit (see Act III). 4 troops (100 in each troop), 1 cav troop
(25 wolf riders in each troop), 2 scout troops (5 spider riders in
each troop), Chazrim (10).

SCOUTING: These troops spread out to the north of Klednij
acting as messengers for Grodge. They inform the outlying
elements of his armies that a war is in the making. 2 scout
troops (5 spider riders in each troop).
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TIME TUMBLES AND DEATH BREATHES HOT
ON THE TRAIL

The characters begin the adventure camped 15 miles north of
Dzeebagd. They should be heading in a northerly direction,
presumably for a civilized clime. If they are not, it shortly
becomes obvious that their only hope for escape from the Zjerd
is to get to civilized lands as quickly as possible. Behind them,
to the south, the lead elements of Grodge’s army are gathering.
As Grodge’s scouts spread out before the army, Preelozjit, the
commander of the Zjerd army heading towards Felsentheim,
sends several scouts and his mercenary Chazrim to locate and
slay the party.

The ensuing chase to the edge of the Dampfrat is the first part of
the adventure. It should be a fast-paced event and the characters
should be made to feel pressed and increasingly desperate. For
these purposes, keep random encounters to a bare minimum.
This is somewhat logical because, once word gets out and the
scouts and Chazrim start to race across the Dampfrat in front of
the party, they scare away most of the inhabitants of the region.
Everything is on alert and very wary. However, the party is in
front of the army’s main elements and some encounters may

occur. See Dampfrat Random Encounter Table.

From Dzeebagd, the trip to the Hiitenford, the crossing nearest
Felsentheim, is 6 days of normal overland travel on foot or 4
days mounted. Scenes detailing four encounters that occur
along the way are described below. The Castle Keeper is
encouraged to interject or delete scenes to allow the tension

of the chase to build.

To exploit the chase sequence, pace the action slowly at first
and allow the tension to build as the characters come to realize
they are being followed. Each successive encounter should
have a greater sense of urgency than the previous, and carry
greater potential threat. The final encounter in the chase,
at the Hiitenford, should be climactic and theatric. When it
ends, the characters should have a developed a false sense of
security having defeated a large contingent of Zjerd and safely
crossed the ford.

DAMPFRAT RANDOM ENCOUNTER TABLE

The Dampfrat is the remnant of a volcanic cone. It is a morass
full of steamy swampy grasslands, hot springs, geysers, warm
creeks and pools, thick evergreen copses, and tangled
underbrush. Travel is arduous and time consuming. The
trails are difficult to follow, only made possible by wood
markers sticking several feet out of the ground every 100
yards. Many of these have rotted and fallen down, but
generally, with a few hours search, another can be located.
From where the party begins there is a marked trail leading
north as well as one leading to the west. The northern trail
goes to the Hiitenford and the eastern one to Jzunad (see
Vakhund for information on Jzunad).

With each day, following the trail becomes more difficult and a
single track check should be made to see if the characters stay
on the trail. A failure indicates one day of wandering before the
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trail is found again. This trail (and the only marked one) leads
directly to Dzeebagd. It should take the characters anywhere
between 4 and 6 days to reach Dzeebagd if they manage to stay
on the trail.

The following table is a list of encounters for the Dampfrat.
Check for encounters two times during the day and once
at night. A 1 on a d12 indicates an encounter. Roll 1d8 to
determine the encounter.

1 ELK: A heard of elk is sunning or resting at the edge of a
pasture. They are easily frightened and will run if approached.

2 ELOTHAR: There are 1-4 giant boars are foraging for food.
As winter has arrived, the Elothar have become more aggres-
sive. If they are disturbed, 1 or 2 attack. Killing any one of the
Elothar causes the others to run squealing into the woods.

(These neutral creature’s vital stats are HD 4d8, HP 23 and
AC 16. Their primary attributes are physical. They attack with
a gore attack for 1d8 damage.)

3 MAMMOTH: The party notices a herd of 5-10 mammoth.
The mammoth are grazing, resting or sunning themselves.
Mammoth are generally unafraid of most things and the char-
acters can move in or around them rather closely if they so
choose. However, like many large herbivores, they are capable
of aggressive action if threatened. There is a 20% chance that
a bull attacks if the party moves within 100 yards of any of the
herd. Further, if any member of the party moves within 50
yards of the herd, there is a 50% chance a cow reacts violently.
For every 10 yards closer the party moves to the herd, the
chance of violent reaction increases 10%. If the bull reacts
violently, the rest of the herd moves away; if the cow reacts
violently, the entire herd charges forward and attempts to
trample the party.

