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IntroductIon

R
emember the good old days, when adventures 
were underground, NPCs were there to be killed, 
DQG�WKH�ÀQDOH�RI�HYHU\�GXQJHRQ�ZDV�WKH�GUDJRQ�

on the 20th level? Those days are back. Dungeon Crawl 
Classics don’t waste your time with long-winded speeches, 
weird campaign settings, or NPCs who aren’t meant to be 
killed. Each adventure is 100% good, solid dungeon crawl, 
ZLWK� WKH�PRQVWHUV�\RX�NQRZ�� WKH� WUDSV�\RX� IHDU�� DQG� WKH�
secret doors you know are there somewhere.

/HJHQGDU\�KHURHV�DUH�WKH�UHVXOW�RI�HSLF�DGYHQWXUHV��:KLOH�
some explorers wile away their lives battling kobolds and 
JREOLQV�RYHU�JUXEE\�SLHFHV�RI�JROG��KHURHV�DQVZHU�WKH�FDOO�
WR�KLJK�DGYHQWXUH��0DQ\�ZLOO� WU\�DQG�PDQ\�ZLOO� IDLO��EXW�
WKRVH�WKDW�VXUYLYH�ZLOO�KDYH�HDUQHG�WKH�IDWHG�WLWOH�RI�FRQ-
queror.  

'UDJRUD·V� 'XQJHRQ� LV� GHVLJQHG� IRU� ÀYH� �st-level charac-
ters but can easily be scaled to accommodate higher-level 
3&V�RU� ODUJHU�DGYHQWXULQJ�FRPSDQLHV��$�KLJK�IDQWDV\�DG-
venture that pits the heroes against a warrior-queen, her 
JUHHQ�GUDJRQ� ORYHU�� DQG� WKH� UHPQDQWV� RI� DQ� DQFLHQW� FLYL-
lization, Dragora’s Dungeon is designed to challenge a 
ZHOO�EDODQFHG� SDUW\� RI� DGYHQWXUHUV�� 3OD\HUV� DFFXVWRPHG�
to cleaving their way through any obstacle will be sorely 
WHVWHG��EXW�FDUHIXO�SOD\�FRXSOHG�ZLWK�FRXUDJH��DQG�QR�VPDOO�
DPRXQW�RI�OXFN��ZLOO�VXUHO\�SUHYDLO���

Caution: :KLOH�'UDJRUD·V�'XQJHRQ�LV�IRU�ORZ�OHYHO�charac-
ters��LW�LV�QRW�UHFRPPHQGHG�IRU�ÀUVW�WLPH�MXGJHV�RU�SOD\HUV��
7KH�DGYHQWXUH� LV�GHVLJQHG�WR�UHZDUG�LQWHOOLJHQW�SOD\�� MXVW�
DV�IRROLVK�FKRLFHV�PXVW�VXUHO\�EH�SXQLVKHG��%XW�IRU�SOD\HUV�
DQG�MXGJHV�ORRNLQJ�IRU�D�FKDOOHQJLQJ��G\QDPLF�DGYHQWXUH��
Dragora’s Dungeon will not disappoint. 
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M
DQ\� HRQV� DJR�� WKH� IDEOHG� VRUFHUHU�NLQJV� RI� 3DU-
KRN�SHULVKHG�LQ�D�UDLQ�RI�HOGULWFK�ÀUH��%XW�OHJHQGV�
KROG�WKDW�RQH�WULEH�VXUYLYHG�WKH�DSRFDO\SVH��ÁHH-

ing with their slaves to a hidden city. There the greatest en-
FKDQWHUV�RI�DOO�WLPH�VOHSW�DZD\�WKH�FHQWXULHV��DQG�DZDNHQ�LQ�
D�IXWXUH�DJH�DV�UXOHUV�RI�D�UXLQHG�ODQG�

1RZ��RQFH�PRUH�WKH�IRUELGGHQ�VSHOOV�RI�WKH�3DUKRN�WKUHDWHQ�
the Known Realms. A kingdom lies ensorcelled, and a royal 
IDPLO\� LV� HQVQDUHG�E\� WKH� IRUJRWWHQ�GZHRPHUV�RI� D� ORQJ�
GHDG� UDFH��:KHQ� WKH� EHVW� DWWHPSWV� RI� VHHUV� DQG�GLYLQHUV�
KDYH� IDLOHG�� WKH� FDOO�JRHV�RXW� IRU�DGYHQWXUHUV� FRXUDJHRXV�
HQRXJK�WR�VDYH�D�NLQJGRP�IURP�FHUWDLQ�GRRP��

Tracking an assassin back to its lair, the PCs discover a 
yawning chasm opening to seething mists. Plumbing the 
GHSWKV�RI�WKH�FKDVP��WKH\�XQFRYHU�DQ�DUFDQH�YDXOW�IURP�D�
IRUJRWWHQ�DJH��:KDW�DSSHDUV�DW�ÀUVW�WR�EH�PHUHO\�WKH�UHP-
QDQWV�RI�D� ORVW�FLYLOL]DWLRQ� LV�VZLIWO\�UHYHDOHG�WR�EH�VRPH-
WKLQJ� DOWRJHWKHU�PRUH� VLQLVWHU��$� UDFH� RI� DSH�PHQ� ²� RQFH�
VODYHV� WR� WKH� HQFKDQWHUV� RI� 3DUKRN� ²� KDV� LQKHULWHG� WKHLU�
master’s cruel legacy. Duped by a dragon pretending to be 

WKH�OLYLQJ�LQFDUQDWLRQ�RI�WKH�DQFLHQW�'UDJRQ�*RG�%DSKRWHW�
.RU��WKH�DSH�PHQ�DUH�PDVVLQJ�IRU�DQ�DVVDXOW�RQ�WKH�VXUIDFH�
ODQGV��&DQ�WKH�KHURHV�GHIHDW�DQ�DUP\�RI�DSH�PHQ�DQG�WKHLU�
sinister commanders? Or will they be the latest to succumb 
to Dragora’s Dungeon?
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Location Type Encounter

A-1 C Zain-kin assassin 

1-1 C 2 Zain-kin legionnaires 

1-1a T Rubble trap 

1-1b T Pit trap 

1-2 C/T Phammut the Imp 
  Needledrake swarm 
  10 Skeletons
  Primordial ooze

1-4a T/C Crushing boulder trap 
� � ��%ULVWOHEDFN�VSLGHUV
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2-1b C Vine horror 

2-1c T Quicksand pit 

2-2a T Hidden sinkhole 

2-3 C Rock viper swarm 

2-4 C 3 Serpentine wraiths 

���� &� ��*KRVW�GUDNHV�

3-1 C/P Zain-kin hastati, legionnaires, and 
centurions

3-2 C/P Domastrus, zain-kin warlord 
  3 Zain-kin legionaries 

3-3 P Variable 

3-4 P Variable

4-1 C Mouringlar the Dragon 
  Various zain-kin

4-2 C 2 Zain-kin legionnaires

4-3 C 2 Zain-kin assassins
  Pendulum scythes

4-4 C Lady Dragora

Conclusion C Lady Dragora
  Mouringlar the Dragon
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Background

T
KH� XQEULGOHG� DPELWLRQ� RI� PDQNLQG� KDV� DOZD\V�
been its greatest strength, yet history has shown 
²� WLPH�DQG�DJDLQ�²� WKRVH� WKDW�KXQJHU� IRU�SRZHU�

must ever end their lives in tragedy. And perhaps no race 
RI�PDQ�ZDV�PRUH�DPELWLRXV�WKDQ�WKH�IDEOHG�HQFKDQWHUV�RI�
Parhok. 

The seers and sages cannot agree on the events that led to 
3DUKRN·V�GHPLVH��6RPH�FODLP�WKDW�WKH�ZL]DUGV�IHOO�WR�ZDU-
ring amongst themselves. Others hypothesize that, intoxi-
cated with their god-like power, the enchanters dared to 
reshape the world in their vision. Others point to ancient 
scrolls that hint that the enchanters, seeking to discover the 
VRXUFH�RI�PDJLF��WDSSHG�LQWR�D�IRXQW�EH\RQG�HYHQ�WKHLU�FRQ-
trol.  

5HJDUGOHVV� RI� WKH� UHDVRQV�� WKH�RXWFRPH� LV�QRW� LQ�GLVSXWH��
WRUUHQWV� RI� ÀUH� DQG� EULPVWRQH� UDLQHG� GHVWUXFWLRQ� GRZQ�
XSRQ�WKH�JROGHQ�WRZHUV�DQG�VKLQLQJ�VSLUHV��DQG�LQ�D�IRUW-
QLJKW��WKH�PLJKW\�HPSLUH�RI�3DUKRN�ZDV�QR�PRUH�

%XW� QRW� DOO� WKH� HQFKDQWHUV� SHULVKHG� LQ� WKH� DSRFDO\SVH��
/HJHQGV� KROG� WKDW� VHYHQ� FDEDOV� VRXJKW� UHIXJH� IURP� WKH�
FDWDFO\VP��7KHLU�IDWHV�DUH�DOO�UHWROG�LQ�DSRFU\SKDO��GXELRXV�
WDOHV��EXW�ZKHWKHU�RU�QRW�DQ\�RI�WKH�PDJL�VXUYLYHG��PDQ\�
certainly sought�VKHOWHU�IURP�WKH�UDLQ�RI�ÀUH��

&KLHI�DPRQJ�WKHP�ZDV�D�FDEDO�RI�HQFKDQWHUV�NQRZQ�DV�WKH�
2UGR�7KUD[XV��D�FLUFOH�UHQRZQ�IRU�WKHLU�ORYH�RI�VODYHU\�DQG�
GHYRWLRQ�WR�WKH�'UDJRQ�*RG�%DSKRWHW�.RU��7KH�2UGR�ÁHG�
underground to wait out the apocalypse, hoping to return 
LQ�WKH�QH[W�HRQ�DV�UXOHUV�RYHU�D�UXLQHG�ODQG��:KLOH�WKH�PDJ-
es slept out the ages, their weakening physical shells would 
EH�FDUHG�IRU�E\�WKHLU�FUHDWLRQV��D�VODYH�UDFH�RI�DSH�OLNH�FUHD-
tures called zain-kin. 

Their plans worked all too well, and the ape-men displayed 
IDU�PRUH� LQWHOOLJHQFH�DQG�FXQQLQJ�WKDQ�WKHLU�PDVWHUV�KDG�
ever intended. Once the mages slipped into the ageless 
sleep, their slaves rose up and cast down their masters. Un-
able to break the eldritch seals that trapped them beneath 
WKH�HDUWK��WKH�DSH�PHQ�VHWWOHG�LQWR�OLYHV�RI�LVRODWLRQ��UXOLQJ�
WKHLU�SULVRQ�LQ�LPLWDWLRQ�RI�WKHLU�SDVW�PDVWHUV��

*���"%)*���*/�%��*���
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:KHQ� WKH� ]DLQ�NLQ� FDVW� GRZQ� WKHLU� FUXHO� RYHUVHHUV�� LW�
brought an end to the great magics that sustained the city. 
,Q�WKH�FKDRV�WKDW�IROORZHG��PDMHVWLF�WRZHUV�FROODSVHG��EORRG�
FDVFDGHG�GRZQ� WKH� VWHSV� RI� WKH�7HPSOH� RI� %DSKRWHW�.RU��
DQG�ÀUHV�UDJHG��:KHQ�WKH�VODXJKWHU�KDG�HQGHG��WKH�IDEOHG�
HQFKDQWHUV�RI�3DUKRN�KDG�EHHQ�ODLG�ORZ�E\�WKHLU�RZQ�VODYHV�

Some residual enchantments persisted, but they grew 
ZHDNHU�E\�WKH�FHQWXU\��7KH�IRUJRWWHQ�FLW\·V�GD\V�ZHUH�QXP-
EHUHG��DQG� WKH�NQRZOHGJH�RI� WKLV�ZHLJKHG�XSRQ�WKH�QHZ�
zain-kin lords. In an attempt to save their kind, the lords 
revived the old ways, embracing the martial law once im-

posed on them by their slave masters, and taking up the 
ZRUVKLS�RI�WKH�'UDJRQ�*RG�ZLWK�UHOLJLRXV�]HDO��$SH�PDQ�
ZDUUHG�DJDLQVW�DSH�PDQ��FRPSHWLQJ�IRU�OLPLWHG�UHVRXUFHV��
DQG�WKH�]DLQ�NLQ�IUDFWXUHG�LQWR�VFRUHV�RI�WULEHV��(YHQWXDOO\�
3 tribes rose to dominate the rest, but with no one pow-
HUIXO�HQRXJK�WR�TXHOO�DOO�FKDOOHQJHUV��WKH�]DLQ�NLQ�VHHPHG�
doomed to battle themselves into extinction.
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The zain-kin might have continued to live undisturbed, 
ZHUH� LW� QRW� IRU� WKH� OHJDF\�RI� WKH�3DUKRN��7DOHV� RI� WKH� HQ-
FKDQWHU·V�PLJKW�ÀUHG�WKH�LPDJLQDWLRQV�RI�WUHDVXUH�VHHNHUV�
DQG�VDJHV�DFURVV�WKH�.QRZQ�:RUOG��:KLOH�PDQ\�VRXJKW�WR�
DFTXLUH�WKH�OHJDF\�RI�WKH�3DUKRN��QRQH�ZHUH�DV�SHUVLVWHQW�DV�
Lady Dragora. Aided by her lover, the dragon Mouringlar, 
the warrior-princess uncovered ancient texts recording the 
ÁLJKW�RI�WKH�2UGR��DQG�WKHLU�UHWUHDW�EHQHDWK�WKH�HDUWK��5H-
WUDFLQJ�WKH�VWHSV�RI�WKH�3DUKRN��/DG\�'UDJRUD�GLVFRYHUHG�
WKH�ORFDWLRQ�RI�WKH�HQFKDQWHU·V�UHGRXEW�DQG�GLVPLVVHG�WKH�
HOGULWFK�VHDOV� WKDW�KDG�VWRRG�XQGLVWXUEHG�VLQFH�EHIRUH�UH-
corded history.

7KH�VKDWWHULQJ�RI�WKH�VHDOV�UHOHDVHG�D�VHULHV�RI�DUFDQH�VSHOOV�
intended to herald Parhok’s return. The land heaved and 
WUHPEOHG��OLJKWQLQJ�UDLQHG�GRZQ�IURP�WKH�KHDYHQV��DQG�WKH�
earth was rent asunder. A mighty, seething chasm was torn 
RSHQ��DQG�DQ�DUP\�RI�]DLQ�NLQ�HPHUJHG��

([LOHG�IURP�KHU�KRPHODQG��WKH�YLOODLQRXV�'UDJRUD�VRXJKW�
RXW�WKH�ORVW�FLW\�RI�WKH�3DUKRN��-RLQHG�E\�WKH�GUDJRQ�0RXU-
inglar, her investigations brought her to a chasm hidden 
GHHS� LQ�KHDUW�RI�DQ�DQFLHQW�ZRRG��7RJHWKHU��'UDJRUD�DQG�
0RXULQJODU� H[SORUHG� WKH� GHSWKV� RI� WKH� FKDVP�� DQG� WKHQ�
SDVVHG� WKURXJK� WKH� DQFLHQW�SRUWDO�� DUULYLQJ� LQ� WKH� FLW\� RI�
Parhok. 

7KH�]DLQ�NLQ�GLVPLVVHG�WKH�DUULYDO�RI�'UDJRUD��KHU�DSSHDU-
DQFH�UHVHPEOLQJ�WKHLU�VWRULHV�RI�DQFLHQW�3DUKRN�VODYH�PDV-
WHUV��%XW�ZKHQ�WKH�DSH�PHQ�VDZ�WKH�GUDJRQ�WKDW�DFFRPSD-
QLHG�WKH�ZDUULRU�SULQFHVV��WKH\�IHOO�WR�WKHLU�NQHHV�LQ�DEMHFW�
ZRUVKLS�� %DSKRWHW� .RU�� WKH� JRG� RI�PRQVWHUV� IURP� RXW� RI�
WLPH��ZDV�PDGH�PDQLIHVW�EHIRUH�WKHP��

7KH�]DLQ�NLQ�VWRRG�LQ�WKH�SUHVHQFH�RI�D�JRG�

8QLWHG�XQGHU�0RXULQJODU·V�OHDGHUVKLS��VHFUHWO\�GLUHFWHG�E\�
'UDJRUD���WKH�]DLQ�NLQ�KDYH�EHJXQ�UHEXLOGLQJ�WKHLU�DQFLHQW�
city. Once more the ancient wyrmportals crackle with el-
GULWFK�ÁDPHV��SHUPLWWLQJ�UDLGV�XSRQ�WKH�VXUIDFH�ODQGV��7KH�
WKUHH� JUHDW� WULEHV�� KDYLQJ�ZDUUHG� IRU� VR� ORQJ�� ODLG� GRZQ�
WKHLU�EORRG�YHQGHWWDV�� DQG� LQVWHDG� WRRN�XS� WKH�EDQQHU�RI�
%DSKRWHW�.RU�

2I� FRXUVH�� QRW� DOO� LV� DV� LW� VHHPV��:KLOH� HDFK� RI� WKH� WKUHH�
]DLQ�NLQ� ORUGV�SD\� OLS� VHUYLFH� WR�0RXULQJODU�� RQO\� WZR�RI�
the tribes truly believe that the young dragon is the divine 
DYDWDU�RI�WKH�3DUKRN·V�JRG��$QG�HYHQ�WKRVH�WKDW�GR�EHOLHYH�
FDQQRW�KHOS�EXW�ZRQGHU�DW�WKH�ZLVGRP�RI�HPEUDFLQJ�D�JRG�
ZRUVKLSHG�E\�WKHLU�IRUPHU�VODYH�PDVWHUV��7KH�]DLQ�NLQ�DUH�
a proud, savage race, and the slightest upset would be 
HQRXJK�WR�UHWXUQ�WKHP�WR�EORRG\��LQWHUQHFLQH�ZDUIDUH�
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For her part, Dragora is not above using the ape-men as 
an army against those that would thwart her ambitions. 
%XW�VKH�UHDOL]HV�WKDW�WKH�WUXH�YDOXH�RI�KHU�GLVFRYHU\�LV�WKH�
3DUKRN�UXLQV��6KH��ULJKWO\��EHOLHYHV�WKDW�LI�VKH�FDQ�WDS�LQWR�
MXVW�D�VKDUG�RI�WKH�HQFKDQWHUV·� OHJHQGDU\�DUFDQH�SRZHU��LW�
ZLOO�ULYDO�WKH�PLJKW�RI�DQ\�DUP\�LQ�WKH�ZRUOG��6KH�UDFHV�WR�
OHDUQ�WKH�ULWXDOV�RI�WKH�IRUJRWWHQ�SHRSOH��NQRZLQJ�WKDW�LW�LV�
RQO\�D�PDWWHU�RI�WLPH�EHIRUH�RWKHU�DGYHQWXUHUV�GLVFRYHU�WKH�
ORVW�FLW\��6KH�KDV�PDVWHUHG�WKH�ÀUVW�RI�WKH�HQFKDQWPHQWV��WKH�
PDJLFDO� VOXPEHU� WKDW� KDV� RYHUWDNHQ� WKH� 3&V·� UHDOP��� EXW�
WKLV�LV�RQO\�WKH�ZHDNHVW�RI�WKH�IDEOHG�VSHOOV��

