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Fighter s Challenge is a one-on=one adventure: it
15 designed bor small campaigns, OF 4% 4 means Lo
give a solitary PC (Mayer Character] some experi-
[ 4.8 4 I:H'l‘url' |I]m Era huirmn im am 1'l|.|.'\..|I|1;..' i _'|III|IJI|:||'I

There are reterences made o PHBE 1, which =
The Complete Fighters Handbook, PHBR] s not
necessary for the ruaning of this adventure, but i
helps to fesh things out

The adwenture is suited for a 2nd- through 4ih-
level warrior PC, or a warrior multi-class l;!lghh;-r
cler, I‘:IF;hH'I thael, ebc. ). A clere or thiet My run
through this adventure, but a wizard is unlikely 1o
survive.,

When running Fighter s Challenge, keep in mind
that role-playving s still important despite (here be
ing only one player and one DM, Roleplay cach
NI'C's |‘H’|"|l.'||'IJII|'|.'. Lat i |.|||:|.I if henchmen are in
violved. Flay up the feelings of the PC being on his
own in an unknown area

Finally, give the player a break. With only one
PC., the margin For error is slim. If the player i
having his PC do all the right things and his luck is
still bad, go easy on him . Instead of killing the PC
an enemy may take the vanguished PC prisones
for example, with a possibility of escape later. A
gang of brigands may be content with merely tak
ing a few of the PC's things

I"Eghlﬂrs {fhﬂ“migf Features

This modiile details 2 small campaign rr\.‘ul\-'i.np;
around the village of Sturmbeim. Stumbeim is cov-
eredd in the first chapter, since the village is the logi-
cal starting point and has the hooks and
background for the main plof

The second chapler deals with the areas between
Sturmberm and the romed tower, the latter l'rl_'ing
the setting for the main plot,

Chapters three through Hve cover the bower
proper, the underground area, and miscellaneous
features respectively.

The tinal chapter covers the subplots, none of
which are necessary or the completion of the main
plot, baut which may provide items, alles, and
clues to make the resolution of the main plot that
much easier.




Sturnheim is a village that has seen better days. Lo-
cated on an old trade route, this village of 2,000
people saw its lortunes decline when the route fell
into disuse

The chamge in Sturnbeim’s fortunes came 40
years ago. A large merchant caravan, which in
duded a gold shipment composed of much of
Sturnheim’s money in its cargo, disappeared. The
gold had been sent away for an investment. The
disappearance occuried on the raad in the eastern
edee of the foothills. Outraged at this boss, many
mierchamt p;u1||.h- oof the surfounding larper cities
collaborated and organized ditferent routes. by-
passing the untortunate village.

Determined 1o restore Sturnbeim's honor and
reputation, a band of eight adventurers combed
the hills looking for traces of the caravan. Four
members of the group died unpleasant deaths in
the process, and the other four found a mysterious
stone sword, but the mission was a failure,

Shamed by their failure, two of the survivors left
town. One of these was a warrior named Kesor, a
man of evil disposition. He was convinced that the
stone sword had some significance, so he traveled
widely seeking clues from sages and libraries

O the two men who remained behind, one
eventually went mad and fled town, and the other,
a thief parmeed Mosot, Ll'FII the stone sword and be
Ean his own research mko the nature of the sword.
ot hiowewer, I.I.r!.lﬁl in the Sturnbetm Vicemily,

Years passed, and Kesor, now an obld man, fi-
mally discovered the true nature of the sword. It is
a key to an old tower hidden in the hills, a place the
caravan attackers could have used for a lair. Kesor
realiped that he had the answer o Sturnbeim’s
pruh'lem_ but he also kaew be was too obd to utilize
this information, so be passed the information on
to his son Valdar.

Valdar returned to Sturnheim and, alter per
torming a series of lavors for the town, won the
proples’ confidence and became Captain of the Mi
litia. Unfortunately, Valdar also struck a deal with
a group of brigands who were barely scraping to-
gelher an existence living on the eastern edge of the
hills. According to the deal, the brigands would ac-
el Valdar as their leader and search Tor the fower
ruins, and in retarn be would iy thern a small sti-
e anid make it casier for the brigands 1o way
lay travelers. The brigands began combing the hills

while Valdar secured his position in town and kept
an eve out for Poot,

Recently, the brigands found the ruins, but they
could not gain acceis, They needed the sword-key,
The robbers 2ent a message to Valdar informing
him of their success

When the PC enters Sturnheim, the brigands are
in the midst of attacking old Pooml

The villagers” attitude toward strangers depends
on the strangers’ actions., Visitors who are reasona-
bly polite and spend gold are treated courteously.
Strangers who act belligerent, arrogant, conde-
scending, and/or who ask for handouts, haggle
ower prices, and make it clear that they have no
intention of spending much money are treated sal
lenly, and may even have to sutfer a 10% to 50%
markup on goods and servioes

Fersonalities

Sturnheim has its share of interesting people.
What follows are the statistics for the MPCs most
likely to be encountered in the village,

Valdar AC 0; MV 12; F7; hp 530; THACD 14; FAT
Ya- D k":r' WIEE RO AL ME: Sir 17, Dex 16,
Con 15, Imst 11, Wi 9 Cha 13: ML 18

Equipment: Cham armor + 1. shield +1, broad-
wesoirad 2 ow I:i.!_-{r + 1. ..ill:_q_qi'.l + [, polion |l_f
healing

Weapon Proficiencies; Weapon and shield style,
broadsword, voulge EET.

MNonweapon Proficiencies: Tracking 9. bindbight-
ing. land-based riding 12, read "write 12,

Valdar is the captain of the militia. A human male
of 30 wears, be 15 a tough leader, and appears fanati
cally devoted to protecting the town, Handsome in a
roguish way, Valdar is quite a dashing figure

He = wLINpAaC levias aof all sl rangrers ||I'I|.I uses his
post s captain to intermogate them and keep tabs
on their whereabouts, Anvone mentioning the bost
caravan inwvifes VETY d [y SCrubing, uhuall}' in thie
form of a pair of militiamen tailing the PC at a dis-
creet distance, Valdar wants Sturnheim's lost trea
sure, and once ke gets it, bhe'll leave the village
Pusravier

Kalidar Hlosterwind: AL 10 MV 12X FO: hp 5
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THACD 20: #FAT 1: Dmg 1-4: AL MNG: Sir 8, Dex
8. Con 10, Imt 14, Wis 13, Cha 14.

Kalidar is the 54-year-old mayor of Sturnheim,
and he has been in office for the past 10 years. Heis
wrealk -wetlled, 1.'.ni|5.' bullied and anxiows bo plhh.r
He remembers the lost caravan disaster, and feels
that il the treasure were found amd  retormed.
Sturnheim’s fortunes would improve, He will ac-
cept the PCs help in finding it, and will give the PC
a 10% linder's tee. (8 cowrse, a5 a matter of row
tire, he wall notify Valdar of the arrangement,
which will cawse Valdar much distress.

Il the PPC obters to hght the centaurs, the mayor
wiill be reluctant to agree. [f Valdar catches winad
that the PC wishes to Fight the centaurs, he will
support them. The mayor will bow to Valdar, The
PC will be paid 10 gp/day.

Tork:; AC8; MV 12; F2; hp 20; THACD 19; #AT 2
Dmyz 1-2 + 2 or by weapon; AL CN: Str 17, Dex
9. Con 15, Int 6, Wis 7, Cha é; ML 15.

Weapon Proficiencies: Punching specialization
cluh

Monweapon Proficiencies: Fishing 6, endurance 15

Equipment: Leather armor, purse w /10 cp, 2 sp

Tork, a 21 wEar obd human male, s the town
bully. His tace bears the scars of many a brawl
making him rather ugly. He makes a small living
selling lish and spends the rest of his time al the
Three Crowns drinking, and causing, trouble, Tork
specializes in using his fists (PHBR1, pg 75). He is
willing 1o be hired as a henchman (5 gp/day
thoageh only if the 1" beats him in a fistfight

Rosamund: AC 4; MV 12: TZ; hp 10; THACD 20
#AT 1; Dmg by weapon; AL RG; S5tr 2, Dex 18
LCon 12, Imt 12, Wis 12 Cha 16: ML 11; 5A
Backstab; PP 45%; OL 44%; F/ET 30%; M5
31%: HS 25%: DN 10%: CW 105

Weapon Proficences: Dagger, sling

Monweapon Proficiencies: Appraising 12, cooking
12, rope use 18

Equipment: Leather armor, dagger, sling and 20
stones, thieves tools,

Bosamund is a pretty, 19-year-old maiden who
is bored with ber town. She is looking for adven-

tiire and romanoe, anad 18 W|||ih|a; b be kired as &
scout (read: thief) for 4 gp/day. She is bright, mis-
chievous, and flirtatious,

Conyme AC 8: MV 12: F0: hp 4; THACO 20: #AT
1: Dmg by weapon; AL CG; Sirf, Den &, Con 7,
Int 9, Wis 5, Cha 18; ML 8.

Monweapon Proficiencies: Pottery 4,

Equipment: Leather armor. longsword.

Coryn is the utterly incompetent, but outra-
geously handsome, son of the village potter. The
20-vear-old man is trying to pass himself off as an
adventurer, and will ask for 8 gp/day. He will lie
about his experience, claiming o be a modestly
successful adventurer. {In fact, the last thing he
k]“t‘d Wk Ay angry ‘I"Ullll"kh't' in J'Itl- IH.'I.!PIH."'“I
When ddn,p'r dew= armve, he will go to picoes

Tregar Bittermowth: AC 5 MV & F1: hp 14:
THACD 20; #FAT 1: Dmg by weapon; AL LG
Sirlé, Dex 12, Con 18, Ine 12, Wis 10, Cha &;
ML 14

Weapon Proficiencies: Two-handed style, light
[} :lnlul‘ll-ll'n IlJIIII‘ LT o ||11!"q'r||..|1|.\ Made

Monweapon Proficiencies: Mountaineering, en-
111:!.\1‘“ ¢ 18 ]mnlm;,; Q

Equipment: Haftle axe +1,
crossbow and 12 bolts, horseman's mace, pursi
w23 pp

|::-|.a!4;' ATTNAT, ||;.:|'||:

Tregar is a yvoung male dwarl warrior who
craves action. He supports himself in the village as
a hunter, Tregar will hire himsell oul for @ gp/day
He 1= extremaely lowval |:|r11"|mr'|'||ﬂﬁl_'!.' brave, and
competent. His only drawback i his tendency 1o
complain aboul everything.

Helak Jestverse: AC 2; BV 12; B3; hp 15; THALD
19 #AT 1: Dmg by weapon: AL OG: 54 CW
60%, DN 40%, PP 35%, KL 10%:; if bard is
singing or reciting, 4+ 1 bonus to attack rolls or
saves, of * 2 bonus to morale; singing counters
effects of songs and poetry; 15% chance of iden-
|||'|..'rI‘.'\, ;..;rl'u.'l.l[ ||ur;-|:-u|- of any Tkt .|.| 1R
May memorize two 1st level MU spells; Sir 10,
[ w18, Cosm 14, It 16, Wis @ Cha 17 ML 13

Weapon Prohiciencies: Two-weapon stvle speciali




Sk, T T -l L e Il\.-l

:'-\..-|||.la.._|||.-' | *rod b ie i ses :".'lJ..'Ill'r 17, & .|!il| Ill
[+ ] |‘||'\.‘_:l". 7 read vt 17 i T 1,

prasing |
Spells: [dermirfy

raerfrap, Gpaed, Fedd PREgic VFFl
_“'-'-"u' ArrgaEges, fridmd

Equipment: Bmg of profection 42, cloak of pr
fection *+2, | ¢ ITEHL PR Y ¢ %1 Pheeves

towls, purse wo L g

Helak s a 21-yvear-old half-elven lad who has a
ATV approa |-| ||'.'|'|' He |-_|..-'\- SIMERNE & :'\ll.l Y il'l;.'
s ||,-_:;| CspeCia VAL ..'.||'|| worung lads Al ..III
dashing pood looks make him a valuable catct
Helak kmows thie Backpround of Sturnbeim
though he will not bring up the subject. Lhiestions
can be anssiered if Lhe

difslrrT | .'o.'“l",' lan by

drinks. Helak pels bored s, and he is always

e b . As a resaalt, he'll
hire at 1L
chare of the treasure, I thi

lusrk st g FosP s ik ML

olfer himsel for ap/day or an eq al
& So¥lifeds shewp, Hielak
posinis ol Ehual he can aclt as the PC's chronscher
s doubt vyou are a bero whose tales must
be toded!” as his favorite line goes, This bard has a

talent lor excessive Flattery, Helak is a proud bellow
unid pelaces a lod OF worll in humsell
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Welcome to Sturnheim

ter, although he was not part of Poot's party. All he
knows 15 that the lowr survivors refused o tell
what sort of beast attacked them, even though
they told the old mavor, who has long since died,

Sereetha Alcors (Werewalfl: AL 10050 MY
12(15): HD 4 +3; hp 32; THACD 20(15); #AT 1;
Lhmg 2-8: AL CE; 5A Serprise; 50 Hit only by
silver or +1 or better magical weapon; Str &,
Dex 12, Con 12, Int 10, Wis 10, Cha 18, {Paren-

thetical stats are for ber werewolf form, )

Serectha s a pretiy 24=-year itled weonman whso fre
guents the inn looking for heroes, Her father s a
vampire buried in the graveyard norh of town
and Sereetha lures adventurers there on the pre-
tense of needing someone bo escort ber 1o the ceme
tery in order to visit her “dear tather's grave.” Unce
she and the hapless adventurers) arrive at the cem
etery, she reverts to werewoll form and joins her
tather in the teeding. Sereetha is demure and quiet
painting the picture of the perfect damsel-in-dis
tress. »ereelha rents a room at the inm.

