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Into the Darkness

part 2 of "Unto this End"

presumed to be alive. They are then charged by Nicanor’s

second in command to travel to the Zeredite capital of Beth-
Light thinks it travels faster than anything but it is wrong. No Horan and rescue him. To aid them in their endeavors they
matter how fast light travels, it finds that darkness has always are allowed to keep the holy sword.
got there first, and is waiting for it. This adventure will follow the same format as our
-Terry Pratchett previous one. The characters are on a quest to save the

Tirasim nation and therefore there are certain things that

must be done. If you feel that your players may not be

Abveﬂm‘l’e OVQ'I’VICW interested in such an adventure, visit our website at

http://www.otherworlds.cx where you can

"Into the Darkness" is part two . download one of our free scenarios.
L
of our ongoing campaign ” B
: A i S ¥ 3 -
"Unto this End". Like it's = G A= S VS"’“S t 18
T v g 5
predecessor, which is found in A
~ " N\ A dventure
the Diomin worldbook, it is set o N
in the mythical land of Diomin, %
b8
and 1s home to mighty heroes and "Into the Darkness" requires that you
foul villains. It is designed as a continuance to the adven- g have in your possession the latest edition of the Dungeons &
ture "To Save a Nation", picking up where the first left off N Dragons Player’s Handbook and Dungeon Masters Guide. If
and 1s designed for four to seven characters ranging from N you don’t have these books, run out and get them. They are

4th — 6th level. The adventure begins a day’s travel from well worth their cost! You will also have to have some

the Gadianti temple as the heroes have completed their friends, a table, and lots of dice.

quest to find the legendary Tirasim sword, Kammerath. In You can also use this adventure in a more generic fash-

this adventure the heroes will attempt to return the sword ion by adapting the specifics of Diomin to those of your
to Nicanor, but learn that he has gone missing and 1s normal campaign. Just change the races, cities, and nations to
whatever you feel you'll need. In addition, below are the
game statistics for Kammerath, the special artifact that plays

such a prominent role in this adventure.

Notes for the Game Master

T i R

This section is aimed at both new and veteran Game

-

Masters. Your players may be mighty fighters, mysterious

shamans, powerful sorcerers, or crafty rogues. However, you,
as the GM, are all that and more. Everything that walks the
face of Diomin is under your control. It is your job to make

this series of adventures come to life and draw breath, creating

for your players a reality in which they truly feel a part.
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Adventure Background

The world of Diomin is a magical place, a world of Gods,
magic, and strange, new races. This adventure starts off near the
Gadianti temple of Akish, located in the Arak lands of the Stag clan
and close to the Tirasim city of Tel-Harsa located in the eastern half
of the continent of Diomin. The Tirasim are decedents of Tiras,
son of Zered VI, and former heir to the Zeredite throne. As was
discovered in the first adventure the Tirasim are under attack from
two fronts; first, the Zeredites are on the move again and led by
their Kael-Merodach (powerful immortals fanatically dedicated to
their dark goddess Akish) Khaine and they have surrounded the
Tirasim city of Kirjath-Arim. Secondly, Tirasim rebels,
calling themselves the Alliance of Tradition,
have taken the Tirasim capital of Arioch and i
have driven the Judges into hiding.

Part One -
The Journey Home

The character’s have managed to
brave the Gadianti temple and are now
either floating down the river with
Kammerath in hand, or quickly
making their way overland. At this

point they have a couple of options:

As we learned in the last adventure, Arioch is under the
control of the Alliance of Tradition and the Chief Judge, Tristan

Narvaja, is in hiding. Getting the sword to him would be difficult

in that the characters would have to gain access to the city and
then try and discover where Narvaja is. Also, keep in mind that the
Alliance had sent their own group of people after the sword and
by the characters going to Arioch they would be bringing the
sword to them.

On the other hand, going to Kirjath-Arim is not that much
better. As the player characters left the city they saw the overwhelming
army of the Zeredites, led by one of the Kael-Merodach, surround
Kirjath-Arim. The characters have been gone for over two months,
and a lot can happen during that time.

Regardless of where they decide to go, they must first reach
civilization. The nearest city is Tel-Harsa and that is most likely
their destination.