(These neutral creatures vital stats are HD 15d8, HP 67 and
AC 16. Their primary attributes are physical. They attack with
a slam attack for 3d6 damage, stamp attack for 4d4 x2 damage,
or gore attack for 3d8 damage. A mammoth can trample me-
dium size or smaller creatures for automatic stamp damage the
round after a successful slam attack. Opponents can attempt a

Dexterity save CL 8 to halve the damage.)

4 BEAR: A very large bear, weighing nearly 700 lbs, is wander-
ing nearby. The bear is not aggressive unless the encounter oc-
curs around a campfire or where food is out. Then, it first tries
to scare the characters off before it attacks.

(This neutral creature’s wvital stats are HD 3d8, HP 17 and
AC 13. Its primary attributes are physical. It attacks with claws

for1d8 x2 damage and a bite for 1d8 damage.)

8 ZWETTER RORER: This saber-toothed tiger is looking for
easy prey. If a character is scouting or wanders far from the
party, the tiger attacks him if he appears vulnerable. The nature
of these hunters is such that, when faced with numerous foes,
they back down.



ZWETTER RORER (This neutral creature’s vital stats are HD
4d10, HP 28, AC 14 and MV 50ft. Its primary attributes are
physical. A zwetter rover attacks with two claws for 1d8+8 points
of damage and a bite for 3d6 points of damage. They can jump up
to eight feet. If a successful hit is scored with both claws, the oppo-
nent must make a strength check or be knocked prone. The zwetter
rorer receives the bonus for attacking prone creatures.)

6 DEER: There are 10-30 deer resting, grazing
or sunning themselves. They flee if approacheo.

7 FENATH: The Fenath are tree spirits, kin to the great
trees — the Grundl, those first trees nurtured and grown by
the Inzal. They exist in human form and live deep within
the bole of massive dying Grundl, caring for them in their
last days. The Fenath appear as human, though their sex is
indeterminate. Women perceive them as gorgeous men, and
men perceive them as gorgeous women. They are usually very
reclusive and never leave the bowl of the Grundl unless to
gather information of the passing of years or, after the death
of a Grundl, to seek out another tree. They speak any tongue.
Fenath skin is tinted green or dark brown and gleams with the
color of moonlight. They always attempt to escape if attacked,
fleeing far from the tree they consider home only to return
once the danger has passed. They usually carry a walking stick
that seconds as a cudgel if forced to defend themselves.

In this instance, the Fenath is leaving a tree to discover why
the forest is in such a frenzied state. Whispers of war and the
thunder of Zjerd armies has piqued this Fenath’s interest and it
seeks information. The Fenath follows the party for a short time,
and makes itself known when it determines whether or not they
are dangerous. It then asks questions in an effort to discover

what is happening in the Dampfrat. If the party appears good
or is otherwise kind to the Fenath, help is offered by giving the
party direction to the Hiitenford or Felsentheim and giving them
a healing salve made of various herbs that cures 1d4 hit points
24 hours after applied to a wound. It gives 10 such applications.

(These neutral creatures vital stats are HD 2d6, HP 7 and AC
12. Their primary attributes are mental. They attack with a cudg-
el. Special Abilities: A Fenath can cast charm person at a 6™ level
ability five times per day. The Fenath can commune with trees at
will. They can step “into” any Grundl at will as well.)

8 WOLVES: There are 8-12 ferocious and hungry wolves on
the prowl. They follow the party for a long time looking for a
weak character or straggler to attack. They stick with a basic
attack plan and try to lead one of the characters off to attack
them individually. They fight ferociously to protect any kill. If
no prey becomes available during the day, they await nightfall
and attack the camp, again focusing on one character, espe-
cially anyone that steps out of the firelight.

These wolves, as with most other natural predators in Inzae, are
not mindless killing machines. They are efficient, quick, brutal,
and powerful. Their environment requires cunning and caution
for they instinctively know that a single wound or broken bone
can be a death sentence. When faced with superior odds or a
powerful foe they rarely stay to fight. Generally the only time
they give themselves entirely to the fight is in defense of the
young or when cornered.

(This creature’s vital stats are HD 2d8, HP 12 and AC 14.
Its primary attributes are physical. It attacks by biting for 1d6
points of damage. Special Abilities: Trip, scent.)
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Rasaala Albensen: Cousin of Hanna. Ward of the Long
house. Rasaala became the ward of the long house due to her
tremendous ability to organize the run of the kitchen.