Mama Chipmunk: This 70-year-old woman's real
name is Maghu, but the villagers gave her the nick
aame due b0 her constant L!htr!t'r'lT‘iH ":;I'I{' ENJOVE
hanging about the inn's common reom, telling and
hsteming to gossap, She knows the town's back
ground thorouaghly, and is therefore a pood source
of rumors and news. She doss not trust Serestha

Average Militlaman: AC & MV 12 Fl: hp 7
THACDO 20; #AT 1: Dmg by weapon: AL any
o]y ML 12

Weapon Proticiencies: Short sword, partisan
club, dageer

Equipment: Scale armor, short sword, partisan,

clulb, dagper, badie of athcs, whstle pliree w
24 sp.

Cr=dluty militiamen travel in ErOLps il three
They act as the village's defense and police force.
The militia is made up il pari-tamers whi hawve
other occupations. Mote that all of the NPCs ex-
cepl the mayor and Sereetha hawe to pat in militia
duty. The whisike 15 a distress sagnal which weill
summon an additional 2dé militia in 1d4 rounds
The malitia are good, honest folks who would ney

er act so selfishly that their village's survival would
b= put in ppopardy.

A little brbery would never put the town in
jenspardy |

Average Brigand: AC 5 MV 12; F1;: hp 5: THACO
20: #AT 1: Dmg by weapon; AL ME: 5A PP
d0%, H5 40%, M5 50% ; ML 12; XI" 50

Weapon Proficiencies: Punch specialization, dag-
ger, light crosshow, shorl sword

Equipment: Studded leather armor, light crosshaow
and 24 quarrels, short sword, club, dagger,
purse w/ Ldb gp.

Ihese brigands come from the camp o the casi
When they enter Sturnbeim. it is wswally to infil-
trate or to get some orders from Valdar, During
these trips, they travel in pars

Sturnheim’s Detalls

The road leading northeast into Sturnheim is
called the Sturnheim road. It B a well-maimtained,
clearly-marked road, paved with granite slabs
The road continues northeast beyond Sturnheim,
but this section has tallen into disrepadr. 1t has been
:|HIF|IH.=.L||!,-' renamed the Forsabken Road

[he town is surrounded by a very old 10-foot-
tall woonden siockade wall, The two gates are
lbocked from dusk to dawn, and are always guard
ed by four militiamen each, The walls ihemselves
are ¢oabed daily wath a shppery resin derived From
a local plant. For climbing purposes, the wall is
considered a Shippery, Very Smooth surface,

1) The Sign of the Three Crosmns,

This comfortable inn has private rooms for 5
gp/ might . Divinks are 1 sp, meals are 5 sp. The com
mon room % the favored gathering place tor the
village, each of Sturnheim’s listed NPCs spends al
beast some of their evening there every day.

Any of the following rumeorss can be heard ot the
Three Crowns. Mama Chipmunk and Helak are
the moat likely source of rumors,

1. A tribe of centaurs dwells to the south, They
have become increasingly more belligerent in the
pasd lew years. | Irmse)

2. Old Poot is the last survivor of a doomed ex-
pedition inte the hills $0 vears ago. (True)
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3. Pooks howse i Tull of treasure collected ||1|r|'r'||.'..
his sdventuring davs. {False)

4. Carbuncle the armorer & insane, (False)

5. Sereeiha is a sweet girl who came to the vil-
lage last vear. apparently searching tor lomg lost
kinfolk. {False)

&. Valdar the milita leader 5 the trus peOwWeEr if
power, Ol Blusterwind s weak-willed and cor
rupt. (Halt True—the mayor is honest)

7. A huge red dragon lives in the mountains (o
the cast, (False—it died long ago)

& Forty VEArs ago, Sturnheim lost most of s
Fortufe bo monsifous raiders. [t was never found
and this cavwedd the village's decline. ([ True)

Q. Sturnheim used 1o bury Ils dead in a grave
yard north of here, It has fallen into disuse in the
last 10 vears, Nowadays, villagers build funeral
boats and release them doswen the river. | [rue)

10, Coryn the polbers 8o is Slurn e s closes)
thing to an adventurer. {(Very False!)

11. Most strangers looking for adventure round
these parts are never seen again. (True. They are
gither eaten by Sereetha and her father, or they just
leave townl.

12. Forty years ago, one of old Poot’s compan-
pons went mad, rode out of fown wearing his fall
plate armor, and was never seen again. { Truel

13a. Five years ago, a swordsman and swords
woman by the names of Orenod and laramai came
into Sturnheim n |'|11|1H of himding the treasure, A
cruel pair, they boasted that they would find the
trove and give none to the city, They left for the
castern hills, and never returned . { Trwe)

13k, Same story ewce that the fﬂup't‘ = ru
mickred Lo have loand (ke brove and contimwed east
{False)

3 Carbuncle Blusterbuckle’s Armory,

This is the town's armorer/ weaponsmith, This
fast-talking gnome will make a suit of armor to or-
der (see PHBR1 pp 4-2). For wares, all he has ready
are two shields of esch avallable size. In the
weaponsmithing arca, he has a good collection o
swords, daggers. spears, polearms, hammers, ax
es, and maces. Carbuncle will also train a tighter
wehao is peady Lo go up an experience level, charging
500 gp times the level to be gained.

3 Miranda the Healer,

Mo one knows exactly how to classily Miranda
People have speculated that she is a witch, priest-
es5, hedge wizard, alchemist, or prolessional heal
er. Im trath, Miranda 15 a bealer whose skill in plal'll
lore enables hir Lo brew polons and make salves,

Miranda sells herbs, including garlic, belladon-
na, and wollsbane, for 2sp/2 gp/4 gp respectively
In Fact. Miranda makes a woltshane ! belladonna
brew lor curing lvcanthropy, The brew cures ly-
cank hllfl-p}' in wictims who have been intected lor as
long as 24 hours, The poticn haz a 30% chanoe of
curing the affliction. 1l ithe brew lails, it will never
work on that particular nfection again. In either
case, ihe victim s incapacitated for Ld4 days. The
brew costs 10 gp/dose, and only two may be pur-
chased by a PC in a week's time

At any piven time, her potion stock includes
four potions of neatralize podsor (5 gp each), lour
potions of cure dissase (5 gp each), six potions of
miirior healing (1d4 hpl, (3 gp each). Limit four po-
tions per customer, no more than two of one kind,
Her healing services cost 2 gp per visit, 10 gp for
s '-'II.I.IHI."l‘:

Miranda is stubborn and hard to fool. Villagers
trust her and her potions, and the strong men of
the village make sure that no one bullies or harmns
her,

Miranda: AC 10; MV 12; FO: hp 4: AL O ; Strd,
Dex 7, Con 10, Int 18, Wis 18, Cha 9

Monweapon Probciencies: Herbalism 18. healing
18, brewing 18, cooking 18

4 Bertryn's All-Coods,

This skore stocks most of the nonweapon / armor
equipment found i the Players Handbook, with
the exceplion of transport and animals, 1t is sold at
a 10% markup for strangers, Foodstuffs and spirits
are also available

Additionally, Bertryn has a broken-down nag
isee DMG pg 36) which he is anxious to unload for
50 gp (or he will hire it out for 5 gp/day)

Bertryn, a paunchy, balding human male in his
early 40s, is full of unasked-for adwvice, most of it
e less. He cannot hq.'lp- buil to wnlerpect ks say sk
a conversation, Stll, many of the village's old men
or ].l.l"!. young men congregate al the store and




EWAP tales and “facts™ that are outrageously inac
curate. Kumors found at the Theee Crown lnn are
alsn found here, though with further embellish
menis

5 Valdar's House.

lhis house is guarded by bwo herce war dogs.
A o rule, Yaldar s home from midnight to sight in
the morning. When he is out, the dogs wander the
house, and the tronl door is locked [Lock quality is
excellent, see DMG pg 36 4 to Upen Doors
rixlls, =20 to Open Locks rolls),

I he following itemns of inleres! can be found in a
locked chest under Valdars bed: a note reading
Toweer Towmd Posd has key (. anodher prart h
ment saying “15 brig. Avg pay 30 sp/month, Cor-
nna 10 iy monik” In .||||;|1|:||="|_ thee ¢ haest coniains
a potion of healing, a purse with 50 aquamarines
worlh 50 gp each, and 20 pp

The dogs. named Vayme and Artree, are mastitfs
well-trained by Valdar. They are kept a little hun-
grv, and will enthusiastically tear into anyone who
enters the house unaccompanied by Valdar

War Dogs (2: AC 6, MV 12; HD» 2+2: hp 14
FTHACD 19: #AT 1; Dmg 2dd: AL M; ML 12; XP

03

&l Mayor's House.

ke nicest siructure in Sturnbeim, there 15 noth
ifgg of inberest here. The mayor can be tound home
from dusk to dawn

7 Poot's Howse.

lhis run-down but comiortable house s a
housekeeper’s nightmare, The fraill lock on the
door s more of a suggesthon than a deterrent {Lock
quality is wretched., +& to Open Doors rolls, +30
b Chpen Loscks rolls), For every tum of searching,
the PC has a 50% chance of finding one of the fol-
lovwing. Ulnee an item is found, || cannol be found
AFaln:

* a purse with 125 gp (his last reserves)

® g ring of wareith (he lost it 5 years agol

* 4 scrawled note: "South centaurs friendly,”

¢ another scrawled note: "The key is the sword,
the swiord s the key! South of Forsaken Boad”

Map & The Abandoned Graveyard
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Welcome to Sturnheim

# an old piece of drawing paper, with many doo-
dies on it. One corner shows a big dragon at-
tacking eight figures, with a scrbbled caption:

W Bl i, bt alid wee KGO0 T

= 4 note writhken on good parchment: . meet me
at the Old Alley tonight and bring the key. |
have ascertained its origin and purpose, plus the
location of the bock, <%

* 3 battered great helm

®* a pamnfing of Pool and his seven adventuring
friends 40 yvears ago. Valdar looks exactly like
his father Kesor

& Militia Headquarters'Constabulary,

This stiome |ru-|-|!|||'|‘.'h i the militia aw-mhhn_r,
point. There is a large foyer for villagers to enter if
Il'lrlr' Bavie lr'||||1|.| I'l_'I.l.lrl:I business, Two MapS
adorn the wall: One of Sturnheim, and one of the
surrounding arca

The building is always manmed by six mmilitia-
men. There is a locked armory room holding 100
of each weapon carrled by the militha, plus 50 swits
ol scale armor,

There are four jail cells for especially tough pris
oners (such as wnruly PCs), plus a holding
dungeon which lits 24

The vil]ag: -e'rnm.lh..-dul',.- roster/roll muster are
qu-pl: in a small locked office used |'H..' Valdar. There
is pothing in the office that would incriminate him.
Consider all lock qualities in the constabulary to

be superior ( =& to Open Doors rells, =40 to Open
Locks rolls)
o Slibll'\.'ullt'r}'.

I'his building will howse a horse bor | sp per day,
including feeding and care.

The Key and the Tower

The following section begins the main adwven
ture, The first encounter happens at night in a dark
alley of Stumheim, preferably after the PC has had
a chance to settle in at the inn. Boxed text s bo be
read] B0 the player

Villainy at Night

The night is chilly in Sturnhemm, and very hew

people are on the street. As you pass an alley,

you hear the sounds of scuffling and a gasping

plea for help, Tuming to the sound, you see
| three dark shapes beating upon a tourth 5hapt
| A -:!apu::t'r blade Hahes braetly

Three brigands are ambushing Poot. The assail-
ants have their backs turned to the PC, If the I
withes to call for the militia, they will arrive in 244
rounds. The l‘l-l':IH.ll'HjH are i hrllllnp; b EMEAEE N
combat, 40 they will attempt to knock out the PC
anidd flee should the IC intervene. The brigands
have the stone sword, and will escape over the
stockade wall to where they have three mounts
hidden, and ride back to the brigand camp,

Should the brigands make their escape with the
sword, they will take it back to the camp and wait
For Valdar, their boss, who will follow them a day
later.

If any of the brigands are captured, they will
Fﬂ]ll-rl' fiy thL_ .J.I'II.I "ll:ﬂll:inlr I\'III |ﬂLl' |.'|.|‘-||H1"¢' i"F Ih‘rr‘l'l
ireleasing them several bours later). One brigand
has a note on him: “Meet the old man in the Old
Alley, take his key and kill him. Leave town owver
the vast wall, arrangements have been made, Go
back to camp and wait for me. -The Leader” The
note is in the same handwriting and paper as the
mote I Poot's house, telling him to come o the al
lev. The odds of the PC getting a brigand with the
note is a base B0%, with a cumulative +10% bo
nus For each extra brigand captured

Pool s dying, and no healing will help him. [
the PC chedks on him, Poot will gasp out: "Ny

houase rapeETs, Sword it key Forsaken
Road through hills. . south at dragon. | fortune. .
do. . el . Val. . 7, then die

Foot's House

I the MC goes o Poot's howse alter the murder,
hee wrill fined it much as earlier described, except that
a prair ol hrig,.am.lt are ales sortmg through i, linake
ing for any more chues the old man possibly had.
The brigands will clash briefly with the [P, trying
their best o escape.




The Forsaken Road

The road that leads mortheast out of Sturaheim s a
witd, windimg affair, overgrown with weeds, Many
of the sbones used to pave the road are elther gone
OF dfe il.l‘ll'll"'lt‘l.l abaoiil st odd Jr'u.:h-t Encoiifibers are
rolled for once per hour.