While traveling to Tel-Harsa, there is a 30% chance of a
random encounter every six hours. Use Random Encounter Chart
I if an encounter is rolled. The city is roughly two days away.




Once the PCs reach Tel-Harsa, the prevalent news that
they will hear is that General Nicanor was involved in a serious
fight outside the walls of Kirjath-Arim and is missing. Upon fur-

ther investigation the players will be able to learn the following
rumors: (True rumors are in bold.)

How the players react to the news is up to you and them. They
should be worried however, and unsure as to what action they take next.
Sometime during their stay in Tel-Harsa they will have an
encounter with Saul, son of the High Judge of Ajalon. How and
where this encounter takes place is up to you. What is important

however is that the encounter does take place.

Word on the streets is that that Saul is a general lay-about that
capitalizes upon his father’s station, and is currently in Tel-Harsa
after spending time in the military and is now studying at the
university. He will be offended by some perceived offense by the
PCs and will challenge them to a duel to first blood, the loser
being the first person to be reduced to half their hit points or
lower. If the players refuse, he will brand them cowards and try
and make their lives miserable. However, there is not a whole lot
that he can do besides being an irritant. He will try however, and
will do things such as call the city watch on them, make sure
that whatever taxes need to be paid are paid, go as far as paying
people in town to ridicule and taunt them, etc.




If the players accept the duel, whether they win or lose, they

will make a great friend, one that has strong connections within

Tirasim High Society.

with Ephron, Nicanor's second in command. He will also give
them a letter of introduction in case they run into patrols.

If the characters do not combat Saul, then somehow they will
need to be steered towards Kirjath-Arim, which is really the only
place they can go. Arioch is in the hands of the rebels, and
Kammerath cannot really be trusted in the hand of anyone other
than Tristan (the Chief Judge) or General Nicanor.

The journey to Kirjath-Arim should be uneventful.
Everything goes well until they are in the vicinity of Kirjath-
Arim. Once they are within two days ride of the city, the characters
will start running into either Zeredite or Tirasim patrols. (There is
a cumulative 10% chance of running into a patrol every three
hours once they are in the vicinity of Kirjath-Arim. Once they
run into a patrol, the percentage chance resets. 60% chance of a
Zeredite patrol, 40% chance of a Tirasim.)

If they run into Tirasim patrols and they have the letter from

Saul, they will be escorted to Ephron and will not run into any

Once the characters fight the duel, Saul will let them know
that General Nicanor is alive, but was captured by the Zeredites,
having recently received a letter from his father. He will urge
them to travel to Kirjath-Arim, which has managed to keep the

northern half of the city free from Zeredite control, and meet

more patrols. If they do not have the letter, then they need to

convince the guards that they are who they say they are. A perfect
example of this would be one of the guards remembering them
from the dinner with the High Judge and General Nicanor.

(From "To Save a Nation" in the Diomin worldbook.)




If they run into a Zeredite patrol they will have little choice "One week ago the Kael-Merodach Khaine rode to the outer
but to fight. The Zeredites are in a bloodthirsty mood and will not wall and issued a challenge to General Nicanor. They would
stop to ask questions. fight a duel, one on one, and the army of the loser
would surrender.”

Ephron points to empty chairs and then sits down himself.
"He could not refuse. At dawn the following day General
Nicanor and Khaine fought to a standstill. That is when the
Zeredites treacherously overran the men Nicanor had

brought with him and then captured him. Exhausted and
_—

Once the characters reach Kirjath-

Arim they will notice that it is a shell
of its former self. Burned out buildings,
blasted landscapes, and the smell of the
dead and dying is everywhere. The
Tirasim have held back the Zeredite
forces, but not before paying a heavy
toll.

One of the things to notice is that
with the capture of Nicanor and the
defeat of Khaine, the Zeredite troops
are held in check, standing by. Military
stratagems are not being made, but
neither is either side retreating.

As the characters are escorted into

the city they will notice their surroundings,

as well as the fact that the city is a
ghost town as all non-combatants have
been evacuated north.

The characters are taken directly to
a tired Ephron where he greets them
warmly and then fills them in on what

is going on. Read the following:

"My friends, the news I have to
share is dire indeed. As you may
or may not have heard, General
Nicanor has been captured by the
Zeredites and sent to Beth-Horan

to stand trial."