/LNH�WKRVH�RI�WKH�3DUKRN�HQFKDQWHUV�EHIRUH�KHU��'UDJRUD·V�
KXQJHU�IRU�SRZHU�GULYHV�KHU�RQ��:LOO�WKH�3&V�SXW�DQ�HQG�WR�
KHU�VFKHPHV�OLNH�WKH�JRGV�GLG�WR�WKH�VRUFHUHU�NLQJV�RI�3DU-
hok? Or will Dragora emerge as the last enchantress, ruling 
WKH�.QRZQ�:RUOG�E\�WKH�DZIXO�GZHRPHUV�RI�WKH�3DUKRN"

Player 
BegInnIng

T
he adventure begins at night, with the PCs togeth-
er in an inn. The beginning can be altered to ac-
FRPPRGDWH�DQRWKHU�ORFDWLRQ��LI�WKH�MXGJH�GHVLUHV�

7KH�LQQ�LV�HHULO\�TXLHW��(YHQ�WKH�ÁLFNHULQJ�UXVKOLJKWV�VHHP�VXE-
GXHG��DV�LI�GHDGHQHG�E\�D�IHOO�HQFKDQWPHQW��<RXU�KHDGV�QRG�DQG�
GURRS��DQG�WKH�WDVWH�RI�FRSSHU�LV�WKLFN�RQ�\RXU�WRQJXH��

$�VSHOO�KDV�IDOOHQ�RYHU�WKH�LQQ��HQFKDQWLQJ�DOO�ZLWKLQ��:KLOH�
WKH�UHVW�RI�WKH�SODFH�KDV�IDOOHQ�SUH\�WR�WKH�HQFKDQWHG�VOXP-
ber, the PCs have a chance at resisting the dread spell. Each 
3&�PXVW� VXFFHHG� LQ�D�'&����:LOO� VDYH��RU�ZLOO�KDYH�D� ���
SHQDOW\�WR�LQLWLDWLYH�GXULQJ�WKH�HQFRXQWHU��GXH�WR�GURZVL-
QHVV��DQG�PXVW�PDNH�D�'&���:LOO�VDYH�WR�WDNH�DQ\�DFWLRQ�
HDFK� URXQG�� ,I� DQ\�3&� IDLOV� WKH� VDYH� WR� WDNH�DFWLRQV� WKUHH�
WLPHV�LQ�D�URZ��KH�IDOOV� LQWR�D�GHHS�VOXPEHU�DQG�FDQ�RQO\�
EH�DZDNHQHG�E\�D�PLQXWH·V�ZRUWK�RI�YLJRURXV�VKDNLQJ��RU�
VLPLODU�PHWKRGV����

,I�DQ\�3&V�UHPDLQ�DZDNH��UHDG�RU�SDUDSKUDVH�WKH�IROORZLQJ��

)URP�EHQHDWK�\RXU�GRRU��\RX�KHDU�D�VRIW�VFUDWFKLQJ��OLNH�GDJJHUV�
GUDZQ�DJDLQVW�WKH�ÁRRU��

The beast outside the door is a zain-kin assassin, a hulk-
ing, silver-backed man-ape sent to slay those staying at the 
LQQ��7KH�]DLQ�NLQ�FDUULHV�D�EURQ]H�FHQVRU��WKH�VRXUFH�RI�WKH�
wicked spell that has enchanted the castle, and has a short 
VZRUG�VOXQJ�RYHU� LWV�EDFN�� ,I� LW�VXFFHHGV� LQ� LWV� WDVN��RWKHU�
]DLQ�NLQ�ZLOO�EH�VHQW�WR�ORRW�WKH�LQQ�RI�IRRG�DQG�GULQN��DQG�
LWV� LQKDELWDQWV�RI�ZHDSRQV�RU� WUHDVXUH��DOO� WR�EULQJ�PXFK�
QHHGHG�JORU\�WR�+RXVH�7\UD[��VHH�SDJH�����

7KH� ]DLQ�NLQ� WULHV� WKH� GRRU�� LI� LW� LV� ORFNHG� RU� EDUUHG�� WKH�
beast breaks the door down in 1d4 rounds. The zain-kin is 
KHHGOHVV�RI�WKH�QRLVH��PLVWDNHQO\�EHOLHYLQJ�WKDW�WKH�HQWLUH�
inn is ensnared in the eldritch spell.  Unless the PCs give 
themselves away, they surprise the zain-kin. 

7KH�DSH�PDQ�ÀJKWV�ZLWK�GHDGO\�VNLOO�DQG�VSHHG�� ,I� LW�KLWV�
DQ�RSSRQHQW�GXULQJ�FRPEDW��LW�JDLQV�DQ�DXWRPDWLF�IUHH�VHF-
ond attack with its short sword against the same opponent.  
,I� WKH�3&V�VXFFHHG� LQ�FDXVLQJ� WKH�DVVDVVLQ����KS�RU�PRUH�
GDPDJH�� LW� ÁHHV� WKURXJK� WKH�ZLQGRZ��GURSSLQJ�GRZQ� WR�
WKH�JURXQG�DQG�UHWUHDWLQJ�EDFN�WR�WKH�ULIW��

Zain-kin master assassin: Init +4; Atk short sword +3 me-
OHH���G������$&�����+'��G�����KS�����09���·�RU�FOLPE���·��
$FW��G����63�ORZ�OLJKW�YLVLRQ��IUHH�DWWDFN�IROORZLQJ�VXFFHVV-
IXO�DWWDFN��69�)RUW�����5HI�����:LOO�����$/�&��

*����$,�)*���*�%$

2QFH� WKH� ]DLQ�NLQ� KDV� EHHQ�GHIHDWHG�� WKH� 3&V� DUH� IUHH� WR�
LQYHVWLJDWH�WKH�UHVW�RI�WKH�LQQ��0RVW�RI�WKH�VOHHSLQJ�IRON�FDQ�
EH�DZDNHQHG��EXW�WKH\�UHDFW�ZLWK�IHDU�ZKHQ�WROG�RI�ZKDW�
KDV� RFFXUUHG� ²� DGGLWLRQDO� KHOS� LV� QRW� IRUWKFRPLQJ�XQOHVV�
WKH�MXGJH�UHTXLUHV�UHSODFHPHQW�3&V���:RUVH��WKH�FKDUDFWHUV�
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OHDUQ�UXPRUV�RI�D�VLPLODU�HOGULWFK�VOXPEHU�WUDSSLQJ�WKRVH�
RI� UR\DO�EORRG�²� LW� LV�ZKLVSHUHG� WKDW� WKH�NLQJ�DQG�DOO�KLV�
FRXUW�KDYH�VXFFXPEHG�WR�D�VOHHS�IURP�ZKLFK�WKH\�FDQQRW�
EH�DZDNHQHG��,W�IDOOV�WR�WKH�3&V�WR�WUDFN�WKH�DVVDVVLQ�EDFN�WR�
LWV�ODLU�DQG�OLIW�WKH�FXUVH�

Examining the Body: ,I� WKH�3&V�VXFFHHGHG�LQ�VOD\LQJ�WKH�
]DLQ�NLQ�� WKHLU� ÀUVW� RUGHU� RI� EXVLQHVV� LV� OLNHO\� H[DPLQLQJ�
WKH�ERG\��7KH�HQRUPRXV�PDQ�DSH�GZDUIV�PRVW�KXPDQRLGV��
VWUHWFKHG�RXW��LW�LV�RYHU���IHHW�LQ�KHLJKW��ZHLJKLQJ�DV�PXFK�
DV���JURZQ�PHQ��,W�ZRUH�D�VKLUW�RI�DUPRU�FRPSRVHG�RI�FUXGH�
LURQ�OLQNV�VHZQ�LQWR�D�OHDWKHU�MHUNLQ��7KH�OHDWKHU�DSSHDUV�WR�
EH�IURP�VRPH�VRUW�RI�FDYH�OL]DUG��7KH�VZRUG�ZDV�IRUJHG�RI�
WKH�VDPH�ORZ�JUDGH�LURQ��LWV�KDIW�ZUDSSHG�LQ�EUDLGHG�GDUN�

HOI�KDLU��7KH�ZHDSRQ�KDV�VHHQ�EDWWOH�EHIRUH�DQG�KDV�PXOWLSOH�
nicks and scars. 

7KH�FHQVRU�WKDW�LW�FDUULHG�VWLOO�VWLQNV�IURP�WKH�IXPHV�RI�WKH�
arcane herbs used to power the enchanted slumber. An 
apothecary, alchemist, or wizard can make a DC 10 Intel-
ligence check to recognize that the eldritch sleep resembles 
D�OHJHQGDU\�HQFKDQWPHQW�RI�WKH�VRUFHUHU�NLQJV�RI�3DUKRN��
The ancient Parhok enchantments were lost eons ago when 
their empire was destroyed. Many have searched in vain 
IRU� WKH� ORVW� FLYLOL]DWLRQ�� LQ� WKH� KRSHV� RI� DFTXLULQJ� MXVW� D�
VOLYHU�RI�LWV�IRUPLGDEOH�PLJKW��$�ZL]DUG�RU�HOI�FDQ�XVH�WKH�
censor and the ash within it as a means to research the spell 
sleep��EXW�QHLWKHU�LV�LWVHOI�PDJLFDO�

encounter area 1:
trek to the rIft

I
I�WKH�FKDUDFWHUV�OHDYH�TXLFNO\��WUDFNLQJ�WKH�DVVDV-
VLQ� EDFN� WR� WKH� ULIW� LV� HDVLO\� DFFRPSOLVKHG��:LWK�
HYHU\� KRXU� WKH\�ZDLW�� WKRXJK�� WKH� GLIÀFXOW\� LQ-

FUHDVHV�� �����KRXUV�UHTXLUHV�D�'&���,QWHOOLJHQFH�FKHFN������
KRXUV�D�'&����,QWHOOLJHQFH�FKHFN������KRXUV�LV�'&����������
KRXUV�LV�'&�����DQG�DIWHU����KRXUV�WKH�WUDLO�LV�ORVW��5HPHP-
ber that a character without an appropriate occupation uses 
D�G��� WR�PDNH� WKLV� FKHFN�� (YHQ� LI� WKH� DVVDVVLQ� LV� VODLQ� LQ�
WKH�ÀUVW�HQFRXQWHU��WKH�3&V�PD\�ZHOO�EH�DEOH�WR�EDFN�WUDLO�LW�
IURP�ZKHQ�KH�FDPH�WR�WKH�LQQ�

$IWHU�D�IRXU�GD\�MRXUQH\�WKURXJK�DQFLHQW�ZRRGV�DQG�URFN\�
EDGODQGV��WKH�WUDFNV�HQG�LQ�D�ZLGH�FOHDULQJ��7KH�MXGJH�PD\�
IHHO�IUHH�WR�KDYH�WKH�3&V�HQFRXQWHU�VPDOO�YLOODJHV�WKDW�KDYH�
IDOOHQ�SUH\�WR�WKH�]DLQ�NLQ��WKHLU�IRON�O\LQJ�GHDG��DQG�WKHLU�
IRRGVWXIIV�DQG�WUHDVXUHV�ORRWHG�

$W�ODVW�\RXU�KXQW�KDV�FRPH�WR�DQ�HQG��7KH�WKLFN�IRUHVW�SDUWV�WR�
UHYHDO� D� EURDG� FOHDULQJ�� VSOLW� E\� D� JDSLQJ� UDYLQH�� %URNHQ� ÁDJ-
VWRQHV��FUXPEOLQJ�ZDOOV��DQG�IDOOHQ�SLOODUV�OLWWHU�WKH�FOHDULQJ�²�DW�
RQH�WLPH�WKLV�PXVW�KDYH�EHHQ�D�JUDQG�SOD]D��EXW�QRZ�DOO�LV�JLYHQ�
over to ruin. 

As the PCs step onto the plaza, any PC who succeeds in 
D� VHFUHW� /XFN� FKHFN� LPPHGLDWHO\� IHHOV� DV� LI� WKH\� DUH� EH-
LQJ�ZDWFKHG��$�ZL]DUG�RU� HOI�ZKR� VXFFHHGV� LQ� WKLV� FKHFN�
will suspect, correctly, that the party is being scryed upon. 
'UDJRUD�LV�ZDWFKLQJ�WKH�3&V�WKURXJK�WKH�VFU\LQJ�SRRO��VHH�
DUHD�������DQG�LPPHGLDWHO\�GLVSDWFKHV�D�SDLU�RI�]DLQ�NLQ�WR�
HOLPLQDWH�WKH�3&V��VHH�DUHD�������

$�FDVXDO�H[DPLQDWLRQ�RI�WKH�UDYLQH�UHYHDOV�WKDW�LW�ZDV�WRUQ�
open by an earthquake in the last 2 months. The walls are 
YHUWLFDO� �'&� ��� 6WUHQJWK� FKHFN� WR� FOLPE��� DQG� WKH� UDYLQH�
VHHWKHV�ZLWK�GHQVH�PLVWV��REVFXULQJ�LWV�GHSWK������IHHW���7KH�
mists sting the eyes and burn the lungs, but otherwise pres-
ent no threat to PCs.

'HVFHQGLQJ�LQWR�WKH�ULIW�ZLOO�PRVW�OLNHO\�UHTXLUH�D�VHULHV�RI�
EHOD\V��ZLWK� WKH�3&V� URSLQJ� WKHPVHOYHV�RII� DV� WKHLU� FRP-
panions rappel down to the next ledge. 

�(��)�%��*���#�&

Area 1-1  – The Upper Works: A thundering waterfall 
SXQFWXUHV�WKH�VLGH�RI�WKH�FKDVP��WXPEOLQJ�GRZQ�LQWR�WKH�VZLUOLQJ�
PLVWV��7KH�WXPEOLQJ�ZDWHU�FUDVKHV�DWRS�D�SDLU�RI�PDWFKLQJ�SRUWDOV�
VHW�LQWR�WKH�ZDOO�RI�WKH�FKDVP�

Once there was a worked-stone corridor here, but when the 
chasm was torn open, the corridor was broken in two. 

&KDUDFWHUV�UDSSHOOLQJ�GRZQ�WKH�ZDOOV�RI�WKH�FKDVP�FDQ�HDV-
LO\�UHDFK�RQH�RI�WKH�SRUWDOV��EXW�UHDFKLQJ�WKH�RSSRVLWH�VLGH�
LV�D�FKDOOHQJH��PDGH�PRUH�GLIÀFXOW�GXH�WR�WKH�FUDVKLQJ�ZD-
WHUIDOO��:LWK�D�'&����$JLOLW\�FKHFN��D�3&�FDQ�VZLQJ�WR�WKH�
IDU�ZDOO��EXW�VHL]LQJ�D�KDQGKROG�DQG�KDQJLQJ�RQ�UHTXLUHV�D�
DC 12 Strength check. 

$V�WKH�ÀUVW�3&V�JDLQ�WKH�OHGJH��D�SDLU�RI�'UDJRUD·V�]DLQ�NLQ�
UHDFKHV�WKH�OLS�RI�WKH�FKDVP��7KH�]DLQ�NLQ�FXW�3&V·�URSHV��
DQG�WKHQ�KXUO�URFNV�IURP�DERYH��'XH�WR�WKH�PLVWV��WKH�]DLQ�
NLQ�KDYH�RQO\�D�VOLP�FKDQFH�RI�KLWWLQJ�D�3&��WKHVH�DWWDFNV�
DUH�PDGH�ZLWK�D����DWWDFN�PRGLÀHU����(DFK�URFN�GRHV��G���
SRLQWV�RI�GDPDJH�DQG�IRUFHV�WKH�FKDUDFWHU�WR�PDNH�D�'&����
)RUW�VDYH�RU�EH�NQRFNHG�IUHH�IURP�WKH�URSH��7KRVH�IDLOLQJ�
WKH�FKHFN�PXVW�VXFFHHG�RQ�D�'&����5HI�VDYH�RU�SOXPPHW�
WKH�UHPDLQLQJ����IHHW�WR�WKH�FKDVP·V�ÁRRU�EHORZ��WDNLQJ��G��
SRLQWV�RI�IDOOLQJ�GDPDJH���&KDUDFWHUV�WKDW�DUH�H[SOLFLWO\�WLHG�
LQ�FDQ·W�EH�NQRFNHG�IUHH���

7KH�]DLQ�NLQ�WKURZ�D�WRWDO�RI����VWRQHV�EHIRUH�ZLWKGUDZLQJ�
IURP�WKH�OLS�RI�WKH�FKDVP��7KH�]DLQ�NLQ�UHWLUH�WR�WKH�ZRRGV�
WR�ZDWFK�WKH�FKDVP��ZDLWLQJ�RXW�DQ\�3&V�WKDW�HPHUJH�IURP�
the mists.