Mad Challenge

[ About 75 vards up abead, a mounted figure
| blocks the road. The figure is dressed in full
| lield plate armor, including a shield and a greal
helm. Either the armor is orange-red, or it is
L "“'a"ﬁ"i i sk TI"’F “'Jrrh"T h“llj‘- ol Iﬂ“l Lo
pavinbed skyward, a small tattered blue pennani

| hanging limply from the point.
The horse, a bony old nag, appears weighted
down by random slabs of rusted plate barding.
A voice of obviows great age gasps “Halt! I
passage on this road you seck. then due we
mued lill one iz weak!”
The bad poet s Sir Mycklos of Roch, a 70-vear
old cavalier who has gone mad. Mycklos is one of
the erght adventurers who failed to find the fown'’s

treasuire 40 WEArs Agi Ay ToLd Y ke a,'l.I.L'.‘\.H:‘lJ_ H};Lh'-:-
14 the party member who went insane and left the
village in disgrace

For the past 40 vears, Mycklos has been living in
|hl|' !II!IH_ L-I'I'I||I"I‘.; |‘|:I'|'|".rli ,Llur l'\l'i,' 1".I,||'|I|1|l|.g ”lq' Flll;'|'|
tiful game, and guarding the road. The brigands
know of his presence and can easily avoid him
Valdar also knows of Mycklos' existence, buat has
not made the connection.

H!,.I Lllh Favosrikte « AMpPsiie |||;"~| F] I||J|Ir1l.'r ,'1'|I||' biw
the north. There, a small cave beside a stream
srrvis ik Mycklos' home, The area shows signs ol
many cooking fires. The cave contams a bedroll
ail lamp, cooking and eating equipment, bwo
jousting lances, two short bows, 12 arrows, and a
wiogslen Hube,

Beyond the camp ks an area of flat ground &0
'.-'rlll.!'h- Ium.- 10 wards wede, aected '||.'I1L'FF'II.-'.-|*-E by a
lovww wall of stones, Ar one end. there are also Pwios
crude archery targets

In order tor the PC 1o s, B Friiast piviast wilh
Mycklos, If the PC has no horse, he may either par-

ticipate in an archery conbest or 4 foolb lisl, Se

FHBE1, e Bo-BE For detailed rules on pourst ing

Mote that it is not necessary o beal Mycklos,
just Fght ham, IF the PC acted honorably, Mycklos
will allow him by, I the PC s temale, Mycklos will
refuse to fight and allow her to pass. I the PC
somehow manages to beat Mycklos, he will offer
his services as a bodyguard

Regardliss of the outcome, Nycklos will offer
the PC the hospatality of hix camp. PCs who con-
tribute to the feast with wine and/or other oo
will be warmly welcomed,

Nycklos has never stopped blaming himself for
lailing to find the caravan. He B obsessed with
making amends, and he sees his exile as part of his
atomerment

It Mycklos i questioned politely, he will reweal
the following, it by bt
# Whatever took the treasure from the caravan 40

YERFS ARG WS :I-t'fi1'||'lr|'|.' ol hiiima o
# Kesor the warrior was an evil man.
¢ A stone sword was found by the party 40 years

ago, but its function was never ascertained
¢ Half the party was wiped out by a red dragon

Mwcklos is sure Ehat they wounded if, bt he has

no hard proof. The old mayor made them swear

not to disclose the presence of the dragon, for

Fear of camsing the village to panc,

* Nycklos believes that for the last 40 years, faer
ies have been secretly stealing his possessions

imd r!'[l'|.r| L{ghts thein with exack 11';'-||l. s

Mycklos s a peychotic old man. During his hacid
manents, he is brave, resourceful oo COFRPany,
and chivalrous. If he poes along with the PC. he
may prove more of a drawhack than a hq_'lll

Mycklos is based on the cavalier fighter kit in
FHBRL, pp 22-24

Hw.hlmz AT 0: MY 6: Fa |'|]‘l 70: THACD: 13: #AT
211 i |-|-!.- WERPON Al LG: SA Immune to fear,
+ 2 b bt wath Ladee, + 1 to kil woth longsword,
+ 1 i kil with horseman's mace, +4 bonus Lo
saves v, mind-atfecting magic; Str 10, Dex 7,
Con 10, Int 14, Wis 14, Cha 9; ML 20

Weapon Proficiencies: Longsword specialization
medium lance, horseman's mace, dagger, shori
bow, broadsword.

Monweapon [Mrobiciencies: Land-based mding 17
ctiquetie @, cooking 14, hunting 13, survival 13

i



From Village To Tower

lire |.'|1:|||1!i.n;!_ 13, weather sense 13, heraldry 14,
Iphhtn# 13, myusical imstrument, flute &,

Equipment: Full plate armor and shield, great
helm, longsword +1/+3 vs. enchanted or
spell-using  creatures, medium lance, broken
diowen obd medium warksorse,

The Signpost

The hills ahead seem to be getting progressively
smaller, sirekc hll‘l;q_ eastwand into a rolling p]..lLrl.
One hundred vards ahead lies & curious rock
Foxrmmntbon

A PO closing distance to 80 Feet and making an
Intelligence or Wisdom roll (whichever is hagher},
can wee that the farmation vaguely resembles a
large dragon, its head pointing south. The forma-
tion is a mere 5 feet from e north side of the road

When the PC passes within 10 feet of the lorma-
tinn, he hears a growling, gurgling nose coming
from behind the rocks. Should the PC investigate
resd the Fallowing 1o Uhe pla:.'tr:

Behind the rocks is a muscular, siocky man with
shiort, bristly black hair, clad in a filthy tunic. He
is cating a squirrel. Several other 1-.[uirrr|-:- liee el
at his feet. A brautiful gold necklace sparkles
hri.:]'!l:l:,.' around kis meck . The man ks at you
with Feral red eyes and snorts, dutching his half- |
eaten squirrel protectively o his breast, and
crouching in a lense manner. as if ready to spring

The “man” is a wereboar by the name of Ahrne.
He is mew to the area. Ahrne will not attack unless
the PC tries to take Ahrne's squirrels or gold neck
lace away. If the PC offers food, Ahrme snatches it
greedily without thanks, If the 'C obers wine, he
has Ahrne as a friend for life

Abrme will allow the 'O o view the necklace
but he will mot take it off and he will be ready to
slash at the MC at the First sign of trickery. 1§ the 1
or one of his hirelings has the Appraisal proficien-
oy, he will find out that the necklace’s value is 2,000
gp. There is a gold medallion on the necklace
which reads “Sturnheim Caravan Company™ and
is dated 46 years ago

If Alrne is asked about how or where he got the
necklace, he will say that be tound it several days

ago, “near 4 stone man with empty hands”™ He will
take the PC to the location provided the PC foeds
him three meals a day, supples bim with a weap-
on, and gives him a share ol any further lool
found. Interrogation is always an option, but
Alrne can'i give specilic iIRsErecEions or dhrec! ssns,
saying "1 know the path when | see it”

Strapped on Ahrme's back is a round stone dink 2
feet in diameter. This is his armor, so he says, and
b found it close by the necklace, However, he will
not volunteer this information unbidden. It is a
stone shield, used in conjunction with the stone
sword to open the tower door

Ahrme 1% rude, coarse, disgusting, and greedy,
O the other hand, he knows the area and s easily
impressed by well-made armor and weapons. As
long as a PC does not insult o abuse Ahrne and
keeps him fed and/or supplicd with wine, the PC
has a staunch ally

Ahme the Wereboar AC 4; MV 15; HD 5+ 2; hp 22;
THACO 15; FAT 1; Dmg 2-12; AL M; 501 Sibver
or 4+ 1 or better weapon bo hat; ML 13; X7 450

The Door

: After all of your traveling through the rough

| hills, you finally come upon & great stone door

| set into an especially craggy hillside. Loose

| rocks and rubble are strewn about the grownd
arcund the door. A life-sized statue of an ar-
mored man is to the right of the door, with its
back set againsd the hillside wall. The statue's
right arm is upraised over its head, its right
hand grasping empty air, The statue’s left arm is
lifted to its eve-level, with the left forearm held
ol @ il it bore an invimible shield

The door has no keyhole, no handle. The stone
sweord that Poot found ages ago must be Fitted onto
the right hand, and a stone shield must be fitted on
the left forearm. Mo amount of lockpicking, Open
Dioors rolls, or magic will open the door. The stone

keys” are needed

If the PC missed the stone shield and the D3
wishes o be merciful, he may allow a resourceful
PC to place a normal shield on the statue’s lett arm
arid let that work, The stone sword, however, is
absolutely essential!
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The tower complex is the resting place of the lost
caravan treasurne I"-I'I'r'!,l' fiwve Years ago, 4 female
red dragon brought together an unlikely band of
rabbers which consisted of winged monsters: har
pies, wyverns, manticores, and griffons. They
winnild Swoap down on travelers of (he old
Sturmheim Koad (betore it became known 2= the
Forsaken Hoad), lift them bodily into the air, and
fly off to the abandoned tower in the rough hills.

As a rube, the robbers were careful nod to take
too much, so as not to scare away potential trav-
elers. Even at the scene of the robbenes, the area
was picked clean of any traces of a struggle, and no
victims were allowed to survive

A colony of wererats, attracted by the robbers
cast-offs, settled down directly under the tower
Thaw wiere h.lp]'-'.. to live ol the monsters Fhisksapim
and they did an excelbent job of not being discovered.

Forty years ago, when the huge caravan depart
ed from Sturnheim and the red dragon smelled all
that gold, she knew she could not pass it up

Despiie local gossip and speculation, the cara
van's guards gave a pretty fair account of them-
silvis '.l.i'.:rlg misst ob |l EAME S Mamlcanes anid
harpaes,

When Pool's expedition came to the mowntains
searching for the lost caravan, they too gave a
pood account of themselves, better than anvone in
Sturnheim guessed. When the dust cleared, only
the red dragon remained standing, amnd even then
she was mortally wounded. The only other crea-
fures that remained were the offspring of the
W:H}:nl robbers, lelt back at their respective lairs
With no strong leader anymore, the young could
il maltch the dragon’s success, and each species
drifted away from the other and lived its life in its
T WY

Gaining Entry
Omce the “keys” are fitted onto the statwe. read

the following o the player

| With the sound of grating stone, the vast door
slides open to reveal a long tunnel heading deep
indo Ehie eart of e bl
IF the PC enlers, continue by reading the follow
ing 1o the player

[t ks apparent [rom the most casual obsery d.|I1'|I:'I§|
that this tunnel has not been wsed in years.
Hrivsn IA'rl'l.I'\. .Iﬂ-l.l. Fisls O Fa L |i!rl1|.|:.!||'| ihe ok :
and cobwebs hang from the ceiling. Your foot- |
sl b loudly down The tunnel, announcing |
your arrival whether vou like it or not |
The walls are decorated with faded paintings |
af various winged forms attacking human trav- |
elers. A huge red dragon ligures prominently in |
these painbings, as does a tower sel in a small [
walbey ﬂ'l-l'-llf.el“.’iﬂﬁ': are rather orude, with VEry ,
little artistic meerit .
At the end of rl-u- rl.mnl_'| ﬂ.ﬂndf F ] pnr‘h:u”i'& |

The portcullis 5 rusted shut, with no keys or e
vers handy. A Bend Bars/Lift Gates roll wall be
meeced o open it

Dhee b0 an abundance of rocks and rubble be
vond the Fﬂ.rrh'ulln. there s aol much Lo see lrom
the tunnels vantage poinit.

The Courtyard

Making vour way around the rubble, you real-
ize that vou are standing at the bottom of a
bowl-shaped depressson, with craggy hills on all
sides, In the center of this arca. the shattered,
blackened remains of & stone tower sland before
you. Judgmg by the amount of rubble at its ba-
s, it was once very tall, Mow, all that remains is
perhaps one story worth of building, It appears
that the tower was muined by a vast gout of |
flame
The most likely source of the Alames lies be- |

side the ruins: a huge red dragon, stretched oul

like a giant red cat, stares af vou [

What the PC does not know is that the dragon is
pust the dised carcass of ome of the great beasts,
Thas dragon was responsible for the destruction of
hall of Moot's party and the ruining of the caravan,
When Poot's party fought i, one adventurer got a
lucky shot at the beast and delivered a mortal
wound which caused complications several weeks
Later, killing the beast

I'he great dragon has been reduced 1o a hollow
corpse that has been remarkably well-preserved by

a4 groap of permnlaine that wse (e Cancass 4% a Wi
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ondary lair. The tail and hind quarters of the drag
on, as well a5 most of its insides, have been eaten
away, although this is not immediately obvious
due (o the cover provided by the rubble. A pack ol
giant rats, allies of the jermlaine, also dwell in the
CaTCass

The carcass has a one-foot-wade hole which
beads to the jermlaines underground main lais

If it is nigght, and the PC s wandering in this area
either alone or with only one ally, the permlaine
will swarm out of the dragon’s mouth and attack,
preferably while the intruders” backs are turned. A
party of three or more adventurers will be too
much for the cowardly creatures to handle, How
ever, they will [ollow the intruders and swail lor an
opportunity to attack.

A search through the rocks and rubble reveals
one of the following per searcher per tum of
AT hin;:_. Each item can be found only once
= A rosty shield + 1
» A battered bastard sword frost brand
= A rotting leather purse with four 100-gp emer-

||l|'|.iIL

o A robting purse with 50 pp

® A 35 oo silver ingot

# A pold brooch with a mounted ruby (a Brooch
of shieldimg)

o A pime of wizardry (1st level spells)

o A glver batfleare +2

# An old bronse seal of authorty, bearing the
mark of Sturnheim.

"

A very old human skull, cracked open by some-
thing obvioushy very big

s ahould allow the llems most weebul to the
PC to be found first.

The rest of the area has numerous animal bones
strewn about.

When attacking, the jermlaine will primarily use
their blackjacks in an attempd to pummel their vic-
Hm inte unconsciousness, DA dhould wse the
rules for bypassing armor and sapping from
FPHEBRL, pp 65 and 72 respectively Tt the jermlaine
defeat the PC, they will strip him, tie him up, and
leave him to the mercy of wandering beasts.