He sighs wearily and continues. Ephron



outnumbered, he did not stand a chance. There was nothing
I could do...."

Ephron pauses for a few moments and then leans over
his desk and pulls out a rolled scroll that he hands to
the players.

"This is a note from a Captain-General Abdi-Kheba, acting
commander of the Zeredite force. He informs us that
General Nicanor is being transported to the Zeredite capital,
there to stand trial for "Crimes Against the State."

At this point there is a knock on Ephron’s door and an
obviously wounded man enters the room. He salutes and
then stands ready to deliver a report.

Ephron stands and addresses the players. "I fear this is
important news that I have been waiting for and must deal
with immediately. Please, make yourself comfortable in what is
left of the city and we will speak more at the evening meal.
May the Shield of Ashima protect you."

He then nods to the soldier and the two leave the room.

The players are now free for a number of hours, however,
they will find that there is little to do within the town, save for a
few taverns and inns that are open and operating, as well as the
temple of Succoth-Benath. Also note that Ephron did not ask the
characters for Kammerath.

When the characters return to have dinner with Ephron he
will ask them to infiltrate Zeredite territory in order to rescue
General Nicanor. With Khaine out of the picture, and the majority
of the army tied up in the siege, Nicanor is, he will report,
relatively lightly guarded and the rescue should not prove to be

too much of a problem. He will equip the characters with
Zeredite military uniforms and will also offer to send five soldiers
to accompany them. Read the following:

As the dinner unwinds and the conversation turns to
more serious things, Ephron motions to the characters and
bids them gather around him.

"I fear that the Tirasim Republic needs your valiant help
once again. General Nicanor was sighted on the road to
Beth-Horan and under light guard. Once again our hands are
tied and I, as well as my men, are needed here in Kirjath-Arim."
The look he gives the characters is a pained one as he continues.
"By the authority given to me by General Nicanor and the
Chief Judge of the Tirasim, I humbly ask you, valiant heroes
of the Tirasim Republic, to follow after him and rescue him
before the Zeredites can carry out his execution."

"The help I can offer is not great, but I feel that it may
make the difference.”

He motions to one of the guards at the door and five people
enter the room. Two are obviously soldiers, and while most
wear Tirasim military uniforms, one bares on her shield the
holy symbol of Ashima, one wears no armor and bears no
obvious weapon, and the last is dressed in a Zeredite
uniform. Ephron points to them and speaks.

"Let me introduce to you the soldiers Shoshana and Malachi."
He then points to the cleric.

"This is Miriam, a valiant cleric of the Warrior Maiden."

He points to the armor-less one and then the one in the
Zeredite uniform.

"The last two are Ezra, a sorcerer, and the one in the
Zeredite uniform is Tomer, one of my scouts."

"If you choose to go after Nicanor, I have chosen these five
to accompany you. I can also provide this."

With those words another soldier enters the room carrying a
load of clothing. Upon closer inspection they appear to be
Zeredite uniforms, similar to the one the scout is wearing.
"These are uniforms that we have managed to obtain. By

wearing them you can more easily pass the Zeredite patrols
and make your way through their lines."
"Time is of the essence and therefore I must be blunt. What

say you? Will you take upon yourselves this quest?"




If the characters refuse to go after Nicanor, or feel that they
are not qualified in doing so, Ephron is prepared to offer more
men to accompany them. If the PCs still refuse to go, Ephron will
be disappointed but there is not much he can do. He will ask for
Kammerath, and then will send out another group, who will fail.
This will lead to Nicanor being killed, which in turn will mean
that the Zeredites will take Kirjath-Arim, and then Immer, and
Ajalon. Arioch will remain under the control of the Alliance of
Tradition, who will in turn fall under the control of the Zeredites.
The Tirasim Republic will be composed of Kadesh, Erech,
Tel-Harsa, and Tel-Melah, and in time, those cities will fall,
although this will take months and even years to happen.

Part Two -
A Problem Arises

Background

Members of the Gadianti Priesthood have tracked the characters
ever since they invaded the Gadianti temple and removed Kammerath.
They have been able to do this because Kammerath positively
glows with goodness, and now that it is also tainted, it is even
easier to spot. Now is the time that the Gadianti have decided to
strike. Although it is left to you, as the Game Master, to warrant

the raiders striking sooner. Just modify the adventure accordingly.