Taagen Heise: Younger brother of Shildea. Usually keeps watch
in the tower.

Ordinana Heise: Cousin of Shildea. Keeper of the Seal. She
keeps the Seal of Felsentheim, a large banner with the Heise
family symbol, a green tree with a snake wrapped around
its trunk, emblazoned upon it. She is also in charge of the
‘communities’ finances.

Ankuft Thyan: The village merchant. He is responsible for
shipment of goods to larger towns. He is somewhat dishonest
and always looking out for himself.

1 THE LONG HOUSE

This is a rambling affair like many of the abodes found amongst
the Friilanders. Built of the sturdiest woods by some of the finest
craftsmen of the Graffenvold, these buildings withstand the harsh
winters, dry summers and fierce storms of the Graffenvold for
decades, even centuries. This long house is two stories tall with an
attic. The long house itself is adorned with elaborate woodwork,
carvings, and symbols garnering protection from the gods.

The backside of the long house provides a rear wall to the
compound. There are three arrow slits in the back wall on the
second floor. The walls of the Long house have 100 hit points
and a hardness of 6.

THE FiIrsT FLOOR

This space is broad and nearly all open. All the cooking and
communal activities take place here. The west half of the room
is dominated by a large round table with no center. In the middle
of the table is a large fire pit, and there is usually a fire blazing
in it. Many implements of daily use are stored here as well as
weapons and numerous bedrolls. The unmarried adult men sleep
in this space . On the west end of the room is the cooking area.
There are several ovens, a large roasting pit, and sacks and packs
and boxes of foodstuffs. There is also a trapdoor leading to the
basement. At the very east end of the room is a sleeping area
where the unwed adult women sleep. They have a small fireplace,
four makeshift beds, and their personal belongings.

THE BASEMENT

This is a small cramped space. Many dried goods are stored
there with water, mead, meats, fruits and grains. There is a lot
of food. The floor is comfortably strewn with hay, but it is a little
chilly. The community’s wealth is also stored here, in a small
iron lockbox behind the barrels of mead. The box holds 120gp,
400 sp, and 890 cp.

THE SECOND FLOOR

The second floor is divided into upper and lower spaces with
several partitions of wood and fabric. All the married couples
sleep in partitioned rooms or spaces. The Thane’s room is in the
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far east end of the floor. The rooms and floors are sumptuously
piled with blankets and skins of animals. Each space has a
brazier and lantern. The upper floor remains a little chilly.

92 THE STOREHOUSE

Set outside and along the wall is the storeroom for the
larger farming implements, harnesses, and grinding stones.
The backspace is where Tattiana keeps her herbs and other
belongings.

3 THE SHEEP STALL

This is a small pen where the sheep are put up at night, as well

as Felsentheim’s few cows.

4 THe Kreut

This is the village Kreut. Felsentheim was located here because
of the Kreut. This one is rather small, standing only 10 feet tall,
but its base is almost 8 feet in diameter. It is covered in moss and
carved with ancient runes worn almost to nothing by the ages.
The Trottigen who placed this Kreut died on the selfsame spot.
Surrounded by the fell beasts of Inzae’s imaginings, he defended
it until his last breath was drawn. Any character fighting within
10 feet of the Kreut receives a +2 modifier to all combat rolls
(initiative, to hit, AC, damage and it also positively affects any
effective spell damage or healing if cast from within 10 feet of
the Kreut).

4 THE PALISADE

The palisade is nearly 10 feet tall, constructed of the trunks
of thick fir trees (about 2 feet in diameter), and has a parapet
circumnavigating its entire length. The wall has 90 HR

6 THE GATE

The gate is a little flimsy and has not been repaired recently.
There is no parapet on the gate section. It is the same height
as the wall but the logs are only about 10 inches in diameter. It
has 50 HP

7 THeE TOwWER

The tower is a wooden scaffold with a covered and walled
platform on top. It is 40 feet tall and can take 80 points of
damage before toppling.

There is a plentiful supply of arrows, nearly 600 stored
throughout the compound (enough for 12 - 15 flights of arrows).
There are also numerous halberds, axes, bows and shields found
in the longhouse. This area is famed for its large round shields
which the men use to form “shield walls.” There are hundreds
of large planks of wood, 2 barrels of oil, rope, and other sundry
items that would likely be found in any farming community.

Below are the stats for the Inhabitants of Felsentheim other than
those mentioned above. There are 19 Males and 22 females of
fighting age (14 and above), and 13 children.