[he jermbaine were attracted to this ara by the
numh:-r of rats and wererats d'ﬁi‘”inﬁ hrr{‘ Thl.‘
bane-midgs do nol know where the dragon kept
its breasure.

Jermlaine (12: AC 7: MV 15; HD 3 hp; THACD 20;
FAT 1: Dmg 1-2 or 1-4; L NE; 50 Detect invisa
ble/silently moving creatures 50%, 75% unde-
tectable if listened or watched for, Makes all
saves as 4 HD ereatures; ML 12; XP 15

The rats dwell i the carcass and are allied with
the jermlaine. They will attack only I the jerm
laine do. If a PC or ally can speak with animals,
the rats will tell him that more gianl rats live
around here, but those |!‘lr|-|.ll'l,,!.', to the man-rats whao
live underground

iGiant Rats 4k AC 7; MV 12: 5w & HD 2 hp;
THACDO 20; #AT 1; Dmg 1-3: AL NE ; 5A Dhs
ease; ML T; X" 15,

The Ruined Tower

i anyone takes a close look at the tower's con
struction, and either makes a Stoneworking profi-
ciency check, or s a dwarf or gnome and makes a
Wisdom or Intelligence check, they will notice that
the tower appears to have been set rather haphaz-
ardly on this plot of ground, almost as i it hacd
been slammed into the earth by a large hand.

What in (act happened, was that the red dragon,
in the last days of its life, ruined much of the tower,
than lifted uil-..jnlj pruil assde the intact remains, The
dragon then dug a deep hole for its treasure,
poured the loot into the hole, then replaced the
tower atop it slamming it down as the last of its
strength ehbed away, Unfortunately, the dragon
dropped the treasure right into the wererats’ laps.

The odor of offal assails your nose as you ap-
proach the open doorway 1o the tower, the door
| having been blasted off its hinges long ago. Fus
tling novises like the wings ol PIRECNE, B ho |
i from tlu_' dlark |h.lu'|!.1|.

A pair of harpies lives in the ruined tower. The
tower ceiling. nol visible from the outside, s parti-
ally collapsed, giving ihe harpies an aerial escape
hatch. The floor is covered in filth sx inches deep.

The two harpies are sisters, offspring of the rob
ber gang harpies. They still remember those days,
anid il somehow interrogated, they will brag absoeul
their parent’s suooess,
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The harpies did not want 1o stay in this litthe val-
ley, but every time they attempied to fly oul, a
nearby wyvern chased them in hopes of a quick
meal. Now, the sisters are trapped here, living off
small game and the cocasional reckless jermlaine
This borced living arrangement has not done much
for their temperament. Ironically, the wyvern only
visits this area four times each day, and four times
each night, but the harpies are oo cowardly to
take a chance,

If the l'l...tl"_'l:ll,"'. manage to charm the PC rather
than eating him. they will send the PC off to kill
the wiyvern or die tryimg, The only treasure ta be
found i= a handful (200 of gold coins with the
Sturnheim mint mark on them, all dated at beast 41
years ago. The harpies keep the coins in an old,
battered helm

Tl‘l-l.' 11:|'||:.' Enframce boy H'lf I':'l'!'i'" Elp =" I:“-'E'l't‘d
in the harpies’ filth, For the bendfit of demihuman
FCs. this entrance can be treated as a concealed
door, stoncwork pit, or unsabe floor. If all clse
tails, an Intelligence or Wisdom check will reveal
the pit entrance

H.'lrp-l'rl (2 ACT; MV &; A 13C); HIDX 7; hp 28
THACD 13; #AT 3; Dmg 1-371-3/1-6; AL CE
SA Simging and charm; ML 13 X 1,400

The Pit

| Beneath scoops of filth, then large, filth-covered
| rocks, lies a pit as wide as an elf is high. It ap-
pears that someone or something has been at
work smoothing out the pit sides. Drops of dis-
| gusting ooze that fall into the pit travel quite a
| long while before making a “splat” noise.

The pit is 90 feet deep and 5 feet wide; for pur-
poses of climbing. the surface condition is Slightly
~.|i|'||l-,-r:,,' and Rough { =25 pen._:lh_. v Climbs Wialls
1/x climbing rate)

Twenty feet down the pil is a 3-fooi-high funne
branching out, This 1= the jermlane tunnel, which
leads io their lair. A PC making a kot ol noise while
|:|1|1'||'.||n;..1 ||‘1..'|:|l1rr|:t':r:|ng N koG, eic, ) will attract
the jermlanes attention, who will cut the 'Cs
ropes, or attempt to make the PC lose his grip on
the weall

The bottom of the pit is moist earth, covered in

ordure. An Intelligence check will reveal that there
i more Filth here than can be accounted for by on-
Iy the harpies overhead. Lying just a Few inches un
der the surface is an otyugh, The beast lives here
having an arrangement with the colony of were-
rats which live down here, The wererats use this
place a= their waste disposal. A S-foot-high tunnel
leads into the subterranean areas that mark the
wereral termtory.

Ohyugh: AC 3; MV 6; HD &; hp 36; #JAT 3; Dmg
1-8/1-8/2-5: ALM: SA Grab, disease: S0 Never
surprised: ML 14; XP 850

Jermlaine Lair

The only access to this lair, short of shrinking one-
sall, & the horzontal shaft that branches oot Erom the
pit under the harpies’ lair. The tunnel twists and turms
fowr 200 bewl, until @ enck &l & series of four small, 8-
imche-high tumnels. This = the begginning of the jerm
Lairie Ladr.

It a PC actually manages o get into the tunnsls,
the lair has 12 jermlaine plus howesver many were
able to escape from the encounter in the dead drag-
on on the surface

['he jermlaine treasure consists of 920 sp, a black
pearl worth 500 gp, a polion of longeeily, and a
wutkid of 1sorder

Jermladme (12 +); AL 7 MY 15 HDY Y hp: THACO
20: #AT 1; Dmg 1-2 or 14; AL NE; 5D Detect
imvisible silently moving crealures 530%, 75%
undetectable il listened or watched for, makes
all saves as 4 HD creature: ML 12: XP 15
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Wererat Lair
There are 18 wererats dwelling in this Lair. They
hawve p-.|-;|.r-|,1 away the dragon's treasure for their
own benefit. Recently, a team of duergar broke in-
by Lhe tunnels, These evil dwarves learned absoul
the treasure and are now in the process of slowly
taking over the wererat dens
I'he only reason that the wererats have not since
run away from the |1:~n'rrf||] dwarves 1 the pres-
ence of the red |_|r..|i..:|:'|n s heart, which the wererails
removeéd and placed in a special chamber as an ob-
ject of worship, Perhaps the cave is responsible,
perhaps the wererats’ faith = buf, whatever the
reascn, the heart s now magical. [t often Fills the
wererats with bravery and feelings of invincibility.
The only thing the wererats need now is breed
ing stock. Divs can decide just how Far to pursue
this in their games, The wererats may atbempt to
capture the PC and his allies for mating purposes.
The two barricades closing off areas of the com-
plex that the duergar have taken over are made up
of loose stone and rubble and are always guarded
by two wererats and bwo giant rats. I duergar at-
tempt to break through, the wererats sound an
alarm. a wery distinctive, high-pitched squeal.
There is a 10% chance per hour of a duergar raid.
Al of the wererats carry shori swords and dag

RETS.

1) Kat Dens

Each of these rough chambers has 12 common
rats and a strong stench. When a nonwererat en
ters, they chatter loudly as a warning

Bats (121 AC 7: MV 15: HD 1 hp; THACD 20; #A1
1 Ih“H 1: AL N: 54 I.Ii"rl'.n]'"'_ ML A X7

2 Communal Arca

This rough chamber is littered with bones of

small animals and humans. There are skulls and |

an;tr bones d.a'r‘.HHn;:_ from the ceiling as if in

chitcaoe b jam

This is the communal area of the wererats. The
bones are of duergar origin, as this is where mosi
of the pack eat, There 15 a 80% chance of encoun
tering 1d3 wererats, and an additional 40% chance
of encountering 1d4 giant rats in this chamber

Wererats: AC 6; MV 12; HD 3+ 1; hp 15: THACO
17: #AT 1: Dmg by weapon; AL LE; 5A Sur-
|;|rj5.|_- S Hat Lrn|:,.' |.1!.' silver or +1 or betber
weapons; ML 12: X" 270,

Giant Rais: AC 7; MV 12, Swa ; HD 3 hp: THACO
20: #AT 1: Dmg 1-3; AL NE: 5A Disease; ML 7;
X[ 15

A Sheeping Area

This room appears to be a sleeping area. The
-ﬂfmh ol rats 18 p.uhLqu.rl}' bad hl'n.'. I he
chamber foor is covered in Flthy rags, which
are obviously used as bedding. The decor of the
room is rather odd: obpects that ook o be of
value are placed around the room in a haphas

ard f[ashion. Three rat-folk rouse themselves
and face you, |url:i'r|n,g .Lngrih,r

All of the bedding is made up of once-beawtiful
tapestries, silk and other rare cloths, which are re
ined bevond salvaging, Other objects in this room
are: a cracked vase (lormer valee 5 000 Ep). a pow
ter buckler (300 gp). four dented golden goblets (50
gp ea.), and & replica of Sturnheim’s offi il seal
made of gpold and decorated with aquamarines
(10,000 gpl

Wererats (38 AC &; MV 12, HD 341; hp 15;
THALCD 17; #AT 1; Dmg by weapon: AL LE: SA
Surprize: 5D Hit only by silver or + 1 or better
weapons: ML 12 X1 270,

3B} Sleeping Area

This chamber is used as a sleeping arca. as evi
denced by the wadded masses of bedding scat-
tered about the floor. A canopy propped up by
| two wooden poles acts as a resting area for three |
| large wererats, who angrily advance at you |

This sleeping area is much the same as 34, with
the [ollowing exceplions. The canopy is a sheet of
srialliness. The room also has: a chessboard made
of ivory amd obsidian (500 gp), a broken bronee
Lamp, a silver coffer (150 gp). and one velvet-lined
boot. One wereral wears a ring of frev action in his
N,
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Wererats (31
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The Underground Complex

exira healing, one jar of Keoghtom's Oirifmesl,
sl a scroll of protection from undead.

Uinder the carpet lies a trap door. This door gives
access o whal remains of the treasure of the lost
caravan. The treasure consists of: 25,751 gp,
42 99T BpY, 12 diamonds worth 1,000 Ep cach, a
sack of 50 pearls worth 50 gp each, and 18 bottles
of expensive, 50-vear-old brandy (each botile
worth 200 gpl.

Ornod: AC 1; MV 12; HD 5; hp 35; THACD 1é;
FAT 1; Dmg by weapon: AL LE: 5A Surprise;
S Hit only by silver or +1 or better weapons;
Str 16, Dex 16, Con 15, Imt 13, Wis 13, Cha 12;
ML 16; XP 1,000

Weapon Proficiencies: Two-Weapon Style, foil,
stiletio, long sword, main-gavche,

Equipmq:n[; leather armor +2, foi +2, stilelto
+ 1. hoots of -\.J'r|'-fmg sartd SPFTAGING, purse W/

75 pp.

Taramai: AC 2: MY 12; HD 5; hp 36; THALCD 16;
#AT 1: Dmg by weapon: AL LE; SA Surprise;
S Hie un[}l by silver or +1 or belter weapons;
Sir 15, Dex 18, Con 15, Int 11, Wis 12, Cha 15;
ML 16 XP 1,000,

Weapon Proficiencies: Crossbow specialization,
bastard sword, hand axe, dagger,

Equipment: Leather armor, light crossbow of
I,_rrn'n.f #1. 16 bolte +1, 4 bodts +2 bastard
sword, diagmer of wenom, Fing of profection + 1,
cloak of protection + 1, purse w/ 55 pp, I ru-
bies (500 gp ea.).

B Posl Cavern

This huge chamber is a cave Formation taken up .

maostly by a huge pool of water. The walls and |
n*ili.n“ are nnl.lg'l'l stowme, and the nrﬂuml is sand, |
An extremely narrow ledge runs from the east
shore to the Far southern end of the cave, whene
a pair of carved stone stairs lead up to two dark

Openings

This cave chamber is the wererats' source of wi-
ter, and the occasional fresh water (igh to supple
ment their diet.

From the shore, the pool's bottom slopes gently
for about 2 feet. then plunges down 40 beet. The

water, which comies from an underground crack, is
conl and Fresh

At the bottom of the pool lies a water naga
named Rapeesha, She acts as an adviser to the
wererat communaky, and is held in awe i.'-'}" the
wereTals as an oracle,

Rajeesha has a great amount of curiosity, and
weonlld much rather talk to interesting people than
kill them

There are three things that a PC may ask of Ka-
jeesha. The PC may ask Rajeesha Lo let the PC pass
unmobested. attempt to turn Rajeesha against the
wererats, or convince Rajeesha to join the PC as a
henchman. Each attempt requires a roll on the En-
counter Reaction table. A Friendly result allows
the PC to pass, or turns Rapeesha against the were-
rafs, or makes her join the I, Any Huxstile result
makes her attack the PC iﬂ'kh'lhii.a.l-el}'.

Allempts at vither asking Rapeesha to let the PC
pass, or to have her join the PC, are rolled on the
Friendly column at a +1 penalty. An attempt to
make her turn actively against the wererais is
rolled on the Indifferent column at + 3 penalty

Rajessha has a lair st the bottom of the pool,
contaimng 20 pearls worth 50 gp each, a potion of
wailier !n:u|r||||rrl|{. & o faoe o FEra rasisfance, anid o

shield +1 (a bit rusted and dented).