Zain-kin legionnaires (2):  Init +2; Atk short sword +2 me-
OHH���G�����RU�MDYHOLQ����UDQJHG���G����$&�����+'��G���KS���
HDFK��09���·��$FW��G����63�ORZ�OLJKW�YLVLRQ��69�)RUW�����5HI�
����:LOO�����$/�&��

Each legionnaire is equipped with scale mail, a shield, a 
VKRUW�VZRUG��DQG���MDYHOLQV�
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Area 1-1A  – Rubble and Ruin: 7KH�GDUN�FRUULGRU�LV�OLQHG�
ZLWK�ZRUNHG�VWRQHV��HDFK�HQJUDYHG�ZLWK�VFRUHV�RI�UXQHV�LQVHW�ZLWK�
JROG��7KH�FRUULGRU�HQGV�DEUXSWO\�EHIRUH�D�SLOH�RI�ERXOGHUV�DQG�GH-
EULV���

This corridor collapsed when the chasm was opened. The 
UXEEOH�LV�XQVWDEOH�DW�EHVW��DQG�DQ\�DFWLYLW\��VXFK�DV�VHDUFK-
LQJ�� WKDW� GLVWXUEV� WKH� SLOH� WULJJHUV� D� VHFRQG� FROODSVH�� $�
GZDUI��PLQHU��RU�VLPLODU�FKDUDFWHU�H[DPLQLQJ�WKH�UXEEOH�HDV-
LO\�QRWHV�WKH�OLNHOLKRRG�RI�FROODSVH��2WKHUV�PD\�GR�VR�ZLWK�
a DC 10 Intelligence check. Characters may intentionally 
FDXVH�D�FROODSVH�IURP�DIDU��PDNLQJ�WKH�DUHD�VDIH�WR�VHDUFK��
but otherwise any character caught in the collapsing rubble 
WDNHV��G��GDPDJH��'&����5HI�VDYH�IRU�KDOI���DQG�D�QDWXUDO�
´�µ�RQ�HLWKHU�GLH�LQGLFDWHV�WKDW�WKH�FKDUDFWHU�LV�SLQQHG�XQWLO�
a DC 20 Strength check succeeds. A pinned character takes 
��SRLQW�RI�WHPSRUDU\�6WUHQJWK��$JLOLW\��RU�6WDPLQD�GDPDJH�
IRU�HYHU\�WKUHH�URXQGV�KH�RU�VKH�LV�SLQQHG�

&KDUDFWHUV� VXFFHVVIXOO\� VHDUFKLQJ� WKH� UXEEOH� �'&� ��� ,Q-
WHOOLJHQFH� FKHFN�� GLVFRYHU� D� EURNHQ�ÁDJVWRQH� VHW� LQWR� WKH�
ÁRRU�� %HQHDWK� WKH� ÁDJVWRQH� LV� D� KLGGHQ� VSDFH� FRQWDLQLQJ�
D�VPDOO�OHDWKHU�SRXFK�DQG�D�EODFNHQHG��PXPPLÀHG�KDQG��
The hand is locked around a radiant sapphire set within a 
VWDU�VKDSHG�DPXOHW��WKH�SRLQW�RI�HDFK�DUP�FDVW�LQ�WKH�VKDSH�
RI�D� UDPSDQW�GUDJRQ��7KLV�DPXOHW� LV� WKH� VWDU�NH\�XVHG� WR�
open the portal in area 1-4. Inside the pouch are 40 ancient 
silver coins. 

7KH�PXPPLÀHG�KDQG�RQFH�EHORQJHG� WR�D� WKLHI�� DQG�QRZ�

serves as a Parhok ward against looters. The character that 
removes the star-key is cursed with avarice; any time the 
PC comes across coins or gems, he or she is struck by insa-
WLDEOH�JUHHG��'&����:LOO�VDYH�WR�UHVLVW��WKH�FXUVH�HQGV�LI�WKH�
FKDUDFWHU�PDNHV���VXFFHVVIXO�VDYHV�LQ�D�URZ���$IWHU�WKH�3&V�
OHDYH�WKH�FRUULGRU��WKH�PXPPLÀHG�KDQG�PDJLFDOO\�DSSHDUV�
in the cursed character’s backpack. The hand continues to 
IROORZ�WKH�3&�DV� ORQJ�DV� WKH�FXUVH� LV� LQ�HIIHFW��1R�PDWWHU�
how it might be destroyed, it reappears in amid the PC’s 
gear 1d4 hours later.

Area 1-1B  – Shattered Gates of Parhok: A portal is set 
LQWR�WKH�FKDVP�ZDOO��SDUWLDOO\�REVFXUHG�E\�WKH�FUDVKLQJ�ZDWHUIDOO��
$�SDLU�RI�EURQ]H�JDWHV�VWDQGV�SDUWLDOO\�RSHQ��(DFK�RI�WKH�JDWHV�LV�
HPEOD]RQHG�ZLWK�D�VW\OL]HG�GUDJRQ��([SRVHG�EHQHDWK�WKH�SODWIRUP�
LV� D�PHFKDQLVP� FRPSRVHG� RI� UXVWHG� EODFN� JHDUV�� D�PDVVLYH�Á\-
wheel, and 8 long, rusted glaives.

2EYLRXVO\��WKH�JDWHV�ZHUH�RQFH�WUDSSHG��0XFK�RI�WKH�PHFK-
DQLVP�LV�IUR]HQ�ZLWK�UXVW��EXW�HYHQ�LQ�LWV�UXLQHG�VWDWH��WKH�
trap presents a peril to brash adventurers.

Originally the trap dropped a victim into a pit, and then 
slashed the victim with scything blades. Now that the 
EODGHV� DUH� UXVWHG� LQ�SODFH�� WKH�YLFWLP� VLPSO\� IDOOV��SOXP-
PHWLQJ����IHHW�WR�WKH�EDVH�RI�WKH�FKDVP��WDNLQJ��G��GDPDJH��
7KH�SLW�FDQ�EH�GHWHFWHG�E\�D�WKLHI�ZLWK�D�'&���)LQG�WUDSV�
check, and disarmed with a DC 10 Disable traps check.

Area 1-1C  – Chasm Floor: 7KH�EDVH�RI�WKH�FKDVP�LV�D�FKD-
RWLF�PD]H�RI�HQRUPRXV�ERXOGHUV��WKH�GHDIHQLQJ�FUDVK�RI�ZDWHU�DQG�
VHHWKLQJ�PLVW��7KH�URFNV�DUH�VOLFN�ZLWK�EODFN�VOLPH��DQG�WKH�DLU�LV�
FROG�DQG�ZHW��FKLOOLQJ�\RX�WR�WKH�ERQH���

7KHUH�LV�OLWWOH�WR�GLVFRYHU�KHUH��$PLG�WKH�ERXOGHUV�DUH�D�IHZ�
SLHFHV�RI�EURNHQ�WLOH�DQG�ZRUNHG�VWRQH��IDOOHQ�IURP�WKH�FRU-
ULGRU�DERYH���7KH�ZDWHU�OHDYHV�WKH�UDYLQH�YLD�D�QDUURZ�ÀV-
sure in the rock. 

([FHHGLQJO\�FRXUDJHRXV�3&V�FDQ�IROORZ�WKH�ULYHU·V�FRXUVH��
WKRXJK� WKLV� LV� SHULORXV� DW� EHVW�� 'HVFHQGLQJ� VDIHO\� DORQJ�
WKH�VHDP�UHTXLUHV�D�'&����$JLOLW\�RU�&OLPE�VKHHU�VXUIDFHV�
FKHFN�� FKDUDFWHUV� IDLOLQJ� WKH� FKHFN� IDOO� ��� IHHW� GRZQ� WR� D�
URFN\�VORSH���G��IDOOLQJ�GDPDJH��EHIRUH�SOXQJLQJ� LQWR�DQ�
underground river. Characters taking basic precautions 
�VXFK�DV�URSLQJ�WKHPVHOYHV�WRJHWKHU��LPSURYH�WKHLU�FKDQFHV�
considerably, aiding another as they descend the danger-
ous slope. 

(YHQ� LI� WKH\� VXUYLYH� WKH�GHVFHQW��QDYLJDWLQJ� WKH� ULYHU� UH-
TXLUHV� FUHDWLYLW\� RQ� WKH� SDUW� RI� WKH� 3&V�� IDLOHG� 6WUHQJWK�
FKHFNV�FDQ�TXLFNO\�SURYH�GHDGO\�LQ�WKH�IULJLG��EODFN�ZDWHUV�
RI�WKH�XQGHUGHHS��VHH�DUHD������

Area 1-2  – Eldritch Wizardry: As you inch down the cor-
ULGRU��D�VLFNHQLQJO\�VZHHW�VWHQFK�DVVDXOWV�\RXU�VHQVHV��DFFRPSD-
QLHG�ZLWK�D�VRIW��FHDVHOHVV�FKDQWLQJ��7KH�ÁRRU�RI�WKH�FRUULGRU�QDU-
URZV�LQWR�D�VOHQGHU�SDWKZD\�WKDW�DUFKHV�RYHU�D�IHOO�ODERUDWRU\�RI�
VRPH�VRUW��%URNHQ�LQWR���WLHUV��HDFK�OHYHO�RI�WKH�FKDPEHU�LV�KRPH�
WR�D�FKDRWLF�MXPEOH�RI�DUFDQH�H[SHULPHQWV�DQG�WKH�OLNH��$W�WKH�YHU\�
EDVH�RI�WKH�LQYHUWHG�]LJJXUDW�LV�D�SRUWDO�WKDW�JOLQWV�VRIWO\�LQ�WKH�
JORRP�
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7KH�FKDPEHU�ZDV�RQFH�D�ZD\�VWDWLRQ�IRU�DSSUHQWLFHV�DQG�
QRYLWLDWHV� IHUU\LQJ� GDQJHURXV� VSHOO� FRPSRQHQWV� IRU� WKHLU�
DUFDQH�PDVWHUV��:KHQ�WKH�UDLQ�RI�ÀUH�VHDOHG�WKH�FLW\�DZD\�
IURP� WKH� VXUIDFH�ZRUOG�� WKH� FKDPEHU� IHOO� LQWR�GLVXVH� DQG�
neglect. The way station’s keeper, an aging, wicked imp 
E\�WKH�QDPH�RI�3KDPPXW��KDV�ODQJXLVKHG�KHUH�LQ�ERUHGRP�
IRU�XQWROG�FHQWXULHV��7KH�3&V�DUH�WKH�ÀUVW�HQWHUWDLQPHQW�WR�
FRPH�DORQJ�LQ�PHPRU\��UHFHQW�RU�RWKHUZLVH���DQG�3KDPPXW�
SODQV�WR�PDNH�WKH�YHU\�EHVW�RI�WKLV�RSSRUWXQLW\���

The chamber is divided into three tiers. Each tier was once 
KRPH� WR� XQWROG� QXPEHU� RI� DUFDQH� VHFUHWV�� EXW� WLPH� KDV�
done away with most and Phammut has destroyed the rest.

Tactics: 3KDPPXW�LVQ·W�ORRNLQJ�WR�NLOO�WKH�3&V��DW�OHDVW�QRW�
ULJKW�DZD\���5DWKHU��KH�ZDQWV�WR�VHH�WKHP�VXIIHU��$V�WKH�3&V�
make their way down through the tiers, Phammut launch-
HV�D�VHULHV�RI�DWWDFNV�WR�ZD\OD\�DQG�GLVWUDFW�WKH�KHURHV�

��6SKHUH�RI�1HHGOHGUDNHV��6XVSHQGHG�IURP�WKH�FHLOLQJ��
DQG�KLGGHQ�DPLG� WKH�GR]HQV�RI�KDQJLQJ�QHWV�� JOREHV�
DQG�LFRQV��LV�D�ODUJH�VSKHUH�FRQWDLQLQJ�D�VZDUP�RI�WLQ\�
dragons called QHHGOHGUDNHV. As PCs pass over the arched 
SDWKZD\�� 3KDPPXW� GURSV� WKH� VSKHUH� IURP� DERYH��
VHQGLQJ�LW�FUDVKLQJ�GRZQ�RQWR�WKH�OHDG���3&V��'&����
5HI�VDYH�RU�WDNH��G��GDPDJH�DQG�EH�NQRFNHG�SURQH���
UHOHDVLQJ�WKH�VZDUP��&KDUDFWHUV�ZKR�IDLO�WKH�ÀUVW�VDYH�
PXVW�PDNH�D�'&����5HI� VDYH�RU�SOXPPHW�GRZQ� LQWR�
the 3rd�WLHU���7KLV�FDXVHV�QR�IDOOLQJ�GDPDJH��EXW�VHH�,QWR�
WKH�)LUH�EHORZ�IRU�WKH�SRWHQWLDOO\�OHWKDO�FRQVHTXHQFHV�
RI�WDNLQJ�WKH�SOXQJH����

��'DQFH� RI� %RQHV��:KLOH� WKH� 3&V� DUH� GLVWUDFWHG� ZLWK�
WKH�QHHGOHGUDNH�VZDUP��VNHOHWRQV�ULVH�IURP�WKHLU�WLHUV��
OXPEHULQJ�WR�WKH�DWWDFN���6HH�WKH�OHYHO�GHVFULSWLRQV�IRU�
HDFK�WLHU·V�WRWDO�QXPEHU�RI�VNHOHWRQV������

��«,QWR�WKH�)LUH��PCs leaping the tiers, landing directly 
EHIRUH� WKH�JOLQWLQJ�SRUWDO�� DUH� LQ� IRU�D�QDVW\� VXUSULVH��
7KH�ORZHVW�OHYHO�RI�WKH�]LJJXUDW��WKH�VROH�HVFDSH�IURP�
WKH�FKDPEHU��LV�KRPH�WR�D�SULPRUGLDO�RR]H��7KH�HQRU-
mous ooze occupies the entire level, and cannot climb 
RXW�RI�LWV�OHYHO��

3KDPPXW�LV�FRQWHQW�WR�ZDWFK�WKH�DFWLRQ�XQIROG��QRW�SDUWDN-
ing in the combat. Alert PCs will hear maniacal giggling 
throughout the encounter. Phammut remains invisible and 
IROORZV�WKH�SDUW\�WR�DUHD����D��ZKHUH�WKH�GHYLO�SOD\V�LWV�ODVW�
trick on the PCs.   

,QYHVWLJDWLQJ� WKH�:D\�6WDWLRQ��+LGGHQ�DPLG�SLOHV�RI� UX-
ined crates, broken casks, and rotting sacks, the tiers’ con-
WHQWV�RIIHU� FOXHV�DQG�KLQWV� DV� WR� WKH�QDWXUH�RI� WKH�3DUKRN�
HQFKDQWHUV�DQG�WKHLU�IRUELGGHQ�FLW\��3&V�WDNLQJ�WKH�WLPH�WR�
VLIW�WKURXJK�WKH�GHWULWXV�GLVFRYHU�WKH�IROORZLQJ�

Tier One��7KH�PXPPLÀHG�ERG\�RI�DQ�HQRUPRXV�DSH����KX-
man brains in cracked casks; 1 potion of healing �UHVWRUHV���
+'�����XQ�GHDG�VNHOHWRQV�

Tier Two����FRIIHUV�FRQWDLQLQJ�UXLQHG�SDUFKPHQW����FDVNV�RI�
hardened ink; a narrow wooden box holding 1 dozen writ-
ing quills; 4 un-dead skeletons.

Tier Three��7KH�VROH�RFFXSDQW�RI�WKLV�OHYHO�LV�WKH�SULPRUGLDO�
ooze. 

Escaping the Ziggurat: ,I� 3&V� VXFFHHG� LQ� GHIHDWLQJ� WKH�
ooze, they can climb through the disintegrating mess to 
pull the brass portal open. Even in death, the ooze posses 
D�GDQJHU��3&V�PXVW�VWDQG�LQ�WKH�FROODSVHG�MHOO\�WR�SXOO�WKH�
door open, succeeding in a DC 5 Fort save each round, or 
WDNLQJ��G��SRLQWV�RI�DFLG�GDPDJH��2SHQLQJ�WKH�SRUWDO�UH-
quires a DC 20 Strength check.

3KDPPXW� WKH� ,PS�� � ,QLW�����$WN�ELWH����PHOHH� ����RU� WDLO�
VWLQJ����PHOHH���G��SOXV�SRLVRQ���$&�����+'��G���KS����09�
��·�RU�Á\���·��$FW��G����63�LQYLVLELOLW\��SRLVRQ��LPPXQLW\�WR�
ÀUH�EDVHG�DWWDFNV��KDOI�GDPDJH�IURP�QRQ�PDJLFDO�DWWDFNV��
69�)RUW�����5HI�����:LOO�����$/�&�

3KDPPXW� LV� DEOH� WR� EHFRPH� LQYLVLEOH� DW� ZLOO�� ,I� WKH� LPS�
PDNHV�D�VXFFHVVIXO�DWWDFN��KH�EHFRPHV�YLVLEOH�XQWLO�KLV�QH[W�
LQLWLDWLYH�� �+LV�SRLVRQ�WDLO�VWLQJ�FDXVHV�JURJJLQHVV��'&����
Fort save or 1d3 temporary Personality and 1d3 temporary 
GDPDJH�HDFK� URXQG� IRU��G�� URXQGV���:KLOH� WKH�SRLVRQ� LV�
QRW�GHDGO\��LI�HLWKHU�KLW�SRLQWV�RU�3HUVRQDOLW\�GURS�WR����WKH�
YLFWLP�IDOOV�LQWR�D�FRPDWRVH�VOXPEHU�

1HHGOHGUDNH�VZDUP� Init +3; Atk swarming bite +1 melee 
��G����$&�����+'��G����KS�����09�Á\���·��$FW��G���VSHFLDO��
63�ELWH�DOO�ZLWKLQ���·�[���·�DUHD�� LPPXQLW\� WR� IHDU�HIIHFWV��
KDOI�GDPDJH�IURP�QRQ�DUHD�DWWDFNV��69�)RUW�����5HI�����:LOO�
+0; AL N.

1HHGOHGUDNHV�DUH�WLQ\�VLOYHU�JUHHQ�Á\LQJ�UHSWLOHV��VLPLODU�WR�
pterodactyls, with sharp, needle-like teeth.

6NHOHWRQV�������,QLW�²���$WN�FODZ����PHOHH���G����$&����+'�
1d3; hp 2 each; MV 30’; Act 1d20; SP un-dead traits, death 
WKURHV��69�)RUW�����5HI�����:LOO�����$/�1�

7KHVH�VNHOHWRQV�DUH�DQFLHQW��GU\��DQG�GXVW\��:KHQ�GHIHDWHG��
D�VNHOHWRQ�EXUVWV�LQWR�D�FORXG�RI�ERQH�IUDJPHQWV�DQG�ERQH�
dust. Any character within 5’ must succeed in a DC 5 Fort 
save or lose their next action due to coughing and choking.

Primordial Ooze: Init always last; Atk pseudopod +3 me-
OHH���G��SOXV�SDUDO\VLV���$&����+'��G����KS�����09��·��$FW�
�G����63�SDUDO\VLV��HQJXOI��RQO\���DWWDFN�DJDLQVW�HDFK�WDUJHW��
69�)RUW������5HI�����:LOO�����$/�1�

7KH�SULPRUGLDO�RR]H�FDXVHV�SDUDO\VLV�ZLWK�D�VXFFHVVIXO�DW-
WDFN��'&����)RUW�VDYH�QHJDWHV���RU�HYHQ�FRQWDFW�ZLWK�EDUH�
ÁHVK��3DUDO\VLV�ODVWV��G��PLQXWHV��DQG�GXULQJ�WKDW�WLPH�WKH�
RR]H�FDQ�DXWRPDWLFDOO\�HQJXOI�D� WDUJHW��FDXVLQJ��G��GDP-
age each round until either the target or the ooze is dead. 
The ooze can only target a character with a single pseudo-
SRG�HDFK�URXQG��LI�WKHUH�DUH�QRW�HQRXJK�WDUJHWV�LQ�LWV�WLHU��LWV�
extra actions are wasted.