The Adventure Continues

As the PCs leave Kirjath-Arim they will have to evade the rather
large Zeredite army sitting outside the city. If the characters have the
uniforms given to them by Ephron, it will be relatively easy to bypass
the army as long as they stay to the outskirts. If they try to penetrate to the
command units, they will be met with more probing questions and their ruse
will most likely be discovered. (That in and of itself could prove interesting,
The Zeredite penalty for spying is death by hanging, and the Zeredite
military is rather quick to judge and even quicker in carrying out sentences.)

Thus is also where the characters will begin to encounter former
Tirasim citizens who have been transformed into Hollow Ones and

left to roam by the wizards accompanying the Zeredite army. There is
a 40% chance each day of running into a pack of Hollow Ones. (1d6
Hollow Ones per encounter)

If they do not have uniforms, it will be much more difficult,
and they will most likely have to combat a few Zeredite patrols. In
any account, the players should be daunted and dissuaded from
trying to infiltrate the command units.

Regardless of how they proceed, there is a cumulative 10%
chance of running into a patrol every three hours once they leave
the city. Once they encounter a patrol, the percentage chance will
reset itself back down to zero.

After a day and a half of traveling they will pass the army

and the percentage chance of running into a patrol will decrease
to 5% every five hours. When the players have reached three full
days out in their travels the chances of running into a patrol will
be 10% each day. The percentage chance of running into Hollow
Ones will also decrease to 10% each day.

Once they enter Zeredite territory they will need to quickly
head towards Beth-Horan. The quickest way there is over the
mountains, although it should be stated that this is not the safest
way. The Sidon Mountains found in Zeredite territory are home
to all sorts of horrible and frightening monsters.

Once the PCs are firmly into Zeredite territory the Gadiant
will ambush them. It is important that the time and location of the
ambush occur before the PCs reach Beth-Horan. One of the best
places for this to occur would be in the mountains, as the PCs
cross them in order to reach Beth-Horan.

The Gadianti raiding party will consist of four fighters, two
clerics, and a sorcerer all of which are 3rd level. The raiders should
be more than capable of relieving the party members of
Kammerath. They also have orders to not kill the party, but will
fight to the last man if need be. (The reasons of which will be
detailed in the up coming adventure "Acceptance of Fate".) Once
the sword is apprehended, they will disappear into the night.

If for some reason the PCs manage to defeat the Gadianti
party, they will be left alone for the next three days. After which a
pair of Gadianti Robbers will attempt to sneak into the party’s
camp and steal the sword. Their plan is for one of the Robbers to



Chagadai




cause a diversion, while the other sneaks into the camp to get the
sword. This will be done when the person carrying Kammerath is
not on watch.

Again, if they steal the sword, the Gadianti will disappear into
the night.

Once the sword has been stolen the characters have a decision
to make: If they attempt to follow the Gadianti in order to
retrieve the sword, they will not reach Beth-Horan in time and
Nicanor will be killed. While not an end to the Tirasim Republic,
it will be a great blow and will lead to the events outlined above
on page 08. On the other hand, if they decide to rescue Nicanor,

they will still be able to get the sword.

Once the Gadianti have stolen the sword, the PCs will have a

relatively uneventful journey to Beth-Horan. Fortunately for

them, they will arrive three days before the scheduled execution of
Nicanor, who has already been found guilty of *crimes against the
state. Because of the high profile status of the accused, the capital
city is being overrun with visitors crying for his blood. Getting
into the city will prove to be relatively simple; the hard part will
be rescuing Nicanor, who is being held near Traitors Plaza. Various

ideas that might be pursued in solving this problem are:

1.) Try infiltrating the garrison that is holding Nicanor,

using whatever subtly the characters might possess.

2.) Try pulling the ‘riding in at the last moment’ maneuver,
waiting until they are executing him, then come storm-
ing in for the vainglorious rescue attempt.

3.) Cause some kind of disturbance in the city and rescue

Nicanor in the confusion.