Rajeesha the Water Naga: AC 5; MV 9, Sw 18: HD
7: hp 40; THACD 13; FAT 1: Dmg 1-4: AL N,
S5A Spell abilities as a Sth-level wizard: ML 11;
X 3,000

10 Heart Chamber

I

| The entire chamber is ablaze in a fiery red light,

E which emanates from a leshy heart & feet 16 di-

| ameter. The heart rests atop an oblong marble

| slab. Surrounding the beart are small carved fig-

| ures. Even the air seems to be charged with en-
ergy and, even though the heart does not mowve,
you hear a heartbeal p--umllnl; in your head

Olrmodd and the rest of the wererats did a very,
very stupid thing. The slab is not an altar, but a
sarcophagus belonging to an archmage who origi-
nally dwelled in the tower above. This burial
chamber is the only subterrancan room of the bow-
er which has survived the ray afes ol e
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The archmage sought lichdom, but the formula
did not work as t_"h.FH-I'I:i;'IJ Instead, the wirard's
body collapsed into dust, while his life force and
some other odd magic staved in the vicinity,

The two most profound effects of his attempt are
the unusual preservation of the red dragon corpse
at the base ot the tower, and the enchantment and
preservation of the dragon's heart resting atop the
tomib. A lesser eftect has been the extremely slow
transference of the wizard's life force into the near
est dead body of significant size, namely the red
|.Er:|,|.';|lr'|

As tor the heart, alchemists are always on Lhe
bookout bor dragon parts, especally brains and
hearts, If the ["C decides to keep a small part of the
dragon bor hirmselt, treat it as an amulet which pro-
tects the wearer from fear spells for one year, alter
which it rots and disintegrates.

The Figures around the heart are 32 chess pieces
made of ebony and ivory, worth a total of &30 gp.
They were placed there for decorative purposes
only and have no magical properties.

Pls who just wizh to destroy the heart can do
s, Mo bepefils are gained, and the wererats will
lose their merve, allowing the duergar to easily
overrun the lycanthropes within 24 + 2d12 hours

The exit from the wererats' secret escape tuninel
s cleverly hidden with loose boulders and othes
such debris. A well-hidden trail snakes down to the
AFFa whq'rr tha La R Iurl.m'l Ihrnugh I!hr- hi]ll. encds

The Duergar Sector

The invading duergar have taken owver about a
fifth of the wererats com |'||M Undike the wererals,
the duergar enthusiastically patrol the corridors
they have captured. Patrols are encountered on a 1
2 on Ldé; checks are made every round spent in Lhe
corridors, A typical duergar patrol conssts of two
IJ“L'J'H-.IF an 'ltl:"'d.h"l"‘h. I b'ﬂ' LIIJI'I'H.II are lerocious Jrld
will attack outright anvthing that is not a duergar.
Monduergar attempling to rde o sbeeder must make
a Lamd-based riding check at — 4 penalty.

Duergar (2 AC 4; MV &, HD 2 +4; hp 14; THACD
18. #AT 1; Dmg by weapon; AL LE: SA Oppo-
nents pet a =12 pl_ln.jl'.',- o surprise, duergar get
a *2 bonus on surprise; S0 +4 bonus on saves
v, magk, immune bo paralysis and phantasm

illusions and poisons ML 13- XIP &50
|'L||,:|tp'r|1|_-r|1 Chain armor and shield, light cross
bow and 24 bolts, pick.

Stecders (21 AC 4; MV 12: HD 4; hp 24; THACD 17;
AT 1 ]!T!'l.;.'\, 1-8: AL BN: SA Pest stick bo vietim
50% chanoe-requires a sucoessful attack but wvic-
tim s ireabed as A 10 mimus Dex and mugscal
bomuses; S0 Leagp: ML 11; XP 120

7l Duergar Assembly Area

The chamber is dimly lit with phosphorescent

tungus. The air emells of mold and dirt, minghed

wiith the sweat of bodies and the oil of Lo TR e

A number of small, dwart-ared shapes rise up

tor Face you, weapons gleaming in the low light

Thiz chamber i= used as a staging arca for the
duergar and a guard post for keeping an eyve on the
daves in the chamber bevond. Four duergar are
found here ar all times,

Hessdes the duergar, there are sight short stools,
a crude low table, several pitchers of ale made
from fungus, and platters of meat whose origin is
best nod apeculabed albouat

Duergar (3 AC 4: MV & HD 2 + 4; hp 14: THACOD
18; #FAT 1: Dimg by weapon: AL LE: 5A Oppo
nents get a = 2 penalty on surprise, duergar get
a + 2 bosmus on SUTPTe; S +4 bonus on saves
vi, magic, immune to paralysis and phantasm/
illusbons and potsons: ML 13; X" 650

Egquipment: Cham armor and shield, light cross-
bow and 24 bolis, pick,

Duergar Captain (1 AC 2; MV 6; HD 4 +6 (F4),
|'||.1 36 THALCO 16; #AT 1 Ut'l"lH h}' WEADON: AL
LE ;: 5A Opponents get a —2 penalty on sur-
prise, duergar get a +2 bonus on surprise; 5D
+ 4 bonus on saves vs. magic, immune to paral-
yeis and phantasm /illusions and poisons; ML
15; XP 250

Eqquipmment : Mate armor and shield, hammer, shiorl
sword, broock of chwldime
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# Slave I'em

The stink of unwashed bodies assails your nose,
and the sound of :'l.lw.l||:'||:I chains and groans fill
your ears. Huddled in the dim torchlight are
th ree Bumanoid forme, chained to the rough ca

vern wall.

[his chamber is used by the duergar to keep the
slaves they regure bao clean up debris and remove
rock slides. The slaves are in relatively good shape
since they arrived here a mere fwo weeks ago

Cheery s a haliling thiel who was caughi steal
ing by the duergar, Cheery enjoys the good hife
bui cannot bear to work, thus he turns to thievery

Crook 1= 2 nasty little goblin who was captured
in a duericar batile. All he wants s Lo get out, He
will mot want to be a PC henchman, though he will
ally himself with the PC until the danger is past

Cuarra 5 a female drow warnior, Stunningly
beautiful, proud, and aloof, she will nevertheless
JII!, hersell wiith the PC in order to secure ber free
dom. She will even give her word that she will be a
loval ally for as long as the duergar threat is
present in the complex. Quarra s a pragmatic sort

Cheradoc (Cheery) Busyfingers: AL & MYV 6 | 4
hp 18; THACD 19 FAT 1: Dimg by weapon: Al
CG: P 55%, OL 42%, F/ET 45%. M5 43%
H535%,. DN 25% . CW 7%, KL 20%; 5A Sur-
prise backstab double damage; Sir 8, Dex 18
Con 15, Int 14, Wiz 7, Cha 12; ML 10

Weapon Proliciencies: Dagger, short sword, sling

MNonweapon Proficiencies: Appraising 14, cooking
14, gaming 12, healing 5

Grook the Goblim AC 10; MV & HD 1-1: hp 7
THACD 20; #AT 1; Dmg by weapon; AL LE
ML 10; X 15

Quarra Zolond: AC 8§ MV 12; HD 3 (F3); hp 23
THACD 18; #AT 1: Dmg by weapon; Al CE
S0 + 2 bonus on surprise rolls, may cast dar
irrg [|:,'g|:-,'-'_ faerie fire, and darkeess gach once
et day: ME 5&% . &+ 2 bonus of Lives Vs, Mg
ic: Str 16, Dex 16, Con 12, Int 15, Wis 14, Cha
18: ML 15: XI" 650

@ Arrival Chamber

| There is steady air current coming from within
this chamber, It carries with it the odor of
dwarves and animals. There are several short
human shapes in the chamlbes

Onee the PCs make an attempt to enter the
charmber, continue reading to the player

Inside the chamber. the hali-dozen duergar spot
LRl pr,1l1 Ihril 1.'-|'-|1'\'|-:1'\._ |I.I'||.| -:'|'|..1r|.:|.' SFL '.-'r||

ing lowdly. A group of large spiders lay tethered
against the opposite wall,

This room was the area of the wererat complex
where the duergar broke through. The dark
dwarees now wee 1f as a stagng area hor new armiv-
als, The rosom contains nothing of value, just a bew
bedrolls and Hasks of tungus ale.

1l-|| FasiirT !.I'hi»;‘ll'r'!. AifE 1'1'|'\-:i|'."\1 .|!":|| '|"|IH [gLEld hl'
part of the melee against the P'C unless a duergar
manages (o antether them.

The southwes! corner of the room features a tun-
nel endrvweay B beel in |;||._=|mrrr'r This tunnel .H'-II.I"-\-
downward at a sharp angle, and s the means of
eventually accessing t iz t‘lllt‘TP:-ir"- homelands.

Duergar (4l: AC 3: MV o: HDX2+4; hp 14: THALD
18; #AT 1: Dmg by weapon: AL LE: 5A Cppo
nents get a — 2 penalty on surprise, duergar get
+ I hons on surprise; G #+ 4 bonis on saves
vs. magic, immune o paralysis and phantasm
illusions and poisons: ML 13; X 650

Stevders (45 AC 4; MV 12 HD 4; hp 24;; THACD 17
#AT 1; Dmg 18 AL N; S5A Feet stick to victim
BO% ¢ |'|.j_|h1_--u'-|_||_||r'1_r\. a sucoesslul attack bl vic
tim is treated & AT 10 minus Dex and magcal
bomsas; S0 Leap; ML 11; X1 120

10 The Tunnel

The tunnel is quiet, save for an cocasional faint
metallic clink. A strong odor reminiscent of |
musk and wel rocks and soil hangs in the air.

The duergar, irritated by the lack of 2 decisive
wicbory against the wererats, have caplwred an um
ber hulk and chained it to the tunnel floor. They

10
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hope o wse it againsd the wererats, but for now
they keep it in the bunne] so as not to have to worry
aboat starng into it eves and such

Untortunately, the duergar have badly underes
timated this creature. It has snapped off the chains
E'.ll-ll.!ll‘lH % arms, amnd has burrowed ol tHhe stake
that secured the chains to the solid rock. [nstead of
ERCAFINE 'l..1'p'..'|--. L Ihr |,||'|1!lr|" |1'.:|:.. waiks Ilrh'_ ||\
tering to the duergar plot, hoping to surprse its
bormer caplors as well as getting some of that trea
sure which the duergar seem so mtent on having
The umber hulk is abo intrigued by the wereral
colony, and views (I a8 a potential source of foaod

When the PC first sees the umber hulk, the first
thimg that will be apparent s the chain. Allow the
PC to make an Intelligenoe or Wisdom Check
whichever is more favorable o the PC. I the
Check is successful, the PC notices that the chain
i, in lacl, nol attached to the Hr:-uml 1 the U hedck
i= failed . ot still appears thiat the beast s shackled 1o
the tunnel floor. Once the PC gets close enough

the hulk will attack.

Lmber Hulk: AL 2; MV &, Br 1-6; HID 8+ 8; hp 48
THACO11; #FAT 3; Dmg 3dd  3d4/1-10; AL CE
SA Confusion; ML 13; XP 4 000

11) Duergar Commander

This chamber has a single shom-legped bed, an
owlbearskin reg on the Hisor, and ma ny decora
tioms on the walls. A single lantern with a red
|1_'F|-. CASER J CFfmsoan |.'_I-\.I'|-'¢. lh!’l!ll.“qh-u'.ll !hl- FoEEITY
a glow supplemented by a brazier filled with hot
coals for warmith,

A huge spider sits in one cormer of the room in
what apparently is an area sy up lor the
comibort of the beasi. A single ducrgar o upHies
the room, and he & quite displeased at your
[rresence

[his is the duergar chiel’s room. As soon as the
PC enters, Grekat, if mot surprised, blows a silver
whntle that he 11'|'|l- arcamd Fis neck. This "\-IHl'I.lI
brings 1d4 duergar soldiers in 1d4 + 1 rounds. The
spicker also leaps up and alttacks the intruder

If the chief is interrogated, all he will say is that
hl.' WS BIVen ||-r=.'.|1'|.4=1-.1 ol !hih |"l|,u|'|‘||l:||-|'| | H]'I'L
food and treasure. When his Spees ||11I.||‘r.¢l1ll_-|| II'Ir

wiererals « |l‘.1‘1||||-l|. 4l'l.|‘| |.'|'-'|,T|'||-'J| ol talk of a ||.|'.”;|.'-I'I [
hoard, the duergars oourse was chear Ih;':,' mave
been fighting the wererats for the past fwo weeks,

The room contains a tapestry of two knighits
fighting a blure dragon (worth Z.000 gpl. a com
|'-|1'rr sl ool alabaster sgEOE COntA1ners {warth 1,000
gp). a pair of dice carved from emeralds and fitted
wilh |£_'|I||,| [l ] {weorth SO0 F.I-'I- amdd a locked iron
chest. The chest & filled with 1,000 gp. all of the
coins bedraving the memt mark of Sturnheim. bao
potions of healing. a horseman’s mace +1, and a
setatrisaa] of bodily healfh

Carekal wears a ;,'_-:1||:| chaim amd pencant arosuarl
his neck. The pendant is decorated with topazes
emerabds, rubies. and dsamonds in g starbursa il
tern. The object is worth 10,000 gp. and also

comes from the caravan s losl frove

Cerckat Deathblade, Duergar Chief: AL 2 MY &
HD 7 {F7): hp 49; THACD 13: #AT */z: Dmg by
weapon: AL LE: 5A Opponents get a = 2 penal
bty on surprise, duergar gels a +2 bonus on sur-
prise; S0 +4 bonus on saves wvs, magic,
immune to paralysis and phantasm llusions
amd posons: ML 15 X" 3,000,

Equipment: late armor and shield, short sword
+ 1. hammier +3, amiulet of rosdetection, dast
of mrrisabuiity (4 applications), purse w/ A5pp
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When the 'C emerges from the wereral lair, there
is but one Haal sbstacle. The spirit af the archmage
has taken over the remains of the red dragon. and
is guite angry. The last bew millennia were as mere
minubes to the mage: the last thing he remembers =
his original dying breath, Now, he awakens, fully
sentient, expecting to be a lich, and instead he
|rdj1|'|t"|J in the body of a hali-saten red I-I-r-lﬂ.‘“ﬂ

When the PC passes by the body, read the tol-
bviaring tor the player:

A loud scraping noise comes from behind you,
as if a huge bulk was being dragged along the
ground

Give the PC a chance to act., then continue reading

tir the player
The red dragon i slowly rising, its evelids pain
fully cracking open. The jaws open, and a hol
low voice exclaims, “lf worked! [ am alive
alive!!!” The triumphant tone comes o an
abrupt halt as the dragon holds up a withened
claw and inspects it, a look of alarm creaking
into the draconian facial features. s jaw drops
open in what you would swear was amazement,

Abruptly, the dragon turns around and looks

dovwmn the length of s body, hall of which is
long gone. An unholy howl comes from the
et Baasd Misnoasn] | his Cannaol be! [t was
all planned s0 well! Thicves! Asassins! Some-
QI nu.Fq-nxii'-h- for thiz!” The dragon halis its
tirade as it turms back and looks at you, a leer
now crackling onto its features

Unfortunately for the archmage, his dragon
fosrm has no breath we AP, fao spells, and po g
cial abilities of any kind. The archmage does not
know this, and will certalnly waste the first three
rounds trying to breathe fire or cast spells.