Area 1-3  – Across the Black River: Through the narrow 
FUHYLFH�\RX�FDQ�VS\�D�UDJLQJ�EODFN�ULYHU�WKDW�FKXUQV�LWV�ZD\�LQWR�
WKH�GDUNQHVV��$�SDLU�RI�EOHDFKHG�WUHH�WUXQNV�REVFXUHV�WKH�ZD\�

3DUWLHV�ÀQGLQJ�WKHLU�ZD\�WR�WKH�%ODFN�5LYHU�KDYH�D�GLIÀFXOW�
URDG�DKHDG�RI�WKHP��&KDUDFWHUV�DWWHPSWLQJ�WR�VZLP�LQ�WKH�
%ODFN�5LYHU�PXVW�VXFFHHG�RQ�D�'&����6WUHQJWK�FKHFN�HYHU\�
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URXQG�VSHQW�LQ�WKH�ZDWHU�RU�WDNH��G��SRLQWV�RI�GDPDJH�IURP�
the crashing waves. The river carries the PCs downstream 
DW�D�UDWH�RI���·�SHU�URXQG��WDNLQJ���URXQGV�WR�UHDFK�DUHD����D��

Characters can also dislodge the tree trunks, and cling to 
them as they race down through the darkness. Clinging to 
RQH�RI�WKH�ÁRDWLQJ�WUXQNV�JUDQWV�D�ERQXV�RI���G�RQ�WKH�GLFH�
chain to the PCs’ Strength checks to swim.  

Area 1-3a  – The Devil & the Ford: The sound of crashing 
ZDWHU�HFKRHV�WKURXJK�WKH�KDOO��DQG�WKH�ZDOOV�DUH�VOLFN�ZLWK�FRQ-
GHQVDWLRQ��$KHDG��WKH�FRUULGRU�RSHQV�RQWR�D�GDUN��UDJLQJ�ULYHU��$�
narrow stone pathway arches over the river.  

%HQHDWK�WKH�DUFKHG�SDWK��WKH�ULYHU�WXPEOHV�GRZQ�LQ�D����
IRRW�ZDWHUIDOO��FUDVKLQJ�LQWR�D�SRRO�EHORZ��,I�3KDPPXW�WKH�
,PS�VXUYLYHG�WKH�HQFRXQWHU�LQ�DUHD������LW�KDV�IROORZHG�WKH�
SDUW\�KHUH�� 6WLOO� LQYLVLEOH��3KDPPXW�ZDLWV� IRU� WKH� ODVW�3&�
WR�EHJLQ�FURVVLQJ�WKH�IRUG�EHIRUH�SXVKLQJ�WKH�XQOXFN\�VRXO�
RII�WKH�DUFK�DQG�RYHU�WKH�IDOOV���7KH�3&�VKRYHG�E\�WKH�LPS�
PXVW�VXFFHHG�RQ�D�'&����5HI�VDYH�RU�SOXPPHW����IHHW�GRZQ�
WR� WKH�ZDWHU� EHORZ�� WDNLQJ� �G�� SRLQWV� RI� IDOOLQJ� GDPDJH�
�ZKLFK�LV�UHGXFHG�GXH�WR�ODQGLQJ�LQ�WKH�SRRO���

The imp immediately becomes visible, and, still cackling 
maniacally, wings away back to the ziggurat. As soon as 
3KDPPXW�LV�RXW�RI�VLJKW�RI�WKH�SDUW\��KH�EHFRPHV�LQYLVLEOH�
DQG�ÁLHV�EDFN� WR� WKH� IRUG��KRSLQJ� WKDW�3&V�PLJKW� VWLOO�EH�
OLQJHULQJ�RQ�WKH�DUFK��,I�VR��KH�UHSHDWV�KLV�WULFN�� WKHQ�ÁLHV�
RII�IRU�JRRG��

&KDUDFWHUV�VZLPPLQJ�GRZQ�ULYHU�IURP�DUHD�����PXVW�PDNH�
'&����$JLOLW\�FKHFNV�WR�VHL]H�WKH�VWRQH�VXSSRUWV�EHIRUH�EH-
LQJ�VZHSW�RYHU�WKH�IDOOV��,I�D�3&�IDLOV�WKH�FKHFN��WKH�FXUUHQW�
ULSV�KLP�DZD\� IURP�VDIHW\��SLWFKLQJ�KLP�RYHU� WKH����IRRW�
IDOOV��IRU��G��SRLQWV�RI�IDOOLQJ�GDPDJH�

&KDUDFWHUV� ÀQGLQJ� WKHPVHOYHV� LQ� WKH� SRRO� DW� WKH� EDVH� RI�
IDOOV�PXVW�WUHDG�ZDWHU�WR�VWD\�DÁRDW��EXW�RWKHUZLVH�UHVFXH�
LV�QRW�GLIÀFXOW��7KH�FXUUHQW�LV�VORZHG�KHUH�ZKHUH�WKH�ULYHU�
is wider. Characters in armor or laden with equipment may 
be required to make DC 5 Strength checks to avoid sinking.

&KDUDFWHUV�WDNLQJ�WKH�WLPH�WR�VHDUFK�WKH�ERWWRP�RI�WKH�SRRO�
DUH�UHZDUGHG�IRU�WKHLU�WKRURXJKQHVV��+LGGHQ�EHQHDWK�WKH�
PXFN�LV�VNHOHWDO�FRUSVH�FKDLQHG�WR�D�VLOYHU�FRIIHU��ZRUWK����
JS��ORDGHG�GRZQ�ZLWK�URFNV���

Area 1-4  – Wyrmportal: 7KH�VLPSOH��RFWDJRQDO�FKDPEHU�LV�
OLW� E\� D� ODUJH� VWRQH� JOREH� VHW� LQ� WKH� SHDN� RI� WKH� DUFKHG� FHLOLQJ��
$FURVV� WKH�FKDPEHU� LV�D�EURDG�VWRQH�DOWDU��DQG� LQ�FHQWHU�RI� WKH�
FKDPEHU�LV�D�ORZ��S\UDPLG�OLNH�VWUXFWXUH���7KH�DLU�LV�GHDWKO\�VWLOO��
DQG�D�WKLFN�FRDW�RI�GXVW�FRYHUV�WKH�URXJK�VWRQH�ÁRRU�

This chamber is home to the portal permitting passage 
IURP�WKH�XSSHU�ZRUNV�WR�WKH�IRUJRWWHQ�FLW\�RI�WKH�3DUKRN�

Characters inspecting the altar discover a depression in the 
VKDSH�RI� D� ��SRLQWHG� VWDU��ZLWK� HDFK�SRLQW� RI� WKH� VWDU� FXW�
LQ�WKH�VKDSH�RI�D�UDPSDQW�GUDJRQ��7KH�GHSUHVVLRQ�PDWFKHV�
WKH�VWDU�NH\�LQ�DUHD����D��$�WKLHI�VXFFHHGLQJ�LQ�D�'&����)LQG�
traps check discovers a mechanism concealed beneath the 
altar, and a DC 15 Intelligence check reveals the chamber’s 
twin secret doors. 

The proper way to open the portal is to place the star-key in 
the slot. Alternately, the PCs can trigger the mechanism by 
VXFFHHGLQJ�RQ�D�'&����2SHQ�ORFNV�FKHFN��)LQDOO\��LI�WKH�3&V�
discovered the chamber’s secret doors, they can be pried 
open with a DC 25 Strength check.

However the PCs manage to open the secret doors, read or 
SDUDSKUDVH�WKH�IROORZLQJ�

$�JUDWLQJ�VRXQG�HFKRHV�WKURXJK�WKH�FKDPEHU��DQG�GXVW�EHJLQV�WR�
VLIW�GRZQ�IURP�WKH�FHLOLQJ��7ZR�RI�WKH�FKDPEHU·V�HLJKW�ZDOOV�IDOO�
DZD\��7R�RQH�VLGH�LV�D�JOLPPHULQJ�SRUWDO�ZUHDWKHG�LQ�EOXH�ÁDPHV��
7R�WKH�RWKHU�VLGH�LV�D�QDUURZ�IRRWEULGJH�DUFKLQJ�RXW�LQWR�GDUNQHVV��
$W�WKH�HQG�RI�WKH�EULGJH�\RX�FDQ�VS\�D�JOLQWLQJ�VLOYHU�FRIIHU���

Peering through the portal, the PCs see a dimly lit, oth-
erworldly swamp, shrouded by mists. Heroes venturing 
through the portal vanish, reappearing in area 2-1. 

)RU�FKDUDFWHUV�XQOXFN\�HQRXJK�WR�LQYHVWLJDWH�WKH�FRIIHU��VHH�
area 1-4a. 

Area 1-4a  – With Baited Death: $�QDUURZ�EULGJH�DUFKHV�
RYHU� D� YDVW� FDYHUQ�� WHUPLQDWLQJ� DW� D�QDUURZ�SLOODU� ULVLQJ� IURP�
WKH�JORRP�EHORZ��6HDWHG�DWRS�WKH�SLOODU�LV�D�VLPSOH�VLOYHU�FRIIHU��
JOLQWLQJ�LQ�WKH�GDUNQHVV��(DFK�FRUQHU�RI�WKH�FRIIHU�DSSHDUV�WR�KDYH�
D�ORFNLQJ�PHFKDQLVP�RI�VRPH�VRUW��

7KH�VLOYHU�FRIIHU�LV�QRWKLQJ�PRUH�WKDQ�EDLW�GHYLVHG�WR�OXUH�
H[SORUHUV�WR�WKHLU�GRRP��7KH�FRIIHU�LV�HPSW\��DQG�LV�PHUHO\�
VLOYHU�SODWLQJ�RYHU�DQ�RWKHUZLVH�ZRUWKOHVV�ZRRGHQ�FRIIHU��$�
GZDUI�DXWRPDWLFDOO\�QRWHV�WKDW�WKH�FRUULGRU�DQG�WKH�EULGJH�
DQJOH�GRZQZDUG��DQG�WKDW�FHQWHU�RI�ERWK�DUH�VOLJKWO\�FRQ-
FDYH�²�RWKHU�FKDUDFWHUV�FDQ�QRWLFH�WKH�VDPH�ZLWK�D�'&����
,QWHOOLJHQFH�FKHFN��LI�WKH\�H[DPLQH�WKH�EULGJH��

Characters venturing out onto the pillar trigger a pressure 
SODWH� �'&����)LQG� WUDS� WR�GHWHFW��DQG�'&����'LVDUP�WUDS�
WR�GLVDUP��� VHWWLQJ� LQWR�PRWLRQ� D�GHDGO\� VHULHV� RI� HYHQWV��
7KH�ÀUVW�URXQG��WKH�HQRUPRXV�VWRQH�JOREH�GURSV�IURP�WKH�
FHLOLQJ�RI� DUHD� ����� VWULNLQJ� WKH�S\UDPLG�DQG� VHQGLQJ� WKH�
��IRRW�JOREH�VKRRWLQJ�GRZQ�WKH�FRUULGRU�WRZDUGV�DUHD����D��
$W�WKH�VWDUW�RI�WKH�VHFRQG�URXQG��WKH�JOREH�UROOV�RXW�RQWR�WKH�
EULGJH��FDXVLQJ��G��FUXVKLQJ�GDPDJH�WR�DQ\RQH�VWLOO�LQ�LWV�
SDWK��'&����5HI�VDYH�IRU�KDOI���&KDUDFWHUV�VWDQGLQJ�WR�HL-
WKHU�VLGH�RI�WKH�OHGJH�DUH�VDIH��DQG�PRPHQWDULO\�VR�DUH�DQ\�
3&V�KDQJLQJ�IURP�WKH�EULGJH��$V�WKH�JOREH�FRQWLQXHV�RQ�LWV�
course, the bridge collapses under the weight. The globe 
FRQWLQXHV�DORQJ�LWV�VLQNLQJ�WUDMHFWRU\��DQG�GHPROLVKHV�WKH�
WRS����IHHW�RI�WKH�SLOODU��EHIRUH�VKRRWLQJ�RII�LQWR�GDUNQHVV�

Anyone clinging to the bridge or pillar plummets down 
LQWR� WKH� GDUNQHVV�� RQO\� WR� EH� FDXJKW� ��� IHHW� EHORZ� LQ� DQ�
HQRUPRXV� VSLGHU� ZHE� �WDNLQJ� QR� GDPDJH��� 7KH� ZUHFN-
DJH�IURP�WKH�EULGJH�DQG�SLOODU�UDLQ�GRZQ�DOO�DURXQG��DOVR�
caught in the bouncing webs, while the globe tears through 
WKH�WKLFN�ZHEV��FUDVKLQJ�WR�WKH�EDVH�RI�WKH�FKDPEHU��VRPH�
����IHHW�EHORZ�

$�WULR�RI�DQFLHQW�EULVWOHEDFN�VSLGHUV�ODLUV�LQ�WKH�ZHEV��7KH\�
scurry down the sticky strands, hoping to make quick 
PHDOV�RI�WKRVH�WUDSSHG�LQ�WKH�ZHEV��7KH�JLDQW�VSLGHUV�ODFN�
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YHQRP��EXW�WKHLU�PDVVLYH�IDQJV�DUH�PRUH�WKDQ�DGHTXDWH�WR�
rip apart characters trapped in their domain. 

7KH�ZHEV�VWUHWFK�DFURVV�WKH�HQWLUH�FKDPEHU�DQG�DUH�GLIÀFXOW�
WR�PRYH�DFURVV��UHTXLULQJ�D�VXFFHVVIXO�'&����$JLOLW\�FKHFN�
WR�PRYH�DW�KDOI�QRUPDO�VSHHG��D�FKHFN�UHVXOW�RI�����DOORZV�
D� FKDUDFWHU� WR�PRYH� DW� IXOO� QRUPDO� VSHHG��� 7KH�ZHEV� DUH�
KLJKO\�ÁDPPDEOH��DQG�RQFH�LJQLWHG��WKH�ÁDPHV�UDGLDWH�RXW�
DW�WKH�UDWH�RI��·�SHU�URXQG�LQ�HYHU\�GLUHFWLRQ��&KDUDFWHUV�VR�
IRROLVK�DV�WR�LJQLWH�WKH�DUHD�DW�WKHLU�IHHW�PXVW�VXFFHHG�LQ�WKH�
$JLOLW\�FKHFN�GHVFULEHG�DERYH��RU�WKH\�IDOO�WR�WKHLU�GRRP��

7KHUH�LV�OLWWOH�LQ�WKH�ZD\�RI�WUHDVXUH�KHUH��DOWKRXJK�D�WULR�RI�
FRUSVHV�KDQJV�IURP�WKH�FHLOLQJ�RI�WKH�FKDPEHU��,QYHVWLJDW-
LQJ�WKH�EXQGOHG�FRUSVHV�LV�D�GLIÀFXOW�FOLPE��UHTXLULQJ�WKUHH�
'&����6WUHQJWK�RU�&OLPE�VKHHU�VXUIDFHV�FKHFNV���8SRQ�FXW-
ting open the webbed bundle the PCs discover the desic-
FDWHG�DQG�PXPPLÀHG�FRUSVHV�RI�ORQJ�GHDG�DGYHQWXUHUV��$�

WKRURXJK�H[DPLQDWLRQ�RI�WKH�FRUSVHV�UHYHDOV�D�SRXFK�FRQ-
taining 20 gp, a potion of healing�LQ�D�VWHHO�ÁDVN��ZKLFK�KHDOV�
��+'�GDPDJH���DQG�D�VLQJOH�ODUJH�VDSSKLUH��ZRUWK����JS��

6LPLODUO\�� WKUHH� '&� ��� 6WUHQJWK� RU� &OLPE� VKHHU� VXUIDFHV�
FKHFNV�FDQ�EULQJ�WKH�IDOOHQ�FKDUDFWHUV�IURP�WKH�ZHEV�EDFN�
WR�DUHD������RQFH�WKH\�VXFFHVVIXOO\�GHDO�ZLWK�WKH�ZHEV�DQG�
spiders.

Bristleback spiders (3):�,QLW�����$WN�ELWH����PHOHH���G����$&�
����+'��G���KS����HDFK��09���·�RU�FOLPE���·��$FW��G����63�ORZ�
OLJKW�YLVLRQ���·��EULVWOHV��69�)RUW�����5HI�����:LOO�����$/�1�

These man-sized spiders are covered with hairy black bris-
WOHV��:KHQ�LQMXUHG��WKH�VSLGHUV�ÀUH�D�FORXG�RI�VWLQJLQJ�KDLUV��
7KRVH�ZLWKLQ��·�PXVW�VXFFHHG�LQ�D�'&����5HI�VDYH�RU�WDNH�D�
²��SHQDOW\�WR�DOO�DWWDFN�UROOV�IRU�WKH�QH[W��G��URXQGV�GXH�WR�
partial blindness and irritation.

encounter area 2: the 
forgotten Jungles of Parhok

P
Cs teleporting IURP� WKH� Z\UPSRUWDO� LQ� DUHD� ����
DSSHDU�DW�DUHD������7KH�VROH�HVFDSH�IURP�WKH�IRU-
JRWWHQ�MXQJOHV�LV�WKURXJK�WKH�VWRQH�PRQXPHQW�RI�

%DSKRWHW�.RU�LQ�DUHD�����

7KH�)RUJRWWHQ�-XQJOHV�ZHUH�RQFH�IDUPODQGV��ZKHUH�WKH�3DU-
KRN·V�VODYHV�WRLOHG�GD\�LQ�DQG�GD\�RXW��(QFKDQWHG�IRU�HQ-
KDQFHG�IHUWLOLW\��WKH�IDUPODQGV�ZHUH�DUFDQH�PDUYHOV�ZKHUH�
IUXLW� DQG� YHJHWDEOHV� EORVVRPHG� DQG� UHDFKHG�PDWXULW\� LQ�
mere day. 

)ROORZLQJ�WKH�IDOO�RI� WKH�FLW\�DQG�WKH�FROODSVH�RI�NH\�FDY-
erns, the gardens have languished in disrepair. Aqueducts 
ZHUH� TXLFNO\� RYHUUXQ�� VWDQGLQJ�ZDWHU� ÀOOHG�PXFK� RI� WKH�
caverns, and pallid vines, deadly mushrooms, and black 
rot overtook the crops.

1RZ�WKH�FDYHUQV�DUH�D�VLQLVWHU�PRFNHU\�RI� WKHLU�SUHYLRXV�
LQFDUQDWLRQ��$�VZDPS\�MXQJOH��FRQVWDQWO\�ZUHDWKHG�LQ�IHWLG�
PLVWV�DQG�WKH�RYHUEHDULQJ�VWHQFK�RI�GHFD\��WKH�FDYHUQV�RIIHU�
death and danger at every turn.

7KH� FDYHUQV·� DUWLÀFLDO� VXQ� VWLOO� VKLQHV� RYHUKHDG�� EXW� WKH�
light is muted by the thick mists. Explorers climbing more 
WKDQ����IHHW�DERYH�WKH�MXQJOH�ÁRRU�ÀQG�WKDW�WKH�OLJKW�VKLQHV�
DV�EULJKWO\�DV� VXUIDFH� VXQOLJKW��EXW�DW� WKH�ZDWHU� OHYHO� WKH�
lighting is little better than a perpetual dusk. 