Whatever the PCs try to do, while they are in the city they
will learn that the major arms supplier to the Zeredite army is a
Hearthom who happens to be the head of the local Merchant’s
Guild. They can learn this by listening to any of the soldiers in the
city. If they visit any of the taverns/inns, they will learn that this
same Hearthom, named Deastin, is also supplying the Alliance of
Tradition with money and equipment. Or so the rumors say....

Once Nicanor is rescued, the party will have to quickly
leave the city. Every day they spend in Beth-Horan will increase
their chance of being captured. The Zeredites will be using

everything in their arsenal to find the characters (scrying spells,

spies, paid informants, etc.) and the best-laid plan is to leave as

soon as possible.
Soon after rescuing Nicanor, he will inform the characters of

a vision he received while in jail. Read the following:

As you begin to camp for the night, hopefully far from the
prying eyes of the Zeredites, Nicanor gathers all of you
and bids you sit close and listen.

"My friends, I have glorious news to share with you."
"While I languished in prison, bereft of all hope, I offered
up the pleadings of my soul to Barak that he might comfort
me. When, in the midst of said prayer, | beheld a pillar of
light, whose brightness defies description. Within that light




I beheld a most awesome sight, that of Barak himselfl"
The glow and excitement that surround Nicanor are
impossible to ignore.

"And then he spoke, and shared with me these words:

My son, if thou shouldst be cast into the pit, and into the
hands of murderers, and the sentence of death passed upon
thee, if the very heavens themselves gather blackness, and
all the elements combine to hedge up thy way; and above
all, if the very jaws of eternal damnation shall gape open
the mouth wide after thee, know this, my son, that all
these things shall give thee experience, and shall be for thy
good. Be at peace, for I am with you."

"At that moment my soul was filled with a greater peace
than any I had ever known. But that is not all, for I also
did receive the knowledge of the location of Kammerath.
Barak granted unto me, in vision, your travails and trials.
Know this, Barak guides and watches over you, as do all the
other Warriors of Light."

"Know this also, Kammerath travels in the lands to the
south, and will soon reach the Gadianti city of Tamah.
Travel there my friends and retrieve the sword. I however,
must journey now to my people, to rally them around the
cause of justice and throw from them the yoke of
oppression and misery. "

After informing the characters, Nicanor will charge them to again
retrieve the sword and will take whatever military NPCs are sull
living, and travel to Kirjath-Arim to support Ephron.

Part 3 —
Into the Darkness

Background

Now that Nicanor has been rescued, the characters are once
again on their own. They must now travel southward towards the
Gadianti lands in order to retrieve Kammerath from those who
would corrupt and twist it to the use of evil. They will travel
through some of the most dense and dangerous forests on Diomin.
There they will encounter foul beasts, even fouler Gadiandi,

numerous pironics and perhaps more....

The Adventure Continues

Tamah is three weeks travel, along the King’s Highway, from
Beth-Horan. This route would be the easiest, although the characters
will have to keep an eye out for patrols and bandits.

They can also travel through the forest itself, which would
save them about a week, but it would be a much more dangerous route.

If the PCs travel along the King’s Highway, there is a 35%
chance of encountering a Zeredite military patrol and a 25% of
running into bandits (use Zeredite patrol stats) every three days.
There are also inns where the characters can stay if so inclined.

Traveling through the forest there is a 40% of an encounter
(see encounter chart next page) every two days.
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On the fifth day of traveling through the forest, and only if
they have not already encountered it, the players will encounter a
very small, young Dragon. How he deals with the party is up to
them, although the characters have basically two choices: Being
polite to him, or running. Even the smallest of Dragons will be

more than a match for any adventuring party.

If the characters thought that getting into and rescuing

Nicanor from Beth-Horan was hard, then sneaking into Tamah is
going to be downright difficult. Their best chance is to once again
disguise themselves as Zeredites and hope that no one recognizes

them for what they are. Any characters speaking Gadianti

would also be of great help.

Once in the city, the character that has carried Kammerath
the longest will feel a slight pull (Will save DC 15 to shrug it off.
For every two hours thereafter the DC increases by 2) towards the
local temple of Rimmon. This is where the sword is being held,
while the Gadianti rest up for the rest of their journey. They are
being fairly complacent in guarding it and this is largely due to a
combination of laziness and arrogance. It wouldn’t occur to them
that the same group of people they stole the sword from would
dare follow them and try to retrieve it.