DEATH IN THE TREKLANT 71






characters aid. If the characters volunteer to help, place them
in the ‘hottest’ spots (inside the long house, on the tower, at the
gate), allow them to organize the defenses, and encourage them
to act like heroes when the time comes.

Most efforts to bring the people of Felsentheim under control
works. They are in a desperate spot and realize it. They defer
to the greater experience of the characters in the running of
the battle. Essentially though, their plans for defense consists
of manning the tower, barricading the gate and using the long
house as the last line of defense. Should the characters decide to
defend the town to the last man they will only be successful with
a little luck, lots of bravery, and wise decisions. Bear in mind,
several of the inhabitants do not leave Felsentheim, no matter
the circumstance, Schildea, Olaf, and Tattiana especially.

A breakout from Felsentheim is likely to succeed as the Zjerd
commander is not prepared for one. The best moment to
implement this would be while an attack on the walls and gate is
occurring (as most of the troops will be spread out and focused on
their particular task at hand). In the event of a breakout, most
of the troops will be intent upon looting rather than killing the
escapees. It is unlikely Preelozjit will be able to control his troops
at this juncture.

Do not allow the complexity of the battle hinder the pace of
combat or the characters central role in it. The entire sequence
should be played with the characters in mind. Their actions
should always weigh heavily and always receive priority.

As the battle commences it is vital that the CK offer the characters
an opportunity to act heroically. For instance, have one of the
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1. Long House

characters outside the gate amongst the field hands, have another
near the gate, or have one on the tower with Taagen. It would
be unwise to ‘overtly place’ them there, but if the players are not
specific about what they are doing, give yourself some latitude
in placing them in ‘heroic’ spots and encourage them, through
NPCs to move to where ‘hot spots’ are likely to be. (For example,
in the morning before the attack have one of the field hands
ask a character to come out and help.) Further, as the battle
commences, the villagers look to them for leadership. They
are adventurers who have braved the Dampfrat. And finally,
at no point early in the battle should a character be completely
overwhelmed, though they should definitely feel a sense of doom.

The attack by the Welfenzjerd (the wolf riding goblins) is a
typical terror tactic employed by the Zjerd. It is not intended
to succeed in forcing the gate. If, however, the Welfenzjerd
do force the gate, the rest of the army attacks in short order.
Otherwise, the Welfenzjerd only attack those in the fields and
easy prey. Their primary goal for the Welfenzjerd is to go up
the road leading away from Felsentheim and keep a watch for
reinforcements. See appendix for Welfenzjerd stats.

DISPOSITION OF ZJERD ARMY
Commander: Preelozjit, mounted on wolf

4 troops: Three troops with 100 regular warriors, 10 sergeants,
4 subchiefs, 1 warchief, and 1 shaman; one troop with 100 elite
warriors, 10 sergeants, 4 subchiefs, 1 warchief, and 1 shaman.
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are not involved, several simple dice mechanics can be used to
resolve combat.

First, depending on the number of troops involved, all troops
should be considered for combat purposes to be on a 5 to 1
or 10 to 1 ratio. Initiative is rolled for each opposing troop
(highest on a d10). For every 5 individuals in a troop (or every
ten, depending on the ratio chosen), one d20 is rolled ‘to hit.’
Take the average ‘to hit’ bonus from the troops and the average
of any other bonus’ and apply to the ‘to hit’ roll. The defending
troop’s Armor Class is determined by averaging the AC of all
the individuals in the troop. A successful hit occurs on a ‘to hit’
roll equal or equivalent to the defending units AC. Damage
is applied as average per weapon type in the troop. Roll the
appropriate dice and multiply the result by the number of people
in the troop and apply that damage to the enemy. The resultant
damage is applied per individual in the defenders troop, the dead
are removed, and the excess ignored. (For example: 5 Zjerd vs.
5 humans. The humans roll a 4 for damage, thus hitting for 20
HP damage. The Zjerd have 4 HP each, 5 Zjerd are removed.
Conversely, if 15 damage is applied, 4 Zjerd are removed - do
not track excess damage.) The defenders then take their turn
to swing. Again, however, all characters and leaders should be
treated individually.

MODIFIERS: All troops defending on a parapet receive a +5
to their AC. All characters defending behind a shield wall
receive a +3 to their AC ( a shield wall requires a minimum of
5 individuals to be effective).