7KH�ERJV�UDQJH�IURP���WR����IHHW�LQ�GHSWK���G��������

Area 2-1  – The Sunken Portal: <RX�VWHS�WKURXJK�WKH�SRU-
WDO�LQWR�NQHH�KLJK�WHSLG�ZDWHU��7KURXJK�WKH�WKLFN�PLVWV�\RX�FDQ�
spy a jungle of pale, lifeless trees, hung with white vines and 
EODFN�PRVV��7KH�VWHQFK�RI�URW�LV�WKLFN�LQ�WKH�PRLVW�DLU��$ERYH��\RX�
VHH�D�URFN\�FDYHUQ�ZDOO�ULVLQJ�WRZDUGV�D�PXWHG�OLJKW��

7KH�3&V�DSSHDU�RQ�D�UDLVHG�SODWIRUP��EXW�HYHQ�WKH�SODWIRUP�
has been overtaken by the rising waters. Explorers will 
QHHG� WR� OHDS� WR� WKH� FORVHVW� IDOOHQ� WUHH� �'&����6WUHQJWK�RU�

$JLOLW\�FKHFN��RU�VZLP�WKURXJK�WKH�EUDFNLVK�ZDWHUV�

Submerged beneath the water is a depression that matches 
WKH�ÀYH�KHDGHG�GUDJRQ�VWDU�WKDW�DFWLYDWHG�WKH�SRUWDO�LQ�DUHD�
1-4. However, without a ruby star-key, there is no returning 
through the portal.  

Area 2-1a  – Death’s Coil: These areas are inhabited by 
D�VLFXULMX��RU�VKLPPHULQJ�ERD���D�VLQXRXV����IRRW�ORQJ�ERD�
snake, with scintillating, shimmering scales. The creature 
FDQ� WDUJHW� D� YLFWLP� ZLWK� D� PHVPHUL]LQJ� FRPELQDWLRQ� RI�
shimmering scales and movements, causing the target to 
UHIUDLQ� IURP�DQ\�DFWLRQ� IRU��G����URXQGV�XQOHVV�D�'&����
:LOO�VDYH�VXFFHHGV��(YHQ�LI�WKH�VDYH�VXFFHHGV��WKH�YLFWLP�LV�
GD]HG��WDNLQJ�D�SHQDOW\�RI�²�G�RQ�WKH�GLFH�FKDLQ�WR�DOO�UROOV�
IRU���URXQG��,I�WKH�FUHDWXUH�KLWV�ZLWK�LWV�ELWH�DWWDFN��LW�FDQ�DW-
WHPSW�WR�VZDOORZ�D�YLFWLP�ZKROH�LQ�WKH�QH[W�URXQG��'&����
6WUHQJWK�FKHFN�UHVLVWV��LI�WKH�UHVXOW�LV������WKH�WDUJHW�LV�IUHHG�
DQG�WKH�VHUSHQW�PXVW�PDNH�DQRWKHU�VXFFHVVIXO�DWWDFN�WR�WU\�
DJDLQ���$�VZDOORZHG�YLFWLP�WDNHV��G��GDPDJH�HDFK�URXQG��
DQG�DQ\�VXFFHVVIXO�DWWDFNV�DJDLQVW�WKH�VLFXULMX�DOVR�GHDO�KDOI�
damage to the swallowed creature. The creature has a low, 
but malignant, intelligence.

,I� SRVVLEOH�� WKH� VLFXULMX� DWWHPSWV� WR�PHVPHUL]H� D� ORQH�3&�
EHIRUH�GHYRXULQJ�KLP��,I�RXWPDWFKHG��WKH�VLFXULMX�UHWUHDWV�
WRZDUGV�RQH�RI�WKH�YLQH�KRUURUV��VHH�DUHD����E�EHORZ���

6LFXULMX��,QLW�����$WN�ELWH����PHOHH���G����$&�����+'��G���KS�
���HDFK��09���·�RU�FOLPE���·�RU�VZLP���·��$FW��G����63�PHV-
PHUL]H��VZDOORZ�ZKROH��69�)RUW�����5HI�����:LOO�����$/�&�

,Q�RQH�RI�WKHVH�DUHDV��D�VLPSOH�VKULQH�LV�FDUYHG�LQWR�RQH�RI�
WKH�GHDG� WUHHV� OLWWHULQJ� WKH�SDOOLG� MXQJOH�� 7KH�EDVH� RI� WKH�
tree has been carved so that it appears a snake is wrapped 
DURXQG�WKH�WUHH��7KH�VQDNH·V�´KHDGµ�LV�D�EUDQFK��FXQQLQJO\�
FDUYHG�WR�UHVHPEOH�D�VQDNH·V�IDQJHG�PDZ��,QVLGH�WKH�PDZ�
DUH����VS�DQG�D�VLQJOH�VPDOO�GLDPRQG��ZRUWK�����JS���:KHQ�
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each area marked 2-1a is searched, roll a secret Luck check 
IRU�WKH�OXFNLHVW�RI�WKH�3&V��$V�VRRQ�DV�WKH�FKHFN�VXFFHHGV��
WKH�VKULQH�LV�IRXQG��1R�PDWWHU�KRZ�PDQ\�VKLPPHULQJ�ERDV�
are encountered, this treasure can only be discovered once. 

Area 2-1b – Vine Horror: Vine horrors lurk in these ar-
HDV�DPLG�WKH� OLWWHU�RI�GHDG�WUHHV��7KH�KRUURU�DSSHDUV�DV�D�
PDVV�RI�URSH\�YLQHV��WDNLQJ�RQ�D�YDJXHO\�KXPDQRLG�IRUP��
,W�FDQ�PDNH�DQ�LQLWLDO�DWWDFN�RQ�DOO�FUHDWXUHV�ZLWKLQ����IHHW�
RI�LW��XVLQJ�LWV�YLQHV��EXW�WKHUHDIWHU�IRFXVHV�LWV�DWWDFNV�RQ�WKH�
ZHDNHVW�RI�WKH�FKDUDFWHUV��$�YLQH�KRUURU�LV�VWURQJ�HQRXJK�WR�
KROG�D�FKDUDFWHU� LQ�SODFH��XQOHVV�WKH�FKDUDFWHU�EUHDNV�IUHH�
ZLWK�D�'&����6WUHQJWK�FKHFN��ZDUULRUV�DQG�GZDUYHV�PD\�
DGG�WKHLU�'HHG�'LH�WR�WKLV�FKHFN���EXW�DUH�QRW�VWURQJ�HQRXJK�
to do automatic damage. 

Vine horrors are never impeded by vegetation, passing 
WKURXJK�WKH�WKLFNHVW�RI�IROLDJH�DV�WKRXJK�LW�ZHUH�QRW�WKHUH��
,I�SUHVVHG� LQ�EDWWOH�� WKH�YLQH�KRUURU�YDQLVKHV�EHQHDWK� WKH�
PXUN\�ZDWHUV��ORVLQJ�SXUVXHUV�DPLG�D�PD]H�RI�IDOOHQ�WUHHV�
and normal vines. It can drag a grasped character with it 
LI� WKDW�FKDUDFWHU�IDLOV�D�'&���6WUHQJWK�FKHFN�DV�WKH�KRUURU�
ÁHHV�� &KDUDFWHUV� GUDJJHG� DZD\� VXIIHU� �G�� GDPDJH� DQG�
PD\�UXQ�WKH�ULVN�RI�GURZQLQJ�

Vine horrors:� ,QLW�����$WN�URSH\�YLQH����PHOHH���G����$&�
����+'��G���KS����HDFK��09���·�RU�FOLPE���·�RU�VZLP���·��
$FW��G����63�DWWDFN�DOO�FKDUDFWHUV�ZLWKLQ���·�RQ�ÀUVW�DFWLRQ��
JUDVS��GUDJ�DZD\��SDVV�WKURXJK�YHJHWDWLRQ��69�)RUW�����5HI�
����:LOO�����$/�1�

Area 2-1c  – Quicksand Pit: The areas marked 2-1c are 
quicksand pits. Though appearing as somewhat solid land, 
3&V�HQWHULQJ�WKHVH�DUHDV�PXVW�VXFFHHG�LQ�'&����5HI�VDYHV�
RU� EH�GUDJJHG�GRZQ� �G�� IHHW� LQWR� WKH� TXLFNVDQG��$�QHZ�
save is required each round, and the DC to escape is in-
FUHDVHG�E\�WKH�QXPEHU�RI�IHHW�D�3&�LV�GUDJJHG�GRZQZDUG��
until the character is completely submerged and begins to 

drown. Those who might throw a rope or use a pole must 
VXFFHHG�RQ�D�6WUHQJWK�FKHFN��'&������WKH�QXPEHU�RI�IHHW�
D�FKDUDFWHU�LV�VXEPHUJHG���EXW�PXOWLSOH�FKDUDFWHUV�FDQ�DLG�
such an attempt.

7KH�PRQVWHUV�LQ�WKH�FDYHUQV�DUH�DFFXVWRPHG�WR�IHHGLQJ�RII�
FUHDWXUHV�WUDSSHG�LQ�WKH�SLWV��IRU�HYHU\�URXQG�D�FKDUDFWHU�LV�
caught in a pit, there is a cumulative 1-in-12 chance that the 
FRPPRWLRQ�GUDZV�WKH�DWWHQWLRQ�RI�HLWKHU�D�VLFXULMX�RU�D�YLQH�
KRUURU��HTXDO�FKDQFHV�IRU�HLWKHU���

Area 2-2  – Fractured Aqueduct: A lone isle rises out of 
WKH�PXFN�DQG�PLUH��D�ZHOFRPH�UHIXJH�IURP�WKH�VHHPLQJO\�HQGOHVV�
VZDPS��7KURXJK�WKH�G\LQJ�PDUVK�JUDVVHV��YLQHV�DQG�WKH�URWWLQJ�
VWXPSV�RI�GRZQHG�WUHHV��\RX�FDQ�VS\�ZKDW�ORRNV�OLNH�WKH�UXLQHG�
structure of an ancient aqueduct jutting out of the cavern wall.  

A narrow sinkhole is hidden by the dense grasses part way 
up the slope. Characters entering the squares risk plum-
PHWLQJ����IHHW�GRZQ�WR�DUHD�����EHORZ���

$�UXLQHG�DTXHGXFW�VWDQGV�DW�WKH�WRS�RI�WKH�LVOH��$�FRQVWDQW�
ÁRZ�RI�ZDWHU�SRXUV�IURP�WKH�FDYHUQ�ZDOO��FUDVKLQJ�RYHU�D�
broken water wheel and spilling down into a rocky grotto. 
Descending the slick stones into the sunken cave requires a 
'&����$JLOLW\�RU�&OLPE�VKHHU�VXUIDFHV�FKHFN��H[SORUHUV�IDLO-
LQJ�WKH�FKHFN�WXPEOH�GRZQ�WKH�URFN\�VORSH�WR�WKH�EDVH�RI�
WKH�JURWWR�WDNLQJ��G��IDOOLQJ�GDPDJH���

Area 2-2a  – Grotto: $�WKLQ�WULFNOH�RI�ZDWHU�VSODVKHV�GRZQ�WKH�
VOLFN�VWRQHV�LQWR�D�VPDOO�FDYH�EHORZ��3HHULQJ�LQWR�WKH�GDUNQHVV�\RX�
PDNH�RXW�WKH�EDFN�RI�WKH�VPDOO�FDYH��VFDUFHO\���SDFHV�GHHS��

PCs taking the time to explore the grotto discover a small 
ODLU� DW� WKH� UHDU� RI� WKH� FDYH��ZKHUH� D�SDLU� RI� ]DLQ�NLQ�ZDV�
WUDSSHG�LQ�WKH�FDYHUQV�DIWHU�WKH�IDOO�RI�WKH�HQFKDQWHUV�RI�3DU-
KRN��7KH�DSH�PHQ�OLYHG�RXW�WKH�UHPDLQGHU�RI�WKH�\HDUV�DV�
SULVRQHUV��IHQGLQJ�RII�XQGHUGHHS�EHDVWV�DQG�VXEVLVWLQJ�RQ�
bulbs, roots, and the occasional giant rat. 
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7KH�SDLU·V�HQRUPRXV�VNHOHWRQV�UHVW�DW�WKH�EDFN�RI�WKH�FDYH��
EHVLGH�D�ÀUH� ULQJ�EXLOW�RI� URXJK�VWRQHV��6KDUGV�RI�EURNHQ�
clay pottery are scattered about the lair, but at the very back 
RI�WKH�ODLU��ZKHUH�WKH�FDYH�QDUURZV�WR�RQO\�D�IRRW�RU�VR�LQ�
KHLJKW��DUH�D�WULR�RI�LQWDFW�FOD\�SRWV���7KH�ÀUVW�SRW�FRQWDLQV�
D�KDQGIXO�RI� FDUHIXOO\�KDUYHVWHG�VHHGV��7KH�VHFRQG�KROGV�
ERZVWULQJ� IDVKLRQHG� RI�ZRYHQ� VLQHZ� DQG� �� DUURZKHDGV��
7KH�ODVW�SRW��WKH�ODUJHVW�RI�WKH�WKUHH��FRQFHDOV�D�ODUJH�EXQGOH�
VZDGGOHG� LQ�DQFLHQW�FORWK� WKDW� WKUHDWHQV� WR� IDOO�DSDUW�DW�D�
WRXFK��,QVLGH�WKH�FORWK�EXQGOH�LV�DQ�HPHUDOG�VWDU�NH\��WKH�
NH\�QHFHVVDU\� WR� DFWLYDWH� WKH�SRUWDO� DWRS� WKH� )DQH� RI� %D-
SKRWHW�.RU��&DVW�LQ�WKH�VKDSH�RI�D���SRLQWHG�VWDU��HDFK�SRLQW�
UHVHPEOHV�D�UDPSDQW�GUDJRQKHDG��6HW� LQ�WKH�FHQWHU�RI�WKH�
NH\� LV�D�JORZLQJ�� IDFHWHG�HPHUDOG� �ZRUWK�����JS�� WKRXJK�
3&V�ZLOO�EH�KDUG�SUHVVHG�WR�ÀQG�D�EX\HU�IRU�DQ�DPXOHW�LQ�
WKH�VKDSH�RI�DQ�HYLO�JRG��

$�KLGGHQ�VLQNKROH�OLHV�DW�WKH�EDFN�RI�WKH�FDYH��$�FKDUDFWHU�
exploring this area who succeeds in a Luck check notes that 
WKH�JURXQG�VDJV�VOLJKWO\��,I�WKH�VLQNKROH�FROODSVHV��FKDUDF-
WHUV�DIIHFWHG�PXVW�PDNH�D�'&����5HI�VDYH�RU�SOXQJH�GRZQ�
WR�DUHD������WDNLQJ��G��GDPDJH�DQG�IDOOLQJ�SURQH��$�FKDUDF-
ter can climb back up with a DC 20 Strength or Climb sheer 
VXUIDFHV�FKHFN�

Area 2-3  – Snake Pit: 7KH�ÁRRU�RI�WKH�VLQNKROH�LV�EXULHG�LQ�
WZR�IHHW�RI�EODFN�PXG��7KH�ZDOOV�RI�WKH�VLQNKROH�DUH�ODUJH��EODFN�
VWRQHV�ULGGOHG�ZLWK�VFRUHV�RI�VPDOO�KROHV��$�QDUURZ��PXGG\�WXQ-
QHO��VHW�KDOIZD\�XS�WKH�VLQNKROH�ZDOO��RIIHUV�PHDQV�RI�HVFDSH�����

$V�LQGLFDWHG�E\�WKH�PXOWLWXGH�RI�VPDOO�KROHV��WKH�VLQNKROH�
LV�KRPH�WR�D�VZDUP�RI�URFN�YLSHUV��7KH�VQDNHV�VZDUP�IURP�
WKH�ZDOOV��DWWDFNLQJ�DQ\�3&�ZLWK� WKH�EDG� OXFN� WR� IDOO� LQWR�
their lair. The swarm is able to attack any creature coming 
LQWR�FRQWDFW�ZLWK�WKH�ZDOOV�RI�WKH�VLQNKROH����

&KDUDFWHUV�UHDFKLQJ�WKH�WXQQHO�FDQ�SXOO�WKHPVHOYHV�WR�VDIH-
W\��7KH�PXGG\�WXQQHO�LV�D�WLJKW�ÀW��IRUFLQJ�DOO�EXW�KDOÁLQJV�
to succeed on a DC 15 Agility check to wiggle through to 
the other side. This can produce unexpectedly deadly re-
sults as the rock vipers continue to attack until every char-
acter has exited the sinkhole. The narrow tunnel leads to 
area 2-4.

5RFN� YLSHU� VZDUP� Init +5; Atk swarming bite +3 melee 
��G��SOXV�SRLVRQ���$&�����+'��G���KS�����09���·��$FW�VSH-
FLDO��63�ELWH�DOO�ZLWKLQ�DUHD������KDOI�GDPDJH�IURP�QRQ�DUHD�
DWWDFNV��SRLVRQ��DV�YLSHU��VHH�'&&�53*�UXOHERRN��S��������
69�)RUW�����5HI�����:LOO�����$/�1�

Area 2-4  – Shrine of the Serpent: $�VLPSOH�VWRQH�DOWDU��
HQFUXVWHG�ZLWK�WKH�JRUH�RI�DQFLHQW�VDFULÀFHV��GRPLQDWHV�WKH�VPDOO�
FDYH��$Q�HQRUPRXV�VHUSHQW�LV�FXUOHG�DERXW�WKH�VKDGRZ\�EDVH�RI�
the stone, and a peculiar wooden staff is laid across the head of 
WKH�DOWDU�EHIRUH�D�FRPPRQ�FRSSHU�EDVLQ��7KH�DLU�LV�XQXVXDOO\�FROG�
here, and the shadows persistent, as if resistant to light.  