There is a 0% likehbhood each for thi |1':I'!1'|I..I.il'll|"
or the rats to be wtil] in the body when it animates
otfering pe r|'|.|rH somee bruly odd combat Fl"'—"—ll"1|l
Ara

Technically, this dragon s a zombie, a corpee
given unlite. For tarning PUFpHISES constder it a
wight. 1F the dragon body is l'jr"-trl."'}'td readd the
following to the player

As the great beast collapses into a heap ol ru-
iried Flesh and bones, a silver mist bodls up brom
the remalns. Slowly, the mist takes the form of
an old man in robes, holding an elaborately |
carved staff. “You!” he bellows, his face twisted
in rage. “You ruined my chances of lichdom!
Why? | do not even know youl” Suddenly his
| woice is gone, and his form fades, In a few heart-
beats, the apparition is gone

If the PC was farsighted enough to destroy the
I:l-.m,lll.' when he birst came upon i, this encounter

does not happen, but the PC gets a 2,000 xp bonus.

Dead Dragom: AC —3; MYV 3; HD 13 hp 42
THACD 10; #AT 3; Dmg 1-10/1-10/3d10; AL
CE; ML 18; X' 5,000.

Wyvern Watches

Locatec] just 1,000 feet ahead and above the es
cape tunnel exit is a wywvern lair. From this vantage
point, the wyvern can see the tower and the clear
area around it. The wyvern 15 always watching for
the harpies, in case the latter try to leave. The
wiyvern koeps the harpies here for no other reason
than maliciousness

The wyvwern's lair consists of o cave in the hill
side, [ts treasure includes: §75ep, 854 gp. a pofion
of dimsiniubion, cight arrotss #+ 1, an arrosws of drag
on slaying, short bow +2, cloak of eloenkind, ancl
a pair of books of the north,

Whyverne AC 3; MV &, Fl 24 (E); HD 747; hp 42
THACD 13: #AT 2: Dmg 248/1-6: AL NE: SA
Poreon: ML 14: XF 2000

Sturnheim’s Gratitude

I} ke |"|_ t'\-r|:'|;-. Fhuie sl il.ql K b 1‘-I|.|II'|h1II'!|_
the entire village is grateful. The PC is given 10%
of the total gp value of the haul, plus he gets o
keep any magical items found. In addition, the P'C
may stay at the inn free for a month. Any goods or
services purchased in the village will have a X5%
dhscount bor the L.

If Valdar's role in this alfair was exposed, the
gratetul villagers will nominate the PC for the posi-
tion of militia |esder
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The Brigands of the Hills

The brigands’ camp is hidden in the hills north of
the Forsaken Road. The criminals take extra precau-
tions (taught to them by Valdar) to cover their
tracks. penalizing any Tracking attempt with a =4

A series of Hiwve similar wooden huts, a Larger
wooden cabin, and a central fire pit make up the
bulk of the camp. The five buts are homes for the
regular brigands. while the cabin houses Valdar
{when he wisits), as well as Corinna Adontalyn,
Valdar's trusted second-in-command

A cave on a nearby hill has been altered into a
stable For the exghi high-spirited guality horses
p]qll. their saddles and other ri4|in,|;: equipmeni

Chne |:lr|1.;,.dm|. 1% .:Iu...dg,r:q. B HIJ-I!'IJ. du1:|.' al the
mouth of the cave/stable. Two pairs of brigands
patrod the camp's ouler perimeter. The bandits pa-
trol in shifts of eight hours

Each of the five huts contains 3d4 = 10 sp, a ta
ble, a small brazier, several pounds of coal, a
hoosded I.inl:'rn_ t‘l,“hl Flazks of ol and a Flint and
steel. There are also three of each of the tollowing:
bedroll, knapsack, blanket, waterskin, and chair
The huts have makeshitt doors with poor quality
locks (+4 to Open Doors rolls. #15 to Open
Locks rallsh on them, though the brigands usually
Esk bar 1|'|r dosnrs on the imsde,

I'he cabin has a normal leck on it (no bonuses
penalties), and can also be barred on the inside.
The interior is just one large room, with hooks to
sel up privacy curtains it needed. Furnishings and
equipment includes: two beds, a table and twao
chairs, a fireplace with plenty of firewood, hooded
lambern, sin Hasks of oil, and several chanpes o
clothes (cloaks, boots, shirts, pants).

The masonry of the Hreplace contains a b
stone, which comceals a |,g|'-|.:r ke that haobds the
camp'’s treasury. A fireproof keather bag contains: 250
o8 30 4 50 apates (10 gpeal, a scro|l od ErodErtion
from urdead, and a pofion of freasure finding.

Unbeknownst to Valdar Corinna has estab-
lished her own secret hiding place, under a loose
board next to her bed, In this space are: 54 gp, 67
=p, 12 pp. a poteon af BUSPOUSE form, a pofon of
healmg, an onys dog fgurme of wondrous pouser
{she s unaware that it is magicalh, and a letter from
Valdar, The letter, addressed o Corinna. savs that
he suspects that the town's treasure is in the hills

somewhere. and azks her to lead the brigands on a
search bor it Yaldar promises that the militla will
never harass the brigands, and that he wall person-
;Il-,.- wiw Lhal they cam ¢ limb over the stockade sale-
1'!.' Tl'lf Il_'tlfl' b3 I‘I.Ill_"l.l two years ago
Valdar told Corinna to destroy the letter, bul she
has kept it as an opportunity to blackmail him in
the future, if need be
I the brigands managed to make it back brom
Sturnheim with the stone sword, it will be in the
fireplace recess,
Corinna & a moderately attractive half-elven
woman in her late 20s. She is a calculating, devl-
ous, yeb unfhachingly brave adventarer. Corinna
always seeks an advantage, or al least a way o
make a prof,
[F Corinna is :|n'|1:'rr|l1.'..|!|'|.|. s vl peveal
& Valdar is secretly her accomplice, and be has the
briganids looking for the lost caravan's treasure,
* The brigands recenlly tound a likely site of the
treasure (the entry to the tower areal, and re-
layed the information o Valdar, who kmowes
where the key =

& The key is the stone seond

* Valdar makes sure that the militia is not patrol-
ling the places where the brigands happen to be,

= A eroup of centaurs in the south woods have
caused [he brigands much griel

Brigamds (15 AC 5: MV 12; F1: hp 5;: THACD 20:
FAT 1; Dmg by weapon; Al NE: 5A PT: 40%:;
HS 40%; M5 50%: ML 12: XP 50,

Weapon Proficiencies: Punch specialization, dag
ger. light crossbow, short swond

Equipment: Studded leather armor, light crossbow
and 24 quarrels. short sword, club, dagger.
purse w/ 1dé gp

Corinna Adontalyn: AC 3 MV 12; F3; hp 21;
THACD 18; #AT 1; Dmg by weapon: Al ME;
Sir 16, Dex 16, Con 12, Int 11, Wis 15, Cha 14;
ML 16; XPP 1,500

Weapon Proficiencies: Punching specialization,
ligtht crossbow, bastard sword, dagper.

Monweapon proliciencies: direction sense 16, fire
badlding 14, nding land-based 18, ruaning 6,
tracking 15

Equipment: studded leather armior +2 basfard
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gword *+17%#3 va Iy Jﬁl‘hl‘ll!"t"'- and '\l‘l.‘l-FH'-
changers, light crossbow +2, 20 bolis + 2. dag
EET. purse w30 pp

Fangflight

Fangtlight the manticore is ugly ¢ven as lar as
manticores are concerned. This, coupled with his
foul disposition, uncouth use of the Common lan
guage, and longing for the good old days of plenti
ful pillage, make for a truly dangerows, inswlting
and downrgght dsgusting opponent.

A cave high up the shope of 4 rocky hill serves as
his lair. Fangflight wears a leather collar that acts
as a ring of feather falling

Fangtlight does not attack an opponent immedi
ately, but rather engages in abuse-laden dialogue
with the intruder. culminating i a demand for
three good reasons why the manticore shouldn't
just give the PC a slow, mossy, painful death, A
hefty (1,000 + gp) bribe, a magical item, and two
O [Tore II'HI-'lll.L"a il ||q|,||.'-r' fre |h|l1.' h"l!‘ll'l.l resons

It somehow the . manages to coax inbosma-
b ol of F-"""F-l'['l'il"'l he gets the following: the
tate oof the caravan, the location of the tower, and
the fact that there i= a red dragon living there

Fangflight: AC 4; MV 12, Fl 18(E); HD 6+3; hp
27 THACO 13 #AT 3 Dmg 1-371-371-8: AL
LE: SA Tail spikes 16 dmg: ML 14: XF 1.400.

Treasure: 349 gp. plate armor of rage + 1, stone of
good luck, helm of comprehending larnguages
[actually looks ilLl’ a4 Apttoson and that is what

Fangflight wses it for!).

The Great Misunderstanding

Miranda the herbalist often needs the rare plants
and roots that grow in the sylvan woods south of
Siurmheim. She wometaimes hares villagess Lo collect
the plants, but thanks to Valdar's rumor monger
ing, most are afraid to enter the woods anymore
Miranda is very interested in hiring a PC (she will
pay him in potions and services) to collect some
Fare |'.||..m1||. from the center of the woods

A tribe of centaurs dwells near where the plants
grow. The centaurs have had clashes with Valdar's
brigands and they are convinced that it is the vil-
lagoe itself that bears them il will

Thus, the centaurs have been preparing for war

against the willage. The current tribe consists of 12
adult males, 24 adult females, and 10 foals. The
centaur's community consists of 13 huts, a central
hearth/cooking fire, a well, and an area set aside
for the growing of rare plants and herbs. This area
kas the plants that Miranda seeks
Surrounding the lair is a cleverly camoultlaged
wall of thoms and thistles. Anyomne who unwil
tingly crosses this barrier must save vs. breath
weapon or take 2d4 points of damage from the
thorns, A successful save resuls in half-damage. A
MC who can Find/Remove Traps, or has the Sel
Smares, Survival, or Tracking proficiencies i al-
lowed a check to see if he notices the brambles be
fore hitting them
Whether the save was made or not, it takes the
N 1d4 + 1 rounds o exiricale hlll‘l.u'l!_ .l]th-lllll.l{l‘l ke
will still not have gotten through the wall, If the
PC wishes to make his way forward through the
thorn wall, the amount of time is doubled, and the
PC takes an additional four points of damage, with
no save allowed
The wall of thorns has two safe areas: on the
eastern and westernmaost portions of the perimeter,
There is always ome centaur guarding each gap.
There are always two pairs of centaurs patrol
ling the woods. Thereisa 1in 8 chance per turn for
the I'C bo encounter a centawr pair, If the PC gets
caught in the brambles, a pair ol centaurs arrwes
in 1cd rounads
Whatever the circumstances, read the following
when the PC arrives within sight of the camp
A great circular |:'|l|-'lr1|.‘|,g strelches out before
you. The grass is neatly trimmed, and all the
trees at the edge of the clearing have been care-
fully prumed, Owver a dozen wooden huts dot the
landscape, with a large cooking area with a
stone well in the middle of the clearing. One ar-
ea of the camp appears to be a garden.

The occupants of the camp are everywhere
Powerful-looking centaurs draw water from the
well, drill with spears, or tend the garden, while
young centaur foals play tag with each other or
create minor mischief

As the centawrs notice you, the activity halts |
as centaur mares hurmedly gather their young to
their side and move toward the huts, The male
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centaurs, spears, bows, and clubs at the ready,
stare al you with hostile suspicion and begin
closing range,

The chief of the tribe is a young, powerful stal
lion named Heeerhah, He has not been chief for
very long; the previous chid died of old age a week
agn. Heeerhah is harsh, but fair, He wants what is
best for ihe iribe, and currently humans ame a
threat

Regardliss of how the centaurs met the PC
Heeerhah will be caubious and wery suspicious
The PC mast win his trust, and there are several
ways of doing this.