MORALE: The Zjerd have a high morale when they arrive:
80%. For every 20 troops lost, morale drops 5%. When morale
drops to 50%, a percentile roll must be made. If the number is
greater than the current morale, the Zjerd break and fall back.
They regroup after the first failed morale roll and start the assault
again several hours afterwards. The second assault begins with
a 60% morale with the same mechanics as above being applied
for making a morale save. If they break a 2™ time they regroup
and leave. They do not launch another assault at that point, but
remain at the ford for several days until the Welefenzjerd return
and then head back to Klednij. The only exception is when more
than 20 Zjerd are in the town. This indicates a breach and zjerd
moral goes up 5% for every 10 who enter thereafter.

WRAPPING UP THE ADVENTURE

War has been brought to the Graffenvold by those erstwhile
adventurers who crossed the Treklant and disturbed the delicate
balance of power in the realm. The war will have wide ranging
affects with many alliances and conquests soon to follow.

The Zjerd will continue to press to the north. The more
successful they are, the larger their armies grow as neighboring
tribes join them. Grodge’s intent is to move as far north as
Halpveg and get control of the trade route along the Kambria
(the road stretching from the Kambrian Mountains in the West
to the Troke in the East). He will then press on to Isenborg
and attempt to gain control of all the towns and villages of the
Halpvegtier. Importantly, for those who have Vakhund: Into the
Unknown, if Gnarjd was not killed, he returns to the political
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scene. Gnarjd believes he can use Grodge’s success to start
a holy war in the Graffenvold. Gnarjd wants to gain control
of Kreutzmark and presses hard for an attack on that town.
Gnardj can also rouse and gather Chazrim from the far east to
come to the Graffenvold and fight.

The Baron Premiger of Halpveg, realizing his danger, attempts to
sue for peace with Grodge and offers up the southern Halpvegtier
to stave off an attack. At the same time he attempts to mend his
relations with the rulers of Bergholt and Isenborg and draws on
a long standing alliance with the Lords of Firstenfeld to raise an
army. Many troops eventually arrive to help defend Halpveg.
But will they be too few and too late?

The Lords of Isenborg, so great their hatred for Baron Premiger
of Halpveg, immediately offer alliance with Grodge to help
bring the Baron Premiger down. They offer to Grodge all the
Halpvegtier excepting those towns along the Vindig River -
which includes Kreutmark.

The Eleven Meisters of Bergholt are split in their desires.
Much struggle between the Lords intensifies as they know the
decisions made concerning the conflict could have disastrous
economic affects. The warrior caste and several of the noble
houses want to send aid to Baron Premiger, while the merchant
and banking families want to stay aloof from the war and insure
the trade routes stay open.

The towns in the southern Halvegtier defend themselves as best
they can. The bandits (the Magershole Gang) pour out of their
castle in the Dampfrat, follow the armies and its battles, picking
up the scraps and preying on the weak.

STATISTICS FOR ZJERD AND ALLIES

PREELOZJIT is a massive, brilliant, and cruel Zjerd. He has
climbed the merciless ladder of power in the Zjerd realm and
knows his life is forfeit if Felsentheim is not conquered. As such,
if it appears the battle will be lost, he mounts a wily wolf and
charges into combat in an effort to rally his troops.

PREELOZJIT, ZJERD (He is a lawful evil 8" level barbarian
whose vital stats are HD 8d12, HP 81 and AC 17. His primary
attributes are Strength and constitution. His significant attrib-
utes are constitution 16 and dexterity 13. He carries a short
spear, scimitar, splint mail, and a large metal shield.)

WOLF, PREELOZJIT’'S MOUNT (This neutral creature’s
vital stats are HD 2d8, HP 16 and AC 15. Its primary attrib-
utes are physical. It attacks by biting for 1d6 points of damage.
Special Abilities: Trip, Scent .)

ZJERD BODYGUARD, ZJERD X1O (These chaotic evil
creatures vital stats are HD 2d6, HP 12 and AC 16. Their
primary attributes are physical. Their significant attribute is
dexterity 16. They attack with short swords, short bows and
carry studded leather armor and medium shields.)

CHAZRIM X10 (These chaotic ewil creatures’ vital stats are
HD 2d10, HP 14 and AC 17. Their primary attributes are
physical. They attack with a lance for 1d10 damage, a battle



axe and wears expertly crafted scale mail offering a +1 to AC
and carries a large metal shield.)

OLEKOTHEER X1O (These neutral creature’s vital stats are
HD 5d8, HP 27 and AC 16. Its primary attribute is physical.
They attack with a gore attack for 1d8+1 damage or a slam
for 1d6 damage. If ridden in combat, the Olekotheer and rider
cannot both attack in the same opponent in the same round.)