2QFH�D�KRO\�VKULQH�VDFUHG�WR�UHEHOOLRXV�]DLQ�NLQ�UHIXVLQJ�WR�
ZRUVKLS�%DSKRWHW�.RU��WKLV�SODFH�KDV�ORVW�QRQH�RI�LWV�SRWHQF\�
LQ�WKH�FHQWXULHV�VLQFH�WKH�IDOO�RI�WKH�FLW\��(YHQ�QRZ��DIWHU�FHQ-
WXULHV�RI�GLVXVH��WKH�VKULQH��DQG�LWV�GLDEROLF�SDWURQ�6HUERN��
ZDQWV�RQO\�IRU�SDZQV�ZLOOLQJ�WR�ZRUN�LWV�VLQLVWHU�VFKHPHV�

7KH�VHUSHQW�FXUOHG�DERXW�WKH�EDVH�RI�WKH�DOWDU�LV�RQO\�D�PXQ-
GDQH�VNHOHWRQ��LWV�VNLQ�KDQJLQJ�IURP�WKH�ERQ\�ULEV��7KH�VWDII�
LV�FXW�IURP�GDUN��SROLVKHG�ZRRG��DQG�FDUYHG�LQ�WKH�VKDSH�RI�
D�ÁDULQJ�FREUD��%RWK�WKH�VQDNH·V�VNLQ�DQG�WKH�VWDII�DUH�SR-
WHQW�PDJLF�LWHPV�²�LI�WKH�3&V�FDQ�ZLQ�WKHP�IURP�WKH�DOWDU·V�
guardian. 

The Altar: 7KH�DOWDU�LV�IRUPHG�RI�D�VWRQH�VODE�ODLG�DWRS�WZR�
smaller stone blocks. Inside the hammered copper basin is 
D�KDQGIXO�RQ�DQFLHQW�FRLQV���G���FS���G��VS���VWDLQHG�ZLWK�
dried blood. 

&RPLQJ�ZLWKLQ����IHHW�RI�WKH�DOWDU�FDXVHV�WKH�VKDGRZV�VXU-
URXQGLQJ� WKH�DOWDU� WR� ULVH�XS�� LQ� WKH� IRUP�RI��� VHUSHQWLQH�
ZUDLWKV��7KH�VQDNHV·�KRRGV�ÁDUH�ZLWK�DJJUHVVLRQ��DQG�WKHLU�
shadow-tongues test the air, nervously.

,I�WKH�3&V�PDNH�DQ�RIIHULQJ�RI�FRLQV�RU�EORRG�DW�WKH�DOWDU��
WKH�VQDNHV�GLVVLSDWH�� UHWXUQLQJ�EDFN�WR� WKH�VKDGRZV�IURP�
ZKHQFH�WKH\�FDPH��,I�WKH�3&V�WU\�WR�WDNH�HLWKHU�WKH�VWDII�RU�
WKH�VNLQ�ZLWKRXW�PDNLQJ�DQ�RIIHULQJ�DW�WKH�DOWDU��WKH�VHUSHQW�
wraiths attack.   

6HUSHQW�6WDII��7KH�VWDII�VHDWHG�XSRQ�WKH�DOWDU�LV�D����ZHDSRQ�
ZKRVH�ELWH�FDQ�EH�FRPPDQGHG�WR�LQÁLFW�YHQRP�DV�D�FREUD�
WKUHH�WLPHV�SHU�GD\�ZLWK�D�VXFFHVVIXO�VWULNH��VHH�'&&�53*�
UXOHERRN��S��������,W�LV�PDGH�RI�GDUN�ZRRG��FDUYHG�ZLWK�WKH�
ÁDUHG�KRRG�RI�D�FREUD��ZLWK�WZR�UXE\�FKLSV�IRU�LWV�H\HV��7KLV�
VWDII�LV�&KDRWLF��DQG�D�/DZIXO�FKDUDFWHU�KDV�D�²��SHQDOW\�WR�
/XFN�DV�ORQJ�DV�WKH�VWDII�LV�ERUQH�

6NLQ�RI�WKH�0DOLVRQ���7KH�SDUWLDO�VQDNHVNLQ�LV�FRPSRVHG�RI�
shimmering, scintillating scales and can be worn as a cloak. 
,W�VKLPPHUV�LQ�GDUNQHVV�RU�GLP�OLJKW��FUHDWLQJ�D�VRIW�JORZ�
that dimly illuminates an area up to 5’ diameter around 
WKH�ZHDUHU��:KHQ�WKH�ZHDUHU�PRYHV��WKH�VQDNHVNLQ�PDNHV�
D�VRIW��VOLWKHULQJ�VRXQG��,W�JUDQWV�LWV�ZHDUHU�D����ERQXV�WR�
$&��WKH�DELOLW\�WR�VSHDN�WKH�WRQJXH�RI�VHUSHQWV�DW�ZLOO��DQG�
the ability to teleport to a visible location within 30’ once 
SHU�GD\��ZLWK�D� VXFFHVVIXO�'&���� VSHOO� FKHFN��(YHU\� WLPH�
WKH�VSHOO�FKHFN�WR�WHOHSRUW�IDLOV��KRZHYHU��WKH�ZHDUHU�PXVW�
PDNH�D�'&����:LOO� VDYH�RU� VXIIHU�PLQRU�FRUUXSWLRQ��7KLV�
FRUUXSWLRQ�LV�DOZD\V�LQWHUSUHWHG�WR�UHÁHFW�RQ�WKH�VHUSHQWLQH�
QDWXUH�RI�WKH�VNLQ��DV�GHWHUPLQHG�E\�WKH�MXGJH��

6HUSHQWLQH�ZUDLWKV������,QLW�����$WN�ELWH����PHOHH���G��SOXV�
VKDGRZ�YHQRP���$&�����+'��G���KS����HDFK��09�Á\���·��
Act 1d20; SP shadow venom, ignore armor, immune to 
QRQ�PDJLFDO�ZHDSRQV��69�)RUW�����5HI�����:LOO�����$/�&�

These wraiths are non-corporeal, like ghosts, and although 
they are not un-dead they can be Turned� E\� /DZIXO� RU�
1HXWUDO� FOHULFV��7KHLU�ELWH� LJQRUHV�DUPRU��:KHQ�D�ELWH� DW-
WDFN�VXFFHHGV��HWKHUHDO�YHQRP�PDGH�RI�VKDGRZ�VWXII�HQWHUV�
WKH�ZRXQG�XQOHVV�D�'&����:LOO�VDYH�VXFFHHGV��7KLV�YHQRP�
FDXVHV�DQ�DGGLWLRQDO��G��GDPDJH��DQG�WKH�ZRXQGHG�DUHD�
appears to be cast in deep shadow until this damage is 
KHDOHG��$�FKDUDFWHU�VODLQ�ZKLOH�VXIIHULQJ�IURP�WKH�VKDGRZ�
YHQRP�ULVHV�DV�D�VKDGRZ��'&&�53*�UXOHERRN��SS�����������
24 hours later, and seeks out his old companions, both to 
SXQLVK�WKHP�IRU�KLV�GHDWK��DQG�WR�VHHN�DQ�HVFDSH�IURP�WKH�
SLWHRXV�KDOI�OLIH�WKH�FKDUDFWHU�QRZ�HQGXUHV�
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Area 2-5  – Above the City: $�VWUHDP�RI�IHWLG�VZDPS�ZDWHU�
courses down the center of the corridor. After twenty paces or 
VR�� WKH� FRUULGRU� HQGV�� WKH� VWUHDP� WXPEOLQJ�DZD\� LQWR�RSHQ�DLU��
&URXFKLQJ�DW�WKH�HGJH��\RX�VWDUH�RXW�LQWR�D�GXVN\�YLVWD��%HIRUH�
\RX�VWUHWFKHV�WKH�ODUJHVW�FDYHUQ�\RX�KDYH�HYHU�VHHQ��KRPH�WR�D�FLW\�
RI� UXLQV��7KH� RFFDVLRQDO� ÁLFNHU� RI� GLVWDQW� WRUFKHV� DQG� ERQÀUHV��
DQG�WKH�WHOOWDOH�VPHOO�RI�FRRNLQJ�PHDW��DIÀUPV�WKH�LPSRVVLEOH��WKH�
IRUJRWWHQ�FLW\�RI�3DUKRN�OLYHV���

%HORZ��VHDWHG�LQ�WKH�KHDUW�RI�D�JUHDW�SOD]D��LV�D�PLJKW\�WHPSOH�VXU-
URXQGHG�E\�EUD]LHUV�WKDW�GDQFH�DQG�ZULWKH�ZLWK�ÁDPHV��7KH�WHPSOH��
SOD]D��DQG�LQGHHG�DOO�WKH�FLW\��VHHPV�RULHQWHG�WRZDUGV�\RXU�YDQWDJH�
SRLQW��$QG�IRU�JRRG�UHDVRQ��SHHULQJ�DERYH�DQG�EHORZ��\RX�UHDOL]H�
WKDW� \RX� DUH� VHDWHG� LQ� WKH� VWRQH�PDZ�RI� DQ� HQRUPRXV�GUDJRQ�²�
FDUYHG�IURP�OLYLQJ�URFN��DQG�ORRPLQJ�RYHU�WKH�FLW\�OLNH�D�JRG��

7KH�PRQXPHQW�RI�%DSKRWHW�.RU�ULVHV�RYHU�KDOIZD\�XS�WKH�
FDYHUQ�ZDOO��DQG�LW�LV�����IHHW�WR�WKH�EDVH�RI�WKH�FOLIIV��)DOOLQJ�
IURP�WKLV�KHLJKW�PHDQV�DOPRVW�FHUWDLQ�GHDWK��WKRXJK�QRW�LI�
WKH�FKDUDFWHUV�WDNH�FRPPRQVHQVH�SUHFDXWLRQV��VXFK�DV�W\LQJ�
LQWR�WKHLU�URSHV��DQG�GHVFHQGLQJ�RQH�DW�D�WLPH���,I�WKH�FKDU-
DFWHUV�LQVLVW�RQ�GHVFHQGLQJ�RQ�WKHLU�RZQ��ZLWKRXW�WKH�DLG�RI�
URSHV�� WKH� MXGJH� VKRXOG� IHHO� MXVWLÀHG� LQ� FDOOLQJ� IRU�QR� OHVV�
WKDQ�ÀYH�'&����6WUHQJWK�RU�&OLPE�VKHHU�VXUIDFHV�FKHFNV���

2I�PRUH�LPPHGLDWH�WKUHDW�LV�WKH�KRVW�RI�JKRVW�GUDNHV�ODLULQJ�
atop the monument. These small, pale green dragonettes 
VZRRS�GRZQ�IURP�DERYH��VQDWFKLQJ�VPDOO� LWHPV�IURP�WKH�

3&V��7KH�GUDNHV�SRVH� OLWWOH�GDQJHU�XQOHVV� RQH�RI� WKHP� LV�
KDUPHG��7KHQ� WKH�HQWLUH�ÁRFN� WXUQV�RQ� WKH�KHURHV�� IRFXV-
ing their attacks on the character highest on the monument. 
The ghost drakes make their lair in a small cavern above 
the aqueduct.  Characters investigating the cavern discover 
D�QHVW�RI�WZLJV��UHHGV��DQG�JUDVVHV��7XFNHG�LQWR�WKH�FUDFNV�
DQG�FUHYLFHV�RI�WKH�QHVW�DUH����VS���

Ghost drakes (5):�,QLW�����$WN�ELWH����PHOHH���G���RU�FODZV�
���PHOHH����DQG�VQDWFK���$&�����+'��G���KS���HDFK��09���·�
RU�Á\���·��$FW��G����63�Á\�E\�DWWDFN��VQDWFK��69�)RUW�����5HI�
����:LOO�����$/�1�

These winged reptiles are so pale a green as to be almost 
white. They are able to make a claw attack mid-move, so 
WKDW�WKH\�FDQ�DWWDFN�ZKLOH�Á\LQJ�SDVW�DQ�RSSRQHQW��$Q�RS-
SRQHQW�FDQ�FKRRVH�QRW�WR�DFW�VR�DV�WR�ZDLW� IRU�WKLV�DWWDFN��
:KLOH�WKH�FODZ�DWWDFNV�DUH�OHVV�GDPDJLQJ��WKH�WDUJHW�PXVW�
VXFFHHG�LQ�D�'&����5HI�VDYH��RU� WKH�JKRVW�GUDNH�VQDWFKHV�
VRPH�VPDOO�REMHFW�LQ�WKH�WDUJHW·V�SRVVHVVLRQ�DV�SDUW�RI�WKH�
DWWDFN��7KH\� OLNH�VKLQ\�REMHFWV� WR�SODFH� LQ� WKHLU�QHVWV��EXW�
RWKHUZLVH�GURS�WKH�VQDWFKHG�LWHP�VR�WKDW�LW�IDOOV�WR�WKH�EDVH�
RI�WKH�DTXHGXFW��'HSHQGLQJ�XSRQ�WKH�REMHFW��WKH�MXGJH�PD\�
UHTXLUH� D� VXFFHVVIXO� /XFN� FKHFN�� RU� VSHQGLQJ� D� SRLQW� RI�
/XFN�LI�WKH�FKHFN�IDLOV��IRU�D�GURSSHG�REMHFW�WR�EH�IRXQG��$Q�
item must be held, or at least visible, to be snatched.

&�("�/�$��-�*��*���0��$�!�$

In all likelihood, at some point in the adventure the PCs will attempt to parlay with the zain-kin, either in an attempt 
WR�GXSH�WKH�OHDGHUV�RU�WXUQ�RQH�IDFWLRQ�DJDLQVW�DQRWKHU��:KLOH�LW�LV�KLJKO\�XQOLNHO\�WR�GLVVXDGH�DQ\�RI�WKH���IDFWLRQV�
IURP�WKHLU�XOWLPDWH�JRDOV��D�IHZ�ZHOO�SODFHG�ZRUGV�RI�GLSORPDF\�FDQ�HDVLO\�HDUQ�WKH�3&V�DQ�HGJH�RYHU�WKH�OHVV�VR-
phisticated ape-men.  

Old Common:�7KH�]DLQ�NLQ�VSHDN�RQO\�D�KDOWLQJ��DQWLTXDULDQ�GLDOHFW�RI�&RPPRQ��,I�WKH�SDUW\�LQFOXGHV�D�VDJH��VFULEH��
RU�VLPLODU�FKDUDFWHU�²�RU�D�ORQJ�OLYHG�FKDUDFWHU��VXFK�DV�DQ�HOI�RU�GZDUI�²�WKH�MXGJH�PD\�DOORZ�WKH�FKDUDFWHU�WR�VKLQH�
E\�VHUYLQJ�DV�D�WUDQVODWRU�EHWZHHQ�WKH�SDUW\�DQG�WKH�]DLQ�NLQ��,I�QR�VXFK�FKDUDFWHU�H[LVWV��D�'&����,QWHOOLJHQFH�FKHFN�
will allow another to do the same.

(DFK� WULEH�KDV�D�GLIIHUHQW� WROHUDQFH� IRU�GLSORPDF\�EHIRUH� WKH�]DLQ�NLQ� OHDGHU�FDOOV�DQ�HQG� WR�QHJRWLDWLRQV��+RXVH�
Zamosh is the most tolerant, House Tyrax slightly less so, and the warlike House Vedrius is the most likely to move 
IURP�GLSORPDF\�WR�YLROHQFH��$V�WKH�3&V�WDON�WR�WKH�]DLQ�NLQ��WKH\�JOHDQ�D�ELW�PRUH�LQIRUPDWLRQ�DERXW�WKH�FLW\�DQG�LWV�
SROLWLFV��-XGJHV�DUH�HQFRXUDJHG�WR�UROH�SOD\�WKLV��ZLWK�WKH�EUXWLVK�DSH�PHQ�JURZLQJ�HYHU�PRUH�DQJU\�DW�HDFK�RWKHU�DV�
WKH\�OHW�WKHLU�´VHFUHWVµ�VOLS��7KURXJK�FOHYHU�GLSORPDF\�DQG�FDUHIXO�UROH�SOD\LQJ��WKH�3&V�VKRXOG�EH�DEOH�WR�GLVFRYHU�
VRPH�RU�DOO�RI�WKH�IROORZLQJ�

��� 7KH�EORRGWKLUVW\�]DLQ�NLQ�KDYH�DOZD\V�ZDUUHG�ZLWK�RQH�DQRWKHU��,QWHUQHFLQH�ZDUIDUH�LV�DOZD\V�MXVW�RQH�ZRUG�
away. 

��� 7KH�DYDWDU�RI�%DSKRWHW�.RU��D�YHUGDQW�VFDOHG�GUDJRQ�FDOOLQJ�LWVHOI�0RXULQJODU��DUULYHG�ZLWK�LWV�KXPDQ�FRQFX-
bine not long ago. 

��� 0RXULQJODU�DQG�LWV�FRQFXELQH�UHVLGH�LQ�WKH�)DQH�RI�%DSKRWHW�.RU��WKH�PLJKW\�WHPSOH�VLWXDWHG�LQ�WKH�KHDUW�RI�WKH�
JUDQG�SOD]D��7KH\�FDQ�FRPH�DQG�JR�IURP�WKH�FLW\�WKURXJK�D�SRUWDO�KLGGHQ�LQVLGH�WKH�)DQH����

��� 2QO\�+RXVH�9HGULXV�UHDOO\�EHOLHYHV�0RXULQJODU�LV�WKH�DYDWDU�RI�%DSKRWHW�.RU��7KH�DJQRVWLFV�RI�+RXVH�=DPRVK�
UHIXVH�WR�GHFLGH��ZKLOH�WKH�KHUHWLFV�RI�+RXVH�7\UD[�VHFUHWO\�ZRUVKLS�D�VQDNH�JRG���

��� %H�FDXWLRXV�WUXVWLQJ�WKH�+RXVHV��7KH�]DLQ�NLQ�RI�7\UD[�DUH�QRWKLQJ�EXW�FRZDUGV��WKRVH�VZRUQ�WR�+RXVH�=DPRVK�
DOZD\V�ORRN�RXW�IRU�WKHPVHOYHV��DQG�WKRVH�OR\DO�WR�+RXVH�9HGULXV�DUH�EOLQGO\�GHYRWHG�WR�WKHLU�GUDJRQ�JRG��
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encounter area 3: the 
forgotten cIty of the Parhok

T
KH�&LW\�RI�3DUKRN� LV�KRPH� WR� WKRXVDQGV�RI�DSH�
men. Three tribes dominate the ruined city: House 
Tyrax, House Vedrius, and House Zamosh. The 

WULEHV�KDYH�D�EORRG\�KLVWRU\�RI�LQWHUQHFLQH�ZDUIDUH��EDWWOLQJ�
RQH�DQRWKHU�IRU�SUHFLRXV�UHVRXUFHV�OLNH�IRRG�DQG�ZDWHU��DQG�
the prestige that comes with occupying the sacred terri-
WRU\�EHWZHHQ� WKH�)DQH�RI� WKH�'UDJRQ�DQG� WKH�PRQXPHQW�
RI�%DSKRWHW�.RU��(DFK� WULEH�NHHSV�YLJLODQW�ZDWFK�RYHU� LWV�
WHUULWRU\��VWUDQJH�DSH�PHQ�DQG�IRUHLJQHUV�DUH�LPPHGLDWHO\�
FDSWXUHG�DQG�EURXJKW�EHIRUH�WKH�+RXVH·V�OHDGHU���

7KH� DUULYDO� RI� 'UDJRUD� DQG� 0RXULQJODU� EURXJKW� DQ� HQG�
to the blood wars, but running skirmishes and raids take 
place every night, and it would take only the slightest mis-
VWHS�WR�EULQJ�EDFN�WKH�ZDUV�RI�ROG�

-XGJH·V�1RWH: Unless the PCs take extraordinary precau-
WLRQV��DQG�DUH�H[FHHGLQJO\�OXFN\���WKH\�ZLOO�HQFRXQWHU�RQH�
RU�PRUH�RI�WKH�YDULRXV�]DLQ�NLQ�IDFWLRQV��:KLOH�3&V�PLJKW�
be able to battle their way through many encounters, the 
FRPELQHG�PLJKW�RI�DQ\�RQH�IDFWLRQ�LV�VXIÀFLHQW�WR�VODXJK-
WHU�WKH�KDUGLHVW�EDQG�RI�H[SORUHUV��$GYHQWXUHUV�KRSLQJ�WR�
VXUYLYH�DQG�LQÀOWUDWH�WKH�)DQH�RI�WKH�'UDJRQ��DUHD������ZLOO�
QHHG�WR�WKLQN��DQG�VSHDN���RQ�WKHLU�WRHV�

The zain-kin are not a monolithic group, and it is a mistake 
WR�SRUWUD\�WKHP�DV�D�VLQJOH�PLQGHG�EDQG�RI�´GXPE�PRQ-
VWHUV�µ�<RXU�JDPH�ZLOO�EHQHÀW�LPPHQVHO\�RQFH�WKH�SOD\HUV�
UHFRJQL]H�WKH�IHXGLQJ�IDFWLRQV��DQG�WKHLU�FKDUDFWHUV�WXUQ�WKH�
age-old rivalries to their advantage.