& The "L must make a distinction between him-
self and the brigands. In the centaurs’ eyes, all
humans are alike

* The PC must make a dstincton between brag-
ands and villagers, as the current centaur senti
rment i o go nte Sturnheim and just slaughter
eTyone

& |f the PC has already eliminated the threat of the
brigandds, he must farnish some sort of proof

#® The PC may ofter his services to gel to the heart
of the matber. The centaurs accept the offer and
give him four sundowns to solve the problem

® The PC can ask the centaurs why they are so
hostile to humans, allowing the chisl the lasury
of airing his grievances in a manner much laced
wiith caths and insalis,

The P can bHind oul the InIIu'.-umt EFim
Heeerhah

# The centaurs have clashed with cruel men who
come from Sturmheim at night and either take
the Forsaken Hoad or skulk along the borders ol
the centaurs' forest

® These men hesd northeas? into the hills. Somae
times they ride horses, taking care to hide them
at a spodt just outside of the village

= {Ine man, who looks more powertul and intimi-
dating than the rest. comes and gors often, i
|III.-'-|‘\.I.-'IJ_ the centaurs descoribe Valdar

& Some of the men even found he cenlaurs’ trea-
sury and stole most of it. This was what fostered
the conslraction of the thorm wall,

If the PC has come for Miranda's plants. the cen-
taurs refuse to part with them, and not even gold
will change their minds. The PC must fight
Meecha, a tough centaur, to earn the right to take
the plants. The combat is nonlethal, and most
likely it will be a wrestling match. 1f the PC has
offered to help the centaurs. they will give him
whatever plants be needs, plus a centaur compan-
ion, namely Meecha, who will stay with the PC un-
til the problem is solved

If the PC refuses to deal with the centaurs and
wishes to look for the plants growing wild in the
forest, a skill check must be made every hour, us-
ing either Agriculiure, Herbalism, or Suorvival, A
successiul check nets the PC a tenth of what he
nercls

Chief Heeerhah has a medium shield, wiednar
bance +1, and a longsword +3. The tribe has no
treasure worth mentioning, the brgands having
made off with It (about 2,000 gp worth)

Meesha is a big, ugly, and stupid centaur stal-
lion, but is a steady companion. He loves to wres-
tle, amd it be has b0 hght the PC, he will use
wrestling as an opening tactic (see PHBR1, p 73)

['he centaurs are equipped with spears. compos-
ite longbows, 30 sheal arrows, and clulbs

Average Centaur (108 AC 5; MY 18: HD 4; hp 24;
THACD 17; #AT 3; Dmg 1-6/1-6/and weapon;
AL NG: ML 14: XP 175,

Meecha: as above, plus 5ir 18, Dex 15, Con 18, Int
6, Wiz 9, Cha 5: ML 16.

Weapon Proficiencies; longbow, club, spear and
wrestling specialization.

Monweapon Proficiencies: Hunting 8, endurance
15, =et snares 14

Equipment: Composite longbow, club, spear, 30
sheaf arrows, 50 feet of ropee.

Chief Heeerhah: AC 4: MY 18 HID 5 h|l A5:
THACO 17; #FAT 3; Dmg 1-6/1-6/and weapon;
AL NG: ML 17; X[ 350,




Daddy Knows Best—
Maiden in Distress

In this subplot, Sereetha Alcoris, the werewoll
attempts Lo lure the PC into the abandoned grave-
'...,||\] ] ||‘| of Ehe v I"..:.F-r :"'Ilr '-"-I“ e Al 'h-.-‘w- g il
the Three Crowns Inn, looking !"I"[I-ILH-- and in dis-
tress. If the PC does nist approach ber, she will ini
tiate the emcounter herself. In any case. read the
P |||||1\.|I|;.' Bis Lhui Payer

Sereetha Alcoris, the pretty young woman stay
img at the Inn, has been wandering the commaon
room aimlessly, a look of distiess on her lace
As you sit bace bo bace with her, you can see thal
her eyes are puffy and red from orying

It is metting so that all of the backbomne ol
Sturnheim has given way she murmurs, half-
Al | wish Lo do 18

to pay respects to my dear Father, who & no

angry and hall-grief stricken

|.'\.-'I.'|r amaong Ehe living He lavs at the
Sturnheim gravevard. the abandoned one Lo the
T '|"'-|' WY 1% Fnar .|| i ke with -i.lr'.'- ™

and none here. she says bitterly as her eyes

sweep the commaon rosom, with every man whis |
meets her gaze lowernng his head in shame, |
Momne here have the nerve 1o esoort me there

She leans over to vou putting her soft hamds
i TS i.:|||.:.:|-\. ol T Toas are moel o this wil
Lage, so wou do mot bear its taint of cowardice!
Eacort me there, for when mv Father died | hie left
e -.-..,-||-|_||._--,.|_|jk_-.j tor, and | have no one in lite
o I..|'|_ir|' | '\.I.'|'.|| Mo ond

If the PC s female, Sereetha will instead ap
proach the PC with the “All of the men in this town
are cowards, so | come to a sister in my time of
P i '.':-\.H.||.'.| shi |~|I|| stall odber a "l"-'-.l'li

Ik the [PL accepts Sereetha will be delighted, and
ol g pl il thal they leavie at |'||.:|'" I e et ning I hae
cemetery is a 10=hour journey. regandless of wiheth
||||' "'«I-\.l"h FI'II"-' & T
dense to allow faster movement.) [he P'C may
ask tha patrons of thee smn why none of them hawe
BT CY TN e Sereetha. With heads humg dowwn,
and voices an embarrassed mamble, th

e on ool or horseback

IslDmeTs

relate all sorts of horrors that i osedly dhaell In
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the gravevard, DdVs dhould feel free o let loosse
with the most absurd storses that a superstitious
mind could concerve

Il the PC asks why the graveyard is so tar away
the reply is that the town founders were worried
aboast undead mot hat ANVONE has ever seen any
or had confirmed reports about them.

The North Forest

Unlike the sylvan woods to the south, the Morth
Forest is a thick. chaotic growth of trees and un-
derbrush. The going & slow here despite a dimly
perceptible trail that leads ko the gravevard. There
are several points of mterest in the forest, which
are outlined following

A} Whoooo Goes There!

Ax you megolate your wWay through the demnse
wioods, a mournbul hooting comes brom ahead,
tor your right

If the PC closes in, continue reading the descrip-
thom bo the player:

An owl lays on the ground, with its left wing
splayed out at an awkward angle instead ol
folded against its body, The tail end of an arrow
shaft sticks out from under the left wing. The
bird looks at you and hoots again

Sereetha will ecommend thal the poor beast be
put out of ws misery, If the PC tnes instead to help
the bird, it flies up into the air and the broken ar
row shaft falls to the ground, This 5 actually a
ruse: the owl was testing the PC's nature

[Put me oul of my misery, indeed! Giving up
hope a bit boo guickly, are wel” the owl asks re-
proachiully in perfectly articulated Common
“5till, | appreciate your desire to help, kind war-
rior, rather than just giving up. What do you
seck here, where no humans have tread for
many a moonrisel”

The owls name is Doohooroo, but will go by
the name Mousebane if the former is too difficuls

to say. Mowsebane is a hllLlrip; owl o greal wis-
dom, and she is currently looking for a lucky band
of humans bo gain the benekit of her greal wisdom.

Sereetha will do her best to convince the I'C that
the bird is not worth having around. She will even
make hints that “it is hard o share thoughis of a
personal nature if there is a third party present!”
Thanks lo Serectha’s “mercy killing™ remark,
Mousebane is already soured toward her.

Mousehane knows that an owlbear prowls in
these woods, and that a graveyard lies north of
here, though the place is partially sunken into a
S ammip. [he swamp, bocabed west of the Brave-
yard, has slowly been encroaching eastward, and
Moussbane will give a lecture on wetlands and the
ronsyveiem, whether asked to or not

Mousebane s a female owl, She speaks Com
mon, black dl.'.lHI.IICI'I, centaur, eff |'|J|H.in;.1, and Dry-
:II.I!l.. :~I-I"'||'H.'.'|||.|'|1' ||.IW"!|'I- [NES o ] Wllrl.l'h liw Sl i
something which normal tolk would epres in
four, She i= exceptionally intelligent, and enjoys
talking. Il asked politely, she will accompany the
M

Mousebane. the Talking (wl: AC 3 MV 1. Fl
AG(C); HD 242: hp 12, THACD 19 #AT 3
Dremg 1-4/1-41-2; AL LCa; SA Swoop; S0 Mev-
er Surprised; MR 20%; ML 15; XI" 975

B Bear Facts

The air is filled with a buzring noise, punctu-
ated by a tew snubfles and growls, The nose
comies from a poant ahead.

It the PC closes in, continue reading the bollow-
ing to the player

A |'|1.|,‘u' black bear leans againsl & hugee oak. its
paws waving at a large opening in the tree
trunk. A cloud of bees hovers about the hole,
from which a golden liquid oozes. The bear
turns and looks at vou, sniffs the air, and re-
turns to his task

If the PC helps the bear get the liguid, which is
honey, the bear will follow the PC into any situa
tion that does not involve undead (al the prave-
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vard, the bear would wall patiently at the edge of
wholsome ground). Should the PC abuse the
bear, it will snarl and amble off. If the PC attacks
the bear outright, it will defend stself,

The bear will Follow a ranger PC whether oF Aol
the wearrior helps the bear get the honey. [he bear
knows ranpers. and knows that they make good
companions and can find food easily, It still won't
go mear undead, however,

Helping the bear get the honey involves dealing
weith a swearm of ANV bes. Anvone attem plang Lo
gel lo the honey is stung for a number of hil points
equal to his armor class divided by two, rounded
upr. Smoke and fire will drive off the bees with no
damage done Lo the party.

Should the bear and the owl both join the party
Sereetha, her temper showing signs of wear, will
mutber how things have turned info a menagerie.

Black Bear: AC 7; MV 12; HD 3+3; hp 26:
THACH 17; #AT 1-3/1-3/1-6; 5A Hug: AL N
ML 1; XF 175,

O Ohwls, Bears, Uwlbears

O o your left is & group of old tree trunks
They are bare of any leaves, but they appear to
have been placed 1ogether to form a glant bean
tiv. A few bones I.r!.' scattered in front of what
wirems o be an OprnIng., amiddl an odor of rodtimg
Hesh wakts over bo you.
This is the den of the owlbear. and it will certain
Iy smell the PC and come out charging. The PC
willl motlce tracks of a very Large beast if a Tracking
roll = made. [F Mousebane is with the group and
the bear has been encountered, the owl will say:

“This is eminently logical. First you meet an
owl. then vou meet a bear, now you mest an
owlbear, Very logical, very logical indeed.
[Hdn't _:.urpri-:.t miee, not a2 bit! | eould see this
coming a mile away! You had better do some
thing, since the chap looks rather hungry. Mind
it's hug, it's an embrace you don't want to havel
Juest as dangerous as hers!”, Mousebane looks al
Cereetha, who frowns at the owl

S oumebane does nod have a clue as to Serectha's
true nature. Her last remark was simply a sarcastic
il at the woman

I'he owlbear has some booty buned beneath one
of aix p-|1':~ ol bones. The treasure includes: a pold
bracelet (500 gph, an opal (500 gp), amwlet v, wn-
dead (6th level effect), ascroll of protection os. wn
dead, and a dagger +2

Owibear: AC 5; MV 12: HIDS+ 2 hp 22: THACD
15; #AT 3: Dmg 1-6/1-8/1-12: AL N: 5A hug;
AL 12; XF 420

The Graveyard

Sturnheim’s leaders, out of tear of possible un-
dead, decided that the cemetery should be Far from
the willage. The problem with the Sturnbheim
graveyard m that it was built close [0 a swamp-
land. As the vears went by, the swamp spread eas!
ward, the momsture leeching mbo the grawg.-'.ird

The cemetery occupbes a square plot of land, 500
yards on each side. The swampland has claimed a
section 300 vards bong and 100 '|.'.11|.|-. weide, the Far
western Fifth of the total area. The Alcoris crypt is
lscated in this section

All movement s halved in this marshy area, and
the [ must make an encounter check every
round on 1dé, with a 1-2 Indicaling an encounter.
Eoll 1d8 on the following table

1 A rotting coftin Hloats by

2 A glant leech attaches itsell to the I'C

3 PC falls neck deep into a sinkhole.
50% chance of losing an llem

4 Yellow musk creeper and zombie

5 1dé noormal rats

] 1-2 piant rats.

7 Swirling mist resemnbles a human shape, then
disappears

o 1 ghoul.

Giant Leeche AC 9; MV 3, Sw 3 HD' 1; hp 8:
THACO 19: #AT 1: Deag 1-4; AL MN: 5A Deain
blood: ML 7: XP &5

Yellow Musk Creepen AC 7: MV 0 HD 3 THACD
17; #AT 2-12; Dmg Special; 5A Gas; 5D Im-
migne bo mind ..:I'FFI."'I'III'I?{ t[Ir||-\-, ML 20- X" &50.

Yellow Mok Zombde: AL 10 MY &; HL 2; h]:" 15:
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THACD 19: #FAT 1: Dmg 1-8; 50 Immune o
mind-atbecting spells; ML 20; XI* 125,

Ratss AC 7: MV 15; HD? 1hp; THALCD 20: #AT 1;
Dimg 1; SA Disease; AL MN; ML 3; XI' 7.

Giant Rats: AC 7: MV 12, 5w é; HD 2 hp; THACD
20 #AT 1; Dmnag 1-3: SA Disease: AL NE; ML 7
P15

The woods that you have been traveling
through fall away abruptly as the ground slopes
gradually downward and becomes progressive-
ly moister. The air 5 heavy with a deep mis|
which carries the fetid odor of swampland.

Your destination, the graveyard, stretchas to
the northeast and northwest, A great iron fenoe
blocks casual entry, and a huge granite arch-
way, fitted with a gate, seems to be the only way
in. The gate and Femce are OVETEITWT i rll.ii:\'[":
with clinging green vines and moss,

Numerous headstones, obelisks, and crypts
poske out of the mist, like tiny slands in @ sea of
for. Points of light thcker through the mist

Tor the west, a vast swamp extends as [ar as
the eye can see

Serevtha explains that the lights are grave can-
dles that magically cast lights that mark a grave of
special reverence. Mousebane will announce thai
she does not like this place, and asks that everyone
turn back immedialely. (4 cowrse, Seveetha will
guide the party straight to her father's crypt.