ELITE TROOPS, ZJERD (100) (These chaotic evil crea-
tures’ vital stats are HD 1d6, HP 6 and AC 15. Their primary
attributes are physical. Their significant attribute is dexterity 15.
They attack with short swords, short bows and carry studded
leather armor and medium shields.)

REGULAR TROOPS, ZJERD X300 (These chaotic evil crea-
tures’ wital stats are HD 1d6, HP 3 and AC 13. Their primary
attributes are physical. They attack with short swords, bardiches
or similar weapons and shortbows and wear leather armor.)

SERGEANTS, ZJERD X40 (These chaotic ewil creatures’
vital stats are HD 2d8, HP 8 and AC 16. Their primary attrib-
utes are physical. They attack with shortswords and shortbows
and carry mail shirts and medium shields.)

SHAMANS, ZJERD X4 (These chaotic evil creatures’ vital
stats are HD 3d8, HP 9 and AC 13. Their primary attributes
are mental. They attack with shortswords and shortbows and
wear leather armor. They cast spells as level 3 clerics. Suggested
Spells: Level O: create water, detect magic, first aid, light; Level
1: bless, cure light wounds; level 2: hold person.)

SPIDER RIDERS, 4-ARMED ZJERD X1O (These chaotic evil
creatures’ vital stats are HD 2d8, HP 12 and AC 15. Their
primary attributes are physical. Their significant attribute is
dexterity 16. They attack with shortswords and shortbows) and
carry leather armor. These zjerd all have four arms and are able
to make 2 attacks per round)

SPIDER RIDER CHIEF, 4-ARMED ZJERD X2 (These chaotic
evil creatures are I* level rangers whose vital stats are HD 1d 10,
HP 10 and AC 15. Their primary attributes are physical. Their
significant attribute is dexterity 16. They attack with shortswords
and shortbows and carry leather armor. These zjerd all have four
arms and are able to make 2 attacks per round.)

SPIDERS, SCOUT MOUNTS X12 (These neutral crea-
tures’ vital stats are HD 4d8, HP 22 and AC 14. Their primary
attributes are physical. Their significant attributes are dexterity
17 and strength 15. They attack with a poisonous bite for 1d8.
If a bite is successful a constitution check must be made or the
recipient suffers the effects of a type II poison.)

SUBCHIEFS, ZJERD X16 (These chaotic ewil creatures vital
stats are HD 4d8, HP 16 and AC 17. Their primary attributes
are physical. Their significant attribute is dexterity 16. They at-
tack with shortswords and shortbows and carry chain shirts and
small metal shields.)

WARCHIEF, ZJERD X4 (These chaotic evil creatures vital
stats are HD 5d8, HP 20 and AC 18. Their primary attributes
are physical. Their significant attribute is dexterity 16. They at-
tack with morning stars and shortbows and carry chain shirts
and large metal shields.)

WOLF RIDERS, ZJERD X235 (These chaotic evil creatures
vital stats are HD 1d8, HP 8 and AC 16. Their primary attrib-
utes are physical. They attack with scimitars and carry studded
leather armor and small metal shields.)

WOLF MOUNTS X248 (These creatures’ vital stats are HD 2d8,
HP 14 and AC 14. Their primary attributes are physical. They attack
by biting for 1d6 points of damage. Special Abilities: Trip, Scent.)
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MAGIC ITEMS

TE’ MA’ LOOS: These five rubies have magic qualities which
a detect magic reveals. When the proper command word is spo-
ken, the gems float into the air and begin circling, forming a
small whirling ball of red light. This small ball of light acts as
a crystal ball. Whatever most concerns the character who
spoke the command, the ball shows it. The command word is
in Krung’ Thep and a significant amount of research must be
conducted to determine the nature of the ball and its command
word.

VEERDENTOOT: The mushrooms are called Veerdentoot.
Only a few know of their enchanted qualities. For each mush-
room eaten, wizards and illusionists may gain temporary casting
abilities, or if abused, may go temporarily insane. Each mush-
room eaten requires a constitution check (CL 4) to determine
its results. Thereafter, for each mushroom eaten within 48
hours, the CL is increased by 2. A successful save adds 1 level in
spell casting ability to all arcane users of magic for 24 hours. This
does not ado upper level spell abilities, just more spells to cast. A
failed save indicates temporary amnesia for 24 hours, eliminating
all spell casting abilities for that player for that time. The mush-
rooms, if kept in a dry place, will keep for years. Transplanting
them is difficult. To do so, the mushroom must be placed in the
ground, in a place that stays warm year round (above 60 degrees)
and that receives no direct sunlight, not even dappled sunlight.
Of the mushrooms so placed, only one in a hundred will take.