5XQQLQJ� WKHVH� HQFRXQWHUV� UHTXLUHV� D� GHJUHH� RI� VNLOO� DV� D�
MXGJH��DV�\RX�ZLOO�KDYH�WR�DVVXPH�WKH�UROHV�RI�WKH�YDULRXV�
ZDUULQJ� IDFWLRQV�� 6WXG\� WKH� HQFRXQWHUV� EHIRUHKDQG�� DQG�
you should have little trouble capturing the multi-layered 
SORWV�RI�WKH�IHXGLQJ�]DLQ�NLQ��,W�LV�XS�WR�WKH�SOD\HUV�WR�GH-
WHUPLQH�KRZ�EHVW�WR�WXUQ�WKH�ZDUULQJ�IDFWLRQV�DJDLQVW�RQH�
DQRWKHU��7KH�3&V·�VXFFHVV�RU�IDLOXUH�FDQ�KLQJH�XSRQ�ZKLFK�
FDPS��LI�DQ\��WKH\�WKURZ�WKHLU�ORWV�ZLWK��

)ROORZLQJ� LV� VXPPDU\� RI� WKH� �� GRPLQDQW� KRXVHV�� WKHLU�
goals and leaders:

House Tyrax:�:HDNHVW� RI� WKH� WKUHH�� ZKDW� +RXVH� 7\UD[�
ODFNV�LQ�PLJKW��LW�PDNHV�XS�IRU�LQ�JXLOH��$�EDQG�RI�DVVDVVLQV�
DQG�WRXJKV��WKH�]DLQ�NLQ�RI�+RXVH�7\UD[�UHVSHFW�VWHDOWK�DQG�
FXQQLQJ�DERYH�EUXWH�VWUHQJWK��7KH\�DUH�UHFRJQL]HG�IRU�WKHLU�
dyed black armor and weapons, and dark hoods. 

Adventurers venturing into Tyrax neighborhoods will meet 
OLWWOH�UHVLVWDQFH�DW�ÀUVW��7KH�]DLQ�NLQ�SHUPLW�WKH�3&V�WR�SUHVV�
LQWR�7\UD[�WHUULWRU\��WKHQ�VWDJH�DQ�DPEXVK�FRPSRVHG�RI����
hastati, 2 zain-kin assassins, and one zain-kin centurion. The 
centurion and hastati surround the party, while the assassins 
ZRUN�WR�SLFN�RII�H[SRVHG�KHDOHUV�DQG�VQHDN\�WKLHYHV��

=DLQ�NLQ�RI�+RXVH�7\UD[�GRQ·W�VHHN�WR�NLOO�WKH�3&V��,QVWHDG�
WKH\� WU\� WR� FDSWXUH� WKH� 3&V� DQG� EULQJ� WKHP� EHIRUH� WKHLU�

PDVWHU��6FDLQV�WKH�%ODFN��VHH�DUHD�������

7KH�OHDGHUV�RI�+RXVH�7\UD[�DUH�KHUHWLFDO��VHFUHWO\�GHQ\LQJ�
WKH�GLYLQLW\�RI�0RXULQJODU�� ,QVWHDG�� WKH� ]DLQ�NLQ�ZRUVKLS�
6HUERN��DQ�DQFLHQW�VQDNH�JRG��WKH�VDPH�IRXQG�LQ�DUHD�������
,I�WKH�3&V�SRVVHVV�WKH�serpent staff or VNLQ�RI�WKH�PDOLVRQ, or 
FRQYLQFLQJO\�SURIHVV�WKHLU�GHGLFDWLRQ�WR�WKH�VQDNH�JRG��WKH�
]DLQ�NLQ�ZHOFRPH�WKHP�DV�EURWKHU�GHYRWHHV���,I�WKH�3&V�FDQ�
FRQYLQFH�6FDLQV�WKH�%ODFN�WKDW�WKH\�VHHN�WR�VOD\�0RXULQJ-
lar and Dragora, House Tyrax may even aid them in their 
TXHVW���)RU�PRUH�GHWDLOV��VHH�DUHD�������

+RXVH�7\UD[�GLVGDLQV�RSHQ�ZDU��EXW�LI�IRUFHG�RQWR�WKH�EDW-
WOHÀHOG��WKH�]DLQ�NLQ�RI�+RXVH�7\UD[�FDQ�VXPPRQ�D�WRWDO�RI�
150 hastati, 30 assassins, and 15 centurions.   

House Vedrius:� 6WURQJHVW� RI� WKH� WKUHH� IDFWLRQV�� +RXVH�
9HGULXV�GRPLQDWHV�LWV�IHOORZV�WKURXJK�IRUFH�RI�YLROHQFH��$�
WULEH� RI�ZDUULRUV��+RXVH�9HGULXV� UHFRJQL]HV� RQO\�PDUWLDO�
SURZHVV��GLVSDUDJLQJ�DOO�RWKHU�VRXUFHV�RI�SRZHU�DV�XQFOHDQ�
DQG�ZLFNHG��7KH�ZDUULRUV�RI�+RXVH�9HGULXV�DUH�HDVLO\�UHF-
ognized by their polished bronze armor and distinctive 
shields emblazoned with a stylized rampant dragon. 

House Vedrius maintains a strict watch over its territory. 
$GYHQWXULQJ�SDUWLHV�ZKR� IDLO� WR� DFW�ZLWK� JUHDW� VWHDOWK� DUH�
VWRSSHG�E\�D�WURRS�RI���OHJLRQQDLUHV�DQG���FHQWXULRQV��7KH�
WURRS�GHPDQGV� WKH� LPPHGLDWH��XQFRQGLWLRQDO�VXUUHQGHU�RI�
WKH�3&V��$Q\�UHVLVWDQFH�LV�LQVWDQWO\�PHW�ZLWK�IRUFH��ZLWK�UH-
LQIRUFHPHQWV�RI�DQ�DGGLWLRQDO� WURRS�DUULYLQJ�HYHU\��G�����
rounds. The zain-kin have little interest in sparing the PCs, 
VDYH�IRU�WZR�H[FHSWLRQV��ZL]DUGV�DQG�HOYHV�ZLOO�EH�FDSWXUHG�
WR�VDFULÀFH�WR�%DSKRWHW�.RU��DQG�WKH�SDUW\·V�VWURQJHVW�ZDUULRU�
ZLOO�EH�FDSWXUHG�DQG�EURXJKW�WR�WKH�7HVW�RI�$UPV�LQ�DUHD�������

7KH� PDVWHUV� RI� +RXVH� 9HGULXV� DUH� IDQDWLFDO� GHYRWHHV� RI�
Mouringlar, believing the green dragon to be an incarna-
WLRQ�RI�WKH�GUHDG�Z\UP�%DSKRWHW�.RU��([SORUHUV�SURFODLP-
LQJ�IDLWK�WR�D�GLIIHUHQW�JRG�ZLOO�EH�VWUXFN�GRZQ�ZLWKRXW�D�
WKRXJKW��7KRVH�FODLPLQJ�WR�ZRUVKLS�%DSKRWHW�.RU�ZLOO�EH�
KHOG�LQ�VXVSLFLRQ�XQWLO�WKH\�FDQ�EH�EURXJKW�GLUHFWO\�EHIRUH�
WKH�6FLRQ�RI�%DSKRWHW�.RU��0RXULQJODU��VHH�DUHD�������

$OZD\V�HDJHU� WR�GR�EDWWOH�� WKH�]DLQ�NLQ�RI�+RXVH�9HGULXV�
FDQ�ÀHOG�����KDVWDWL�����OHJLRQQDLUHV��DQG����FHQWXULRQV�

House Zamosh: 7KH�ULVLQJ�VWDU�DPRQJ�WKH���IDFWLRQV��+RXVH�
Zamosh came to power a mere quarter century ago, when its 
HOGHUV�UHGLVFRYHUHG�WKH�DUW�RI�PDJLF��9LOLÀHG�E\�WKH�9HGULXV��
DQG� IHDUHG�E\�7\UD[�� WKH�PDVWHUV� RI�+RXVH�=DPRVK� DORQH�
GDUH�WR�GDEEOH�LQ�WKH�ORVW�HQFKDQWPHQWV�RI�3DUKRN��7KH�FDVW-
HUV�RI�+RXVH�=DPRVK�DUH�NQRZQ�IRU�ZHDULQJ�VLPSOH�EODFN�
tabards, embroidered with a large, silver skull.

2I�WKH���GRPLQDQW�KRXVHV��=DPRVK�DORQH�RIIHUV�WR�SDUOD\�
ZLWK�H[SORUHUV�� ,I� WKH�3&V�HQWHU� LWV� WHUULWRU\�� WKH\�DUH�PHW�
ZLWK� D� JURXS� RI� ��� KDVWDWL�� �� VLJQLÀHUV�� DQG� �� JXDUGLDQ�
drakes. The zain-kin are cautions but courteous, inviting 
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T
KH�]DLQ�NLQ�DUH�D�UDFH�RI�LQWHOOLJHQW�DSH�PHQ��GHVFHQGHG�IURP�WKH�
EDUHO\�VHQWLHQW�VODYH�UDFH�RI�DQ�DQFLHQW��VRUFHURXV�HPSLUH��=DLQ�
NLQ�VRFLHW\�LV�PDUVKDOHG�LQWR�GLIIHUHQW�WLHUV��RU�UDQNV��HDFK�SRV-

VHVVLQJ�D�VSHFLÀF�GXW\�ZLWKLQ�]DLQ�NLQ�VRFLHW\��:DUULRUV�DUH�WKH�PRVW�FRP-
mon, but assassins and magicians also have their place.

Although not necessarily rapacious or cruel, the zain-kin cleave to a phi-
ORVRSK\�RI�PLJKW�PDNHV�ULJKW��7KRVH�XQDEOH�WR�EHVW�WKH�PLOLWDQW�DSH�PHQ�
LQ�FRPEDW�DUH�QRW�ZRUWK\�RI�OLIH�RU�IUHHGRP�

Zain-kin hastati:  ,QLW�����$WN�VSHDU����PHOHH���G����$&�����+'��G���KS�
4 each; MV 30’; Act 1d20; SP low-light vision, +1 bonus to AC and saves 
ZKHQ����ZRUN�WRJHWKHU��69�)RUW�����5HI�����:LOO�����$/�&��

7KH�KDVWDWL�IRUP�WKH�EXON�RI�WKH�]DLQ�NLQ�PLOLWDU\��7KH\�DUH�RIWHQ�\RXQJ�
PDOHV�ORRNLQJ�WR�PDNH�D�QDPH�IRU�WKHPVHOYHV��ZLWK�WKH�KRSH�RI�DVFHQGLQJ�
WKURXJK� WKH�UDQNV� WR� OHJLRQQDLUH��DQG�ÀQDOO\�FHQWXULRQ��$OWKRXJK� LQGL-
vidually weak, when 3 or more hastati work together, they each gain a +1 
bonus to AC and all saves.

Zain-kin legionnaire:  ,QLW�����$WN�VKRUW�VZRUG����PHOHH���G�����RU�MDY-
HOLQ����UDQJHG���G����$&�����+'��G���KS���HDFK��09���·��$FW��G����63�ORZ�
light vision, +1 bonus to AC and saves when 3+ work together; SV Fort 
����5HI�����:LOO�����$/�&��

7KH�]DLQ�NLQ�OHJLRQQDLUH�LV�WKH�EDFNERQH�RI�]DLQ�NLQ�PLOLWDU\�PLJKW��6WURQJ��GHWHUPLQHG��DQG�KLJKO\�VNLOOHG��HDFK�OH-
gionnaire is a potent adversary, but when 3 or more work together they become even more potent, gaining the same 
���ERQXV�WR�$&�DQG�VDYHV�WKDW�WKH�KDVWDWL�GR��$OO�OHJLRQQDLUHV�DULVH�IURP�WKH�UDQNV�RI�WKH�KDVWDWL��DQG�HDFK�LV�D�YHWHUDQ�
RI�GR]HQV�RI�FRPEDWV��/HJLRQQDLUHV�DUH�HTXLSSHG�ZLWK�VFDOH�PDLO��VKLHOGV��VKRUW�VZRUGV��DQG���MDYHOLQV�

Zain-kin centurion:  ,QLW�����$WN�ORQJVZRUG����PHOHH���G������$&�����+'��G���KS����HDFK��09���·��$FW��G����63�ORZ�
OLJKW�YLVLRQ��FRPPDQGLQJ�SUHVHQFH��69�)RUW�����5HI�����:LOO�����$/�&��

(DFK�FHQWXULRQ�LV�KDQGSLFNHG�IRU�EUDYHU\��VNLOO�DW�DUPV��DQG�GHÀDQFH�LQ�WKH�IDFH�RI�GHDWK�DQG�DGYHUVLW\��&HQWXULRQV�
lead other zain-kin into battle, inspiring and rallying their troops with a commanding presence and the direct threat 
RI�FDSLWDO�SXQLVKPHQW�VKRXOG�WKHLU�FRPPDQGV�EH�GLVREH\HG��:KHQ�D�FHQWXULRQ�LV�RQ�WKH�ÀHOG��DOO�]DLQ�NLQ�JDLQ�D����
ERQXV�WR�:LOO�VDYHV��EXW�LI�D�FHQWXULRQ�LV�VODLQ��WKH�]DLQ�NLQ�PXVW�VXFFHHG�LQ�D�'&����:LOO�VDYH�RU�ORVH�PRUDOH�DQG�ÁHH� 
Centurions are equipped with chainmail, shields and longswords.

=DLQ�NLQ�VLJQLÀHU���,QLW�����$WN�VLJQXP�VSHDU����PHOHH���G������$&�����+'��G���KS���HDFK��09���·��$FW��G����63�ORZ�
OLJKW�YLVLRQ��FDOO�XSRQ�]DLQ�NLQ�JRGV��69�)RUW�����5HI�����:LOO�����$/�&��

(DFK�VLJQLÀHU�FDUULHV�D�PLJKW\�VSHDU�EHDULQJ�WKH�VWDQGDUG�RI�KLV�WURRS��:LWK�WKLV�VSHDU��WKH�VLJQLÀHU�FDQ�FDOO�XSRQ�WKH�
PLJKW�RI�WKH�]DLQ�NLQ�JRGV��$�VLJQLÀHU�FDQ�DWWHPSW�WR�KHDO�DOO�DOOLHV�ZLWKLQ���·��WKH�VLJQLÀHU�PXVW�VXFFHHG�RQ�D�'&����
:LOO�VDYH��DOOLHV�UHFHLYH��G��KLW�SRLQWV�RI�KHDOLQJ��$OWHUQDWLYHO\��D�VLJQLÀHU�FDQ�FDOO�XSRQ�WKH�ZUDWK�RI�WKH�JRGV��FDXV-
LQJ��G��EROWV�WR�VWULNH�IURP�WKH�KHDYHQV��HDFK�EROW�GRLQJ��G��GDPDJH��$�WDUJHW�FDQ�QHJDWH�WKLV�DWWDFN�ZLWK�D�'&����
5HI��)RUW��RU�:LOO�VDYH��$�VLJQLÀHU�FDQ�XVH�HLWKHU�RI�WKHVH�DELOLWLHV�RQFH�HDFK�GD\��EXW�QRW�ERWK�

Zain-kin assassin:  ,QLW�����$WN�VKRUW�VZRUG����PHOHH���G������$&�����+'��G���KS���HDFK��09���·�RU�FOLPE���·��$FW�
�G����63�ORZ�OLJKW�YLVLRQ��IUHH�IROORZ�XS�DWWDFN�����ERQXV�WR�VWHDOWK�FKHFNV��69�)RUW�����5HI�����:LOO�����$/�&�

'LVGDLQLQJ�WKH�KRQRU�RI�IDFH�WR�IDFH�FRPEDW��WKH�]DLQ�NLQ�DVVDVVLQ�GRHV�KLV�NLOOLQJ�IURP�WKH�VKDGRZV��VHHNLQJ�RXW�WKH�
HQHPLHV�RI�WKH�]DLQ�NLQ�VLOHQWO\�DQG�GLVSDWFKLQJ�WKHP��:KHQ�D�]DLQ�NLQ�DVVDVVLQ�KLWV�D�IRH��KH�DXWRPDWLFDOO\�JDLQV�D�
IUHH�DWWDFN�DJDLQVW�WKH�VDPH�IRH��WR�D�PD[LPXP�RI�RQH�IUHH�DWWDFN�HDFK�URXQG���$OWKRXJK�QRW�WUXVWHG�E\�WKH�]DLQ�NLQ�
ZDUULRUV��WKH�DVVDVVLQV�VHUYH�D�XVHIXO�SXUSRVH�DQG�DUH�JHQHUDOO\�WROHUDWHG�

Guardian drakes:  ,QLW�����$WN�ELWH����PHOHH���G���RU�FODZ����PHOHH���G����$&�����+'��G���KS����HDFK��09���·�RU�
VZLP���·��$FW��G����63�ORZ�OLJKW�YLVLRQ��NHHQ�VHQVH�RI�VPHOO��69�)RUW�����5HI�����:LOO�����$/�1�

*XDUGLDQ�GUDNHV�DUH�UHSWLOHV�WKH�VL]H�RI�ODUJH�GRJV�ZLWK�JOLVWHQLQJ�EODFN�VFDOHV��7KH\�DSSHDU�WR�EH�D�FURVV�EHWZHHQ�
monitor lizards and crocodiles, with two dimetrodon-like dorsal sails where the ancestral breed once had wings.
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WKH�3&V�WR�UHWXUQ�WR�WKHLU�WRZHU��DUHD������IRU�DQ�DXGLHQFH�
ZLWK�7KH�6HYHQ��,I�WKH�3&V�LQVLVW�RQ�UHVRUWLQJ�WR�EORZV��WKH�
]DLQ�NLQ�PDNH�D�FDXWLRXV�ZLWKGUDZDO��EHIRUH�UDOO\LQJ�WKHLU�
DOOLHV�DQG�ODXQFKLQJ�D�IRFXVHG�DVVDXOW�RQ�WKH�SDUW\��

=DPRVK·V� FRXUWHV\� VKRXOGQ·W� EH� PLVWDNHQ� IRU� ZHDNQHVV��
The House has but a single aim: using the PCs to their ad-
vantage against House Vedrius.  