There s one feature of the cemetery thal is ol
possible benefit to the PC: a granite chapel which
stands in the center of the cemetery, [his generic
chapel has been consecrated to good deities, and
has a profection from evil and protection from un
dead cast upon it. Mousebane knows of this place
arvd will mention it to the PC

A) Ghouls of my Dircams

As you pass a particularly chaotic jumble of
toymbestones, the ground i Front of them erupis,
and three horrendous screeching humanoids
lunge at vou, their strimgy grey haie trailing
cemetery dirt. The gruesome duo approasches,
opening mouths filled with vellow fangs, and
Filthy claws caked with mud and viscera,

¥ the PC can turn undead, add one ghoul.

Ghouls 2k AC & MY 2. HD 2; hp 10; THACD 19;
FAL 3, Deng 1-3/1-31-8; 5A ["aralyzation; 500
[mmune to sleep and charm spells; AL CE: ML
14: XI? 175, The ghouls have no treasure

Bl Spirit Waming

The mist abead to vour right swirls and takes
the lorm of & human woman dressed in |:|I'|.m
tom armor. She looks at you and shakes her
head, pointing back in the direction of the gate
She looks at you again, points to Sereetha, and
shakes her head frantically, holding her hands
up and ouwt, palms facng you, a ook of pleasd-
ing on her face. At last, the apparition points to
the ground in front of #, and motions you clos-
er. A hand grabs vour arm

Sereetha has sered the PCs arm and 1 starng at
the apparition, a look of anger on her face. If
aiked, she will say that the specter is an evil spirit
that lures unwary victims bo a spol of guicksand,
Serectha will do evervihing she can o kieep the ["C
away from the apparition,

In tact, the apparition is the spirit of one of the
ewght adventurers who searched for the lost cara-
van 40 years ago. [his woman, Carella, was one of
the adventurers who left the village in disgrace

In the couarme of her travels, Carells met 5 wizared
named Renstip Alcoris. The two adventured to-
gether, bell i love, and were wed, The happy cou
phe had a child, Serectha, who is with the PPC.

Ten wears ago, Carclla and Renstrip, plus their
wizard-in-training ld-vear-old daughter, were
traveling near Sturnheim when they were attacked
by a vampire and 15 werewoll companion. The
werewolf killed Carella and injuresd Sereetha be-
forre being killed by Renstip, The vampire and Ken
stip fought cach other to a mutual demise,
Coriel-stricken, Sereetha Burmed them both in the
graveyard, unaware that her father was a vampire.

Before Serevtha entered Sturnbeim, she discoy
ered that she had been infected with lycanthropy,
and that her whole personality had changed 1o Fit
this new development. Acting on a hunch, she re
turmed bo Hhe J.:td'-t'i_.".lrd in lime bo see her lather
rise again as an undead. Renstip had nothing but
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contempt bor Sturnheim and its treatment of his
Late wilie, so father and daughter worked out a sys
tern where she would go to Sturmbelm and bring
him fresh meat every so olten,

The ghost of Carella is bound by Renstip's
power not o speak until be is destroyed, so she
must try to drove off potential victims with hand
gesbures, At her feet, burled under a boot of diee, is
her old longsword, mow very rusty. It is #17+3
ps. Lycanthropes ard shapechangers, (DM Note
If the PC already has one of these swords, substi
tute it with a silver [ongsioord +1.)

1§ Renstip is killed, Carella can speak. She tells
her story, as well as gives an account of the Fight
against Lhe red dragon

Sharp-rved PCs who ask about the ghost's facial
features may notice (hat she resembles Serectha

Sereetha will not attack the spirit, but 2 PC
glancing af her face will see that the pretty woman
has a look of barely controlled Fury. She will retuse
b answer any questions about the spint, claming
that it is just an obstacle in her path, preventing
heer brom seeing her father

) Daddy’s Home

Looming before you 15 a marble mausoleum of
great size and design. Carved above the rusty
iron door 15 the name Pelmore. Scattered about
the ground in front and sides of the tomb are
many human skulls and bones. “This is my fa
ther's bomib” Serectha says, her head bowed in
reverence. | would e honored if vou walked in
with me.

The name on mauseleam is different from the
saprrLarme o Ih-l III'I 1'.IH"|| because, after 1'1nrr:u.il'||:
from the ground, Benstip just moved into the near
ent decont-looking mausoleum

Scattered about the ground in front and sides of
the tomb are many human skulls and bones, all
that's lett of Sereethas Preveous escorts

If the PC agrees to accompany Sereetha into the
mausoleum, continue by reading the following 1o
the player

The door opens easily enough. and Serectha
walks in and requests that you follow

Should the PC refuse to accompany Sereetha,
she will enter and fetch her father, IF it is daylight,
she will stay i the tomb, scream, and hide, hﬂp‘iﬂ'.ll;
por lure the PC Into the tomb., Read the following to
the playver (altering the description accordingly i
the [PC does notl enter the (omib),

Your footsteps echo on the marble floor as you
make vour way to the far end of the orypl. A
loud squeal, hke moving hinges, screeches
throughout the chamber, Abead, a coffin lies
opened, and a man-sized figure clad in a black
robe stands belore vou, two btiny poinls of red
light shining from the hooded head. “Ah. . . din-
fier 18 served " be remarks, gliding toward yvou
a4 Sereptha screams.

If the PC traveled here withoui henchmen or
hirelings, kind DMs may wish to allow the M a
free action, So confident 5 the father and daughter
team that their approach is lackadaisical at best.

Renstip, a bormer 8ih level mage. is withoat his
spell books, thus ke relies on his vampiric abilities.

Sereetha will altempd to get behind the PC, then
transform mio a werewall .

Tucked behind his cotfin s Renstip’s treasure,
items from victims. [f things look hopebess for the
P, DA may allow the poor wictim to spy an item
or two, sticking ot from behand the coldiin,

Renstip Abcoris, Vampire: AC 1) MV 12, Fl 180C):
HD 8 + 3: hp 35: THACO 13; #FAT 1; Dmg 1-10:
SA Energy Drain; 5D #1 or betler weapon bo
hit: AL CE: ML 16; XP 3,000.

Treasure: g of free mclficis, ward of FRAFI dirter
tom, winged boots (flying speed 21), stlver dag-
gor + 1/ # 2 ve. larger Pham mas-sized creatures,
dust of b elessness, 577 EP. 210 PP, X blasiaed-
stones |13 gpoea. )

The Swamp

The swampland has a chilling mist that clings to
v, a st mace up nao doubt of EWATTI [flssrs
and other things best left unspoken, The mists
obscure your vision, The soil is extremely
st I_-|:|‘“||_‘| r'|'|._-|j"|:r seCctEons are -\.15.|"l11|'r|{hl 1!.I'Il\jll.'l
several inches of water
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The plant life in the swamp consists of many
hanging vines and drooping willow trees, with a
variety of unhealthy looking shrubs dotting the
landscape. The air is filled with noise: toads
croaking, insects bursring, and the oocasional
splash or bubbling, its orngin uncertain.

This putrid arca constantly releases swamp gas-
w5 ko the air creating a permanent soufoe of
bww=-lwing bogm, Only on the sunnbest and driest of
days does the mist burn off. The swamp's soil is
soclden and indested with vermin

Al Stonaed urdlun

The mists part ahead of vou, revealing a greal
w:lng_t'll beast, & dl:.l|.'l|.ll:'l.. :.L.mdm;; R RLT ey
erful legs, one of its forepaws rased For the at-
tack. The creatures jaws are wide open In
anticipation of an casy meal, [t remains abso-
lutely still

It the PC approa hes, continue reading

Upon closer examination, you realize that the
beast 15 a stone statwe of a dragon. There = no
|||-|J|r\.|._1] A CarviInmgEs, |ust an ind H'l.!lhl'p‘ |i|1'|.ILI.'
Shatuwe,

his statwe is actually a huge black dragon that
woand up on the receiving end of a beholder's pet
rification ray. The she-dragon also fatally injured
the beholder and removed an eye stalk, The be
holder has limped back to its lair bo die, leaving a
trail of ooze.

1 the 'C makes a Tracking proficiency check, he
fimds that the dragon's tracks come from the north-
weesd, the trail of dribbling ichor. and an eveball on
a small stalk, If the Tracking check was made by
four or more, the PPC can tell that the ichor s brom
fowr 8o six houwrs old

Bi Trolling for Beholders

Tf the PC makes additional Trackimg checks, he
will notice that two sets of large humanoid foot
prirﬁf— meed the ichor trail, and Follow it The ichor
tratl = bwo milles lomg. with the troll tracks poining
upr at the halbway point.

The trall emds at a large tree which has a massive
amount of branches clumped together like a giant
nest, An B foot wide opening in the mass of
branches sits 25 feet off the ground. Chomping and
slurping noises come from the hole

I'he troll pair « ornered the beholder in jts lair,
and are now feasting on the beast. They are too
'|1u'.!.-' waling to nobioe he PC should he decide 1o
climb up the tree to take a better look. The PC
gains surprise against the snacking trolls. Read the
following if the PC climbs up to the hole

A putrid smell washes over you as you climb
the tree, When vou peer inlo the hole, you see i
huge spherical cavity about 30° in diameter; the
wialls are made of petrified tree branches

What looks like a deflated ball with several
eves growing on stalks sits on the floor of the
lair; many of its eye stalks have been ripped
out. A huge central eve is shut, and the beast is
R R ITnNE

Huddled on cach side of the misshapen sphere
are two green-skinned humanokds with long
noses, huge claws, and stringy black hair. They
are eating the beast, their backs turned o you

If the 'C does not betray his presence, he can
sabelv get away. If he makes a moise, the trolls spin
around and say: "Go ‘way! Dis iz our food. We
tracked it tair ‘n square! Find yer own lood!’

The trolls will not pursue the PC immediately,
though there is a 35 % chance thal the pair will al
tempt bo Follow the PC as a further meal. IF they do
0, they will be 15 minutes behind the PC, If the
PC is alone, make one of the trolls badly injured,
ancd unable to act while it regenerates,

One of the trolls carmmies a filthy burlap bag,
which contains the pair's treasure Fosur behobder
eve stalks, two dead hizards, and a pretty rock.
O lizard has a gold ingot (300 gp) shoved into its
gullet, the other has a pearl (500 gp) and a ring of
free action im its gullet

The beholder's treasure. which the tmolls have
not found vet, consists of 24 electrum trade bars

50 gp ea. ), a wand of magic miissibes, gauntlets of
ogre power. a rmamual of puissant skill at arms, and
a bptelvaxe + 2, All of this booty rests on a curved
metal tray, which is actually a + 2 shield

I




Trodls (2 AC 4: MY 12; HD & +6&: hp 40; THACD
13; #AT 1d4 +4/1d4 + 4/1d8 +4: 51 Regenera-
tion; AL CE; ML 14; XI1* 1,400

) Like Mother Like Son

If the PC follows the dragon tracks, they con
Bimue mntermatlently or six m les. The black il'-ll.'_l'l'\I
,\\'\.uhl |_.,|l\ s |:rq' FE bl e ol i.l.:.l\.I_ hJ:I‘-\. o
bit, then repeat the process. The tracks lead to a

cave entrance, Bead the following to the player

[Through the mists is another dragom form, this

one much smaller. Like the first one, this on

stameds sbosCk &id

This young male dragon s guite alive, but Fu
froeen in place upon spotting the intruder. He real-
izis that his moither ha .-'ll'll"'_,.'-\.l."ll for an unusually
long time and is irightemned

i .|__-\..|_||,|L I",|',:r|_|' |'|-|'rr| i || tabes ol the eve ty
ramts I.\'Ilq_- can fburn wschims fo stone, 15 Fl.—':-'ll'l'r
dead Onee the P gets within il range tha
dragon will reach out and grab the [PL. attempting

e pin th imdrucher to thae R und, while SWRC N
away any MPCs with its tail. Ownce his victim is
pirined, the dragon will interrogate the PC about
the she-dragon's whereabouts, Caustalak also
wanls any treasure the PC and hie NPL compan-
pENS fave, |'i:.'| an NPC 1o snack on

A suretire wav of geiting Caustalak to let go of
the I'C is to tantalize the beast about the location
of the dragon’s mother

I the trolls have bBeen r-.:ll:--.-.:m- b [°C. they ar
rive cither right before Caustalak attacks the PC,
or 15 minutes have LRIt by, wihic hever comes Firsg

The cave holds the dragons' treasure trove
2 589 gp, 4.701 sp. 12,127 cp. scroll of profection
frorm magic, ring of uster walkimg, wand of ilhami
nation, perapt of proof vs poison, plafe armor

+ 2 longstord flamrtongi

Caustalak, & Yownsg Black Dbragom: AL 2 MV 12
Fl 300C), Sw 12; HD 10; hp 40: THACD11; #AT
L"H.F'-rl al: [hmg l-B+ 3/ ]-6%3/5-1H+ 5 S
Acid breath: odd +3: 50 Water breathing, acid
resrdahifd 1|.| CE: ML 16: X1 3,000
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Fighter’s ChalleNGeE

by JOhN CERRA

Decades ago, Sturnheim was a thriving trade town on a major caravan
route. But then, disaster struck when a gold-laden caravan disappeared
without a trace. Financially ruined, the town slipped into decline, and
now lies almost forgotten on a route that is seldom traveled anymore.

Fighter’s Challenge is a new type of ADVANCED DUNGEONS &
DRAGONS® adventure. It is designed especially for a Dungeon Master and
one player—perfect for very small playing groups. for those times when
the whole group can't get together, or for the player who wants his char-
acter to earn some extra experience. This adventure will provide hours of
excitement for the DM and any warrior or multi-class fighter character of
levels 2 to 4.

You can unravel a 40-year-old mystery and restore the honor of
Sturnheim—if you have the gutsl|
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