HELDENTOT: This bastard sword has two magic capacities.
First, it confers a +1 to hit and damage and armor class. Fur-
ther, when the character reaches 0 hit points while using this
sword in combat, the character becomes capable of fighting
even if they are at negative hit points. The character continues
to fight up to a negative hit point value equal to their maxi-
mum hit points (ie: if the character has a maximum of 36 HE
he could continue fighting until he is at -36 HP). If at the end of
combat (or if they choose to disengage from combat) the char-
acter has negative hit points, he is immediately subject to the
normal effects of going negative. If the hit points are -11 or less,
the character dies instantly.

KREUT: When the world was young and the Gods warred
for dominion, Heimdal and Inzae clashed in the skies above.
Heimdal climbed high into the night and wrestled the stars
from the heavens and sent them hurling down at Inzae, the
Earth Dragon. The stars split and sundered upon her back,
shattering into millions of shards that scattered far and wide
across the world. The shards, the Kreuts, have been collected
from time immemorial by the Trottigen Giants and placed in sa-
cred groves and religious centers as an act of thanks to Heimdal
for driving Inzae into the sea.
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GLOSSARY

PLACES OF NOTE

Bergholt: A large city located on the south shore of the Interzae,
near the Graffenvold.

Bierkeller: The largest Tavern in Frisia. Owned by Ronnart
Tonnahor.

Dampfrat: A swampy upland filled with hot springs and geysers.
Primarily controlled by a tribe of goblins known as the Zjerd.

Drazkleed: The Kingom of the Kdyzj. Located south of the
Treklant Creek and west of the Dampfrat.

Dzeebagd: An abandoned fortress centrally located in the
Dampfrat.

Felsentheim: A community of men near the Hilttenford.

Frisia: A large trading town south of Halpveg. Located along
the Unterbasser and where most trade with the Drazkleed is
conducted.

Graffenvold: A great forest on the southern shores of the
Interzaa. The Graffenvold is famed for its trees that are especially
prized for building ship masts.

Jzunad: A recently constructed temple to honor Kleejd. Located
near the Dampfrat.

Jugensborg: A small town located on a strategic crossing of the
northern reaches of the Treklant Creek.

Halpveg: A city located on the Kambreea. The capitol city for
the Halptier.

Halptier: An area comprising most of the lands between the
Vindig River and the Treklant Creek.

Hiittenford: A commonly know ford located on the upper
Treklant Creek.

Imfal: A little known kingdom in the southern Kambreean
mountains inhabited primarily by the Ban’ Thout and Krung’

Thep.
Interzaa: The great inland sea and the center of the world.

Isenborg: A large town situated on the southern Vindig. Loosely
allied with Bergholt.

Kambreea: The road that stretches from the Kambreean
Mountains in the West to the Troke in the East.

Kambreean Mountains: A large mountain range that lays to the
west of the Interzaa and stretches far into the south.

Kragenmores: A large range of mountains that lays to the south
of the Graffenvold.

Klednij: A large Zjerd town located in the Dampfrat. Ostensibly
the capitol of the Zjerd.



Kreutzmark: A religious center located on the banks of the
Vindig River.

Mejketek: A Kdyzj trading post located at the southern terminus
of the Unterbasser.

Shatten Escarpment: A very rocky volcanic remnant that
surrounds the Dampfrat.

Treklant: A large creek that starts in the eastern periphery of the
Dampfrat and empties into the Interzaa.

Troke: An large area of independent city states located located
on the southeast shores of the Interzaa.

Unterbasser: The road leading from Halpveg to Mejketek. It
passes through Frisia and the Vakhund.

Vakhund: A Guard tower on the northern Border of Baron

Premiger’s realm. It is primarily used to tax merchants traveling
to and from the Drazkleed.

Vindig: A large river that flows from deep within the Graffenvold
and empties into the Interzae. Locally known as the “River for
the Dead” and is believed to be a conduit between this world and
the next.

PEOPLES OF NOTE
Geejzdnard: A Kdyzj living in Frisia.

Evanna: The daughter of a powerful merchant, kidnaped and
taken to the Dampfrat.

Glizzd: The Zjerd shaman at Dzeebagd.
Gratva: A powerful captain in the Magdole Gang.
Grodge: Leader of the Zjerd of Klednij.

Jugensborg: A small town located where the Kambreea crosses
the Treklant Creek. Closely aligned with Halpveg.