Shortly after they arrive, any Gnolaum or Arak member of
the party will receive a note in their bags requesting their presence
at a local tavern, the Bloody Ogre. If there is no one who is
Gnolaum or Arak, then the person who has held Kammerath the

longest will receive the note.

At the tavern they will be met by a robed humanoid figure.
Her name is Yisun and she is part of a local cell of Gnolaum saboteurs.
She will size the party up using a headband that has a Detect
Good spirit bound inside of it. She will then inform them of the
group’s mission and, if pleased with the answers she hears, will lead
them to the cell’s leader, Chagadai, a 7th level Druid.

If for some reason the characters do not impress Yisun, or
decline to follow her, they are on their own in terms of entering

the temple and retrieving Kammerath.




If they do follow Yisun, read the following:

As you follow Yisun to the predetermined place, you are
struck by the boldness of her actions. A Gnolaum found
this deep within Gadianti territory would instantly be
offered as sacrifice upon one of their dark altars.

Before too long passes you are escorted into a small
stone room. When she reaches the center of the room,
Yisun nods and a woman steps from the shadowy corner.

She is tall, even for a Gnolaum, and the weight of many

years can be seen upon her face.

"Greetings. I am Chagadai, Druid of Barak, and leader of
those who seek to drive a wedge into the machinations of
the Gadianti. I sense that you too wish to fight evil, and I
would grant you what assistance I may. And know this, if
you have not already sensed it, what you seek can be
found in the Temple of the Lord of Strife."

Once they meet with Chagadai, she will inform them that
with the sword desecrated as it is, they must take it to the lands of
the Gnolaum, specifically the Gnolaum capital of Darkon, and
once there perform a cleansing ritual in the Fountain of Barak. If
the players take her up on her offer of help, she will show them a
rough map of the Temple of Rimmon and help them in the
planning of stealing the sword back. She will lend them four 5th
level rangers and a 5th level sorcerer to help, Part of the mission,
Chagadai will explain, will also be the desecration of the temple,
to be done by a special magic item given to them that must be

placed on the altar to Rimmon. (The item, when placed on the

altar, will glow with a bright white light, in effect desecrating the
temple in a manner similar to the desecrate spell, albeit with a
duration of 2d4 weeks before it can be consecrated anew. It has no
other function and will not work again, nor will it work anywhere
else. It has been keyed specifically for this temple.)

Inside the temple, in various locations (see Temple Map) are
eight 3rd level fighters (guards), two 3rd level monks, 6 1st level
clerics, two 3rd level clerics, one 5th level cleric and a 7th level
cleric. All are clerics of Rimmon.

This will not be easy, but with proper planning it can be done.

Once the sword is retrieved, any surviving saboteurs will lead

the players out of Gadianti lands as they too head for home.
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APPENDIX A - NPC’s

Saul Chazan — son of the High Judge of Ajalon

Arak Hunting Party

Tirasim Patrol




Zeredite Patrol




Zeredite Patrols (Inside Zeredite lands)




Gadianti raiders (Trying to get the sword)
Part 1
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Into the Darkness follows the characters as they seek to return
Kammerath to its rightful owner and have it reconsecrated after the
Gadianti, worshippers of dark gods and practitioners of even darker
rites, have defiled it.

Can the characters return the sword to Nicanor? Can they convince
the Gnolaum of their need? And what ties do the Hearthom have to all
that is going on? Murder, mayhem, and mystery hound the characters as
they travel from the forests of the Arak to the blood stained cities of the
Gadianti and Zeredites.

Got Heroes?

Into the Darkness is part two of the sweeping and epic campaign
“Unto this End”. It is designed for a group of 4th - 6th level characters
and takes place just days after “In The Beginning”. (Found in the
Diomin worldbook.)

Fantasy-Swords and Sorcery
Adventure (Citv/Wilderness/Battlefield)
Modified d20 rules supported (Requires the Diomin worldbook)

I'his book requires the use of Dungeons & Dragons®, Plavers Handbook, 3rd Edition, published by Wizards of the Coastd
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