Keretzeva: This is the traditional father of the Zjerd. Said to have
lead the Zjerd to the Dampfrat.

Klaus: A member of Ubert von Beck’s Reavers. Primarily found
in Bergholt.

Kluard: The Zjerd warchief at Dzeebagd.
Mariont Premiger: The Bergermeister of Halpveg.
Me’ enup: A Ban’ Thout and member of the Tan’ Meth family.

Nipt’ Than: A Krung’ Thep leader seeking to kill the Tan’ Meth
family.

Nidzim: A Kdyzj merchant. He is a cousin to Geejzdnard.
Ronnart Tonnahor: The owner of the Bierkeller in Frisia.

Rothenheimers: A powerful merchant family from Bergholt
that controls the docks. Evanna Rothenheimer is a niece of the

current Meister. Herbert Rothenheimer was Evanna’s father and
he was killed on an attack at Vakhund.

Tan’ Meth: A family of Ban’ Thout currently in exile.

Ubert von Beck: A very powerful and famed pirate plying the
waters of the southern Interzaa.

Tindle: A member of Ubert von Beck’s Reavers. Primarily stays
in Bergholt.

Zapatero: A crazed magician located in Dzeebagd.
OTHER ITEMS OF NOTE
Ane: The God of War.

Geis’ tot: A secret organization, the goals of which are unknown.
They are traditionally described as a Todavian sect of mystical
zealots.

Gdeez: A holy symbol associated with Mortzva.
Kdyzj: A tribe of goblins that reside primarily in the Drazkleed.

Kilbaric: A legendary clan of ogre bandits in the Graffenvold.
Currently a tall tell told to scare children.

Kleejd: A God of the Chazrim. He is commonly associated with
a war, primarily because the recent expansion of the Chazrim
Kingdom in the East.

Krung’ Thep: A lesser race found in Imphal. They primarily
serve as the soldiery for the Ban’ Thout, the ruling elite of Imfal.

Inzae: Used in two manners. Primarily it refers to the world. It
also refers to the Earth Dragon, the creator of the world. (Note,
the “a” is long and the “e” is short)

Inzaen: The language spoken in the areas around the Interzae.
Letario: A God of knowledge.

Magdole Gang: A notorious group of bandits based out of an
abandoned fortress somewhere in the Dampfrat.

Megdzar: The first commander of Dzeebagd.
Mortzva: A goblin god that works as a handmaid to the Fates.

Miiween: A type of snow Fay peculiar to the Dampfrat and its
surrounding regions

Shtroomsh: The God worshiped by most Ogres. Shtroomsh and

his kin play a pivotal role in the pantheon of Inzae as the foot
soldiers of Ane, the God of war.

Sumpfgroll: A race of trolls peculiar to the Dampfrat.

Ungern: A rare race in Inzae. The origin of this foul creature
is unknown. They tend to be solitary and are usually found in
desolate areas.
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UNDER DARK AND MISTY GROUND

Journey on a wild adventure that takes you from Vakhund, the Tower of the Dog, to the dungeons
of Dzeebagd and beyond to Felsentheim and the Dogs of War. This is Death in the Treklant. Now
in one volume, enjoy the brutal adventure that helped launch Castles & Crusades. Death in the
Treklant includes three adventures, played together or separately

Vakhund: Travel south into the goblin kingdoms is always fraught with danger. So many will go only
as far as the Baron’s outpost, the Vakhund, the Tower of the Dog, and reside there in safety while
merchants and others fare their way further down the road. But what happens when the Vakhund
is attacked by goblins, orcs and bandits? A princess is kidnapped and only a dangerous trip into the
dark-infested goblin kingdoms will reveal the answer.

Dzeebagd: Journey deeper into the treacherous goblin kingdoms in search of Evanna, daughter of the
House Rothenheimer. But beware or the maelstrom will drag you into the dark plots that surround her.
Why was her father assassinated? What secrets does she hold? Perhaps the answers lie below, in the
dungeon beneath the ruined tower of Dzeebagd.

Felsentheim: The action-filled, epic conclusion to the Death on the Treklant! You have raised the
ire of the goblin warlord, and you now flee his kingdom with parties hot on your trail. You must
reach the borderland town of Felsentheim, for if you do not, no alarm will sound to harken the

coming of the Dogs of War! Shall you claim the glory of heroes, or accept your doom?

Death in the Treklant is an adventure series for 4-6 characters of 2nd-4th level. It provides intense
action, including a large-scale siege, and it requires heroes of high mind and daring spirit. Such
heroes shall long linger in the halls of memory.
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