7KH�HOGHUV�RI�+RXVH�=DPRVK�DUH�QRW�IDQDWLFDO�GHYRWHHV�RU�
KHDWKHQ�UHEHOV��5DWKHU��WKH\�UHFRJQL]H�0RXULQJODU�IRU�ZKDW�
KH�LV��D�SRZHUIXO�DOO\��7KHLU�DLP�LV�WR�ZLQ�WKH�IDYRU�RI�WKH�
dragon and his human lover, earning them the right to rule 
WKH�ORVW�&LW\�RI�3DUKRN�XQFRQWHVWHG��

,I�D�EDWWOH�VXLWV�WKHLU�DLPV��WKH�]DLQ�NLQ�RI�+RXVH�=DPRVK�
FDQ�ÀHOG�D�WRWDO�RI����KDVWDWL�����WUDLQHG�JXDUGLDQ�GUDNHV��
DQG����]DLQ�NLQ�VLJQLÀHUV�

adventures WIthIn the cIty

D
RFXPHQWLQJ� HYHU\� FUDQQ\� DQG� VHFUHW� RI� WKH� ORVW�
&LW\� RI� 3DUKRN� ZRXOG� EH� DQ� HQF\FORSHGLF� XQ-
GHUWDNLQJ�� )RU� WKH� SXUSRVHV� RI� WKLV� DGYHQWXUH��

ZH�KDYH� LQFOXGHG�VXIÀFLHQW�GHWDLO� WR�DOORZ� MXGJHV� WR� UXQ�
D�FRQYLQFLQJ�VFHQDULR�LQ�WKH�FLW\��-XGJHV�DUH�HQFRXUDJHG�WR�
DGG�WKHLU�RZQ�GHWDLOV��6HH�)XUWKHU�$GYHQWXUHV�DW�WKH�HQG�RI�
WKH�DGYHQWXUH�IRU�LGHDV�RQ�ODXQFKLQJ�HQWLUH�FDPSDLJQV�VHW�
within Parhok.   

A large eldritch globe lights the cavern, hanging in the air 
KLJK�DERYH�WKH�FLW\��,W�DOWHUQDWHV�EHWZHHQ���KRXU�F\FOHV�RI�
day and night. The globe’s magic has weakened consider-
DEO\�VLQFH�WKH�IDOO�RI�WKH�3DUKRN��VR�WKDW�QRZ�WKH�´GD\WLPHµ�
F\FOH�RIIHUV�OLWWOH�PRUH�OLJKW�WKDQ�GXVN�RQ�WKH�VXUIDFH�ODQGV��
DQG�GXULQJ�WKH�́ QLJKWWLPHµ�F\FOH�WKH�FLW\�LV�LQN\�EODFN��VDYH�
IRU�WKH�IDLQW�RXWOLQH�RI�WKH�EOXH�JOREH�KDQJLQJ�DERYH�LQ�WKH�
darkness.

:DQGHULQJ�(QFRXQWHUV��7KH�PDS�RI�WKH�ORVW�&LW\�RI�3DUKRN�
LQFOXGHV�DQ\�QXPEHU�RI�SRWHQWLDO�FLW\�HQFRXQWHUV��

8QOHVV�WKH�3&V�DUH�LQ�WKH�FRPSDQ\�RI�WKH�]DLQ�NLQ��WKHUH�LV�D�
����FKDQFH�RI�D�ZDQGHULQJ�HQFRXQWHU��,I�WKH�3&V�UHVW�DPLG�
the ruins, this chance is doubled unless they take pains to 
FRQFHDO�WKHLU�FDPS��,I�D�ZDQGHULQJ�HQFRXQWHU�LV�LQGLFDWHG��
UROO��G���DQG�FRQVXOW�WKH�IROORZLQJ�WDEOH��1RWH�WKDW� LI� WKH�
3&V�KDYH�VXFFHHGHG�LQ�HOXGLQJ�WKH�]DLQ�NLQ·V�XVXDO�GHIHQV-
es, encountering additional ape-men will certainly bring a 
VZLIW�DQG�YLROHQW�UHSULVDO��

�G��� Encounter
���� �G�� JLDQW� UDWV� RU� �� UDW� VZDUP� �HTXDO� FKDQFHV� RI�

HDFK��VHH�'&&�53*�UXOHERRN��S������
���� �G��EULVWOHEDFN�VSLGHUV��VHH�S����
���� �G��IHUDO�JXDUGLDQ�GUDNHV��VHH�EHORZ�
�� ��PDG�ZUDLWK��VHH�EHORZ�
�� �G��JLDQW�KXQWLQJ�EDWV��VHH�EHORZ�
��� ��� ]DLQ�NLQ� KDVWDWL� DQG� �� ]DLQ�NLQ� FHQWXULRQ� �VHH�

SDJH����
11 5 zain-kin legionnaires and 1 zain-kin centurion 

�VHH�SDJH����
��� ��]DLQ�NLQ�DVVDVVLQV��VHH�SDJH�����

)HUDO�EODFN�JXDUGLDQ�GUDNH��,QLW�����$WN�ELWH����PHOHH���G��
SOXV�LQIHFWLRQ��RU�FODZ����PHOHH���G����$&�����+'��G���KS�
��HDFK��09���·�RU�VZLP���·�RU�JOLGH���·��$FW��G����63�ORZ�
OLJKW�YLVLRQ��NHHQ�VHQVH�RI�VPHOO��LQIHFWLRQ��69�)RUW�����5HI�
����:LOO�����$/�1�

Although smaller and leaner than their domesticated breth-
UHQ��ZLWK�GLUW\�JUH\LVK�EODFN�VFDOHV��IHUDO�JXDUGLDQ�GUDNHV�
DUH�DEOH�WR�JOLGH�RQ�WKHLU�ZLQJ�VDLOV�IRU�GLVWDQFHV�RI�XS�WR�
30’. They prowl the ruins, seeking unwary prey. The thick 
VDOLYD�GURROLQJ�IURP�FRQLFDO�WHHWK�IHVWHUV�LQ�ZRXQGV��GRLQJ�
DQ�DGGLWLRQDO���SRLQW�RI�GDPDJH�HDFK�KRXU�XQOHVV�WUHDWHG��
$�'&����)RUW�VDYH�SUHYHQWV� LQIHFWLRQ��DQG�D�'&���� ,QWHO-
OLJHQFH� FKHFN� DOORZV� WKH�ZRXQG� WR�EH� WUHDWHG��7KH� MXGJH�
should remember that characters without appropriate oc-
FXSDWLRQV�UROO�WKLV�FKHFN�RQ��G���LQVWHDG�RI��G���

0DG�ZUDLWK��,QLW�����$WN�HWKHUHDO�WRXFK�����PHOHH���G��3HU-
VRQDOLW\��'&����:LOO�VDYH���$&����+'��G���KS���HDFK��09�Á\�
30’; Act 1d20; SP un-dead traits, immunity to non-magical 
attacks, touch causes Personality damage and madness, 
whispering causes temporary Personality damage; SV Fort 
����5HI�����:LOO�����$/�&�

$�PDG�ZUDLWK�LV�WKH�JKRVWO\�UHPQDQW�RI�VRPH�DQFLHQW�VRU-
FHUHU� RI� 3DUKRN�� $� PDG� ZUDLWK� ZKLVSHUV� LQVDQH� VHFUHWV�
ZKLFK�FDXVH�OLVWHQHUV�WR�PDNH�D�'&���:LOO�VDYH�HDFK�URXQG�
RU� VXIIHU� �G�� WHPSRUDU\� 3HUVRQDOLW\� GDPDJH�� :RUVH�� LWV�
HWKHUHDO�WRXFK�IRUFHV�WKH�WDUJHW�WR�PDNH�D�'&����:LOO�VDYH�
or take 1d3 Personality damage and attack his or her near-
HVW�DOO\��PRYLQJ�XS�WR�LWV�IXOO�PRYH�WR�GR�VR��DQG�JDLQLQJ�D�
IUHH�DWWDFN�LI�WKH�WDUJHW�KDV�DOUHDG\�DFWHG�LQ�WKLV�URXQG���$�
character whose Personality drops to 0 due to these attacks 
does nothing but rock and gibber until healed back to at 
least 3 Personality. Temporary Personality loss heals at a 
UDWH�RI���SRLQW�SHU�PLQXWH��0DG�ZUDLWKV�DUH�XQ�GHDG��DQG�
can be Turned�E\�/DZIXO�RU�1HXWUDO�FOHULFV�

Giant hunting bat:  ,QLW�����$WN�WDLO�VODVK����PHOHH���G�����·�
UDQJH��RU�ELWH����PHOHH���G����$&�����+'��G���KS���HDFK��
09��·�RU�Á\���·��$FW��G����63�ORZ�OLJKW�YLVLRQ��HFKRORFDWLRQ��
69�)RUW�����5HI�����:LOO�����$/�1�

*LDQW�KXQWLQJ�EDWV�DUH�PDQ�VL]HG�SUHGDWRUV�WKDW�KXQW�XVLQJ�
HFKRORFDWLRQ��PDNLQJ�WKHP�DEOH�WR�SLQSRLQW�WKH�ORFDWLRQ�RI�
LQYLVLEOH�REMHFWV�DQG�FUHDWXUHV��7KHLU�ORQJ�WDLOV�FDQ�EH�XVHG�
to slash at targets up to 10’ away, and giant hunting bats 
W\SLFDOO\�VODVK�IURP�WKH�DLU�XQWLO�YLFWLPV�IDOO��RQO\�WKHQ�GH-
VFHQGLQJ�WR�IHHG�

Exploring the Ruins: :KHQ�WKH�3&V�HOHFW�WR�H[SORUH�UXLQV�
as they make their way through the city, roll 1d12 and con-
VXOW� WKH�IROORZLQJ�WDEOHV�WR�GHWHUPLQH�WKH�UXLQ·V�FRQWHQWV��
Individual ruins can be as small as a single building, or as 
large as a block stretching along the crumbling roadway.



&397���

*34>7����(G;@E

�G�� Result

1-4 Empty ruin. Rough stone walls, broken tiles and 
plaster are all that remain. 

���� Appears empty. A close search reveals otherwise. 
6HH�WDEOH�%��(DFK�UHVXOW�RQ�7DEOH�%�FDQ�RQO\�RFFXU�
once.

���� 6TXDWWHUV��7KH�UXLQ�LV�KRPH�WR��G����]DLQ�NLQ�KDV-
WDWL�� 7KH� DSH�PHQ� ÁHH� IURP� D� ÀJKW�� VXPPRQLQJ�
WKHLU�FRPUDGHV�DW�WKH�ÀUVW�RSSRUWXQLW\���

10-11 Lair. See table C. 

12 6SHFLDO. See table D.

*34>7����)75D7FE

�G��� 5HVXOW

1 Corpse: The PCs discover the ancient, mundane 
VNHOHWRQ�RI�D�3DUKRN�HQFKDQWHU��7KH� VNHOHWRQ�VWLOO�
ZHDUV� WKH� WDWWHUHG� UREHV�RI� LWV� RUGHU�� ,Q� WKH� UXLQV�
around the skeleton are 1d20 ancient gold coins, an 
empty scroll case, and a rusted ceremonial dagger.

2 Cache: 7KH�H[SORUHUV�XQFRYHU�D�ORFNHG�FRIIHU��'&�
���2SHQ�/RFNV�FKHFN��EXULHG�DPLG�WKH�UXEEOH��,Q-
VLGH�WKH�FRIIHU�DUH����VLOYHU�EDUV��ZRUWK���JS�HDFK��
swaddled in crumbling silk. 

3 Ruined Library: The PCs discover a library be-
QHDWK�WKH�IDOOHQ�GHEULV��,I�WKH\�SHUIRUP�D�WKRURXJK�
VHDUFK�RI�WKH�UXEEOH����KRXUV�RU�PRUH��WKH\�GLVFRY-
HU�D�EHMHZHOHG�GDJJHU�ZLWK�D�SRPPHO�IRUJHG�LQ�WKH�
VKDSH�RI�D�UDJLQJ�GHPRQ��ZRUWK����JS���7KH�]DLQ�
NLQ�RI�+RXVH�=DPRVK�UHFRJQL]H�WKH�EODGH��DQG�ZLOO�
VWRS�DW�QRWKLQJ�WR�SRVVHV�LW��,I�WKH�MXGJH�VR�GHVLUHV��
WKH� 3&V�PD\� DOVR� ÀQG� VFUROOV� RU� WRPHV� DOORZLQJ�
wizards or elves to potentially learn 1d3 random 
1st-level spells.

4 Ancient Armory: 7KH�UXLQV�FRQFHDO�DQ�DUPRU\�� ,I�
WKH�3&V�FDQ�UHPRYH�WKH�IDOOHQ�JUDQLWH�SLOODU��'&����
6WUHQJWK�FKHFN���WKH\�GLVFRYHU�D�WURYH�RI���VXLWV�RI�
ancient zain-kin scale armor. The armors are con-
sidered heirlooms, and PCs donning the scale mail 
GUDZ�WKH�HQPLW\�RI�WKH�]DLQ�NLQ�RI�+RXVH�9HGULXV��
%HFDXVH�RI�WKH�VL]H�GLIIHUHQFH�LQ�]DLQ�NLQ�DQG�KX-
mans, any donning this armor gains only +3 to AC, 
EXW�KDV�D�G���IXPEOH�GLH�

5 6ODYHKROG��7KH�3&V�GLVFRYHU�WKH�UXLQHG�TXDUWHUV�RI�
D�3DUKRN�VODYHPDVWHU��$PLG�WKH�IDOOHQ�VWRQHV�DQG�
scattered rubble, the PCs uncover a horned great 
KHOP�WKDW�FRPSOHWHO\�FRYHUV�WKH�IDFH�RI�WKH�ZHDUHU��
a KHOP�RI�WKH�GUHDG�ORUG� This item allows the wearer 
to attempt to intimidate others by making opposed 
:LOO�VDYHV��(DFK�DWWHPSW�UHTXLUHV�WKH�ZHDUHU�WR�XVH�
an Action Die, but the wearer can continue to make 
DWWHPSWV�VR�ORQJ�DV�KH�VXFFHHGV��,I�WKH�WDUJHW·V�:LOO�
VDYH�LV�ORZHU�WKDQ�WKH�ZHDUHU·V��LW�PXVW�HLWKHU�ÁHH��
RU�VXIIHU�D�²�G�SHQDOW\�WR�DOO�DWWDFN�UROOV�GXULQJ�WKH�
encounter. A creature can be targeted more than 

once, and the penalties stack, but once a creature 
KDV�EHDWHQ�WKH�ZHDUHU·V�:LOO�VDYH��LW�FDQQRW�EH�VXF-
FHVVIXOO\�WDUJHWHG�DJDLQ�IRU����KRXUV��7KH�ZHDUHU�RI�
WKLV�KRUQHG�KHOP�KDV�D�²��SHQDOW\�WR�/XFN�ZKLOH�LW�
is worn.

�� +HDOLQJ� 6SULQJ�� $� WULFNOH� RI� FOHDQ�� SXUH� ZDWHU�
GULSV�IURP�WKH�EDVLQ�RI�D�VKDWWHUHG�IRXQWDLQ��'ULQN-
LQJ�GLUHFWO\�IURP�WKH�IRXQWDLQ�DOORZV�D�3&�WR�KHDO�
1 HD, and grants 1d12 temporary HP in the next 
HQFRXQWHU��7KLV�HIIHFW�RQO\�RFFXUV���GD\�

7 Ruined Alchemist Lab: %HQHDWK�D�IDOOHQ�EHDP�WKH�
3&V�GLVFRYHU� D� FUXVKHG� VKHOI��0RVW� RI� WKH� VKHOI·V�
contents were ruined ages ago, but ��SRWLRQV�RI�KHDO-
ing� �HDFK� RI� ZKLFK� KHDOV� XS� WR� �� +'�� \HW� UHWDLQ�
their potency. However, when imbibed, the char-
acter drinking must succeed in a DC 10 Fort save 
RU�WDNH���SRLQW�RI�6WDPLQD�GDPDJH�IURP�WKH�IDLOLQJ�
alchemical ingredients.

�� Hidden Tomb:  The PCs unearth a stone sarcoph-
DJXV�FDUYHG� LQ� WKH� OLNHQHVV�RI�D�GHPRQLF�ZL]DUG��
3U\LQJ�ORRVH�WKH�OLG��'&����6WUHQJWK�FKHFN��UHOHDVHV�
D�PDG�ZUDLWK��VHH�SDJH�����

�� 2UE�RI�WKH�3DUKRN��*OHDPLQJ�EHQHDWK�WKH�VDQG�LV�
D�IRUJRWWHQ�REVLGLDQ�RUE�WKDW�JORZV�ZLWK�D�FROG�LQ-
ner light. The orb grants a +1 bonus to arcane spell 
FKHFNV��EXW�GUDZV� WKH� LPPHGLDWH�DWWHQWLRQ�RI� WKH�
VLJQLÀHUV�RI�+RXVH�=DPRVK��6R�ORQJ�DV�D�3&�SRV-
sesses the RUE��KH�FDQQRW�KLGH�IURP�DJHQWV�RI�+RXVH�
Zamosh.  

10-12 )RUJRWWHQ�%ROW�+ROH��The PCs uncover a cellar that 
VXUYLYHG�WKH�IDOO�RI�WKH�FLW\��7KRXJK�WLJKW�TXDUWHUV��
WKH�FHOODU�RIIHUV�D�VDIH�SODFH�IRU�WKH�3&V�WR�UHVW�XQ-
GLVWXUEHG��QR�FKDQFH�RI�ZDQGHULQJ�HQFRXQWHUV���

*34>7����"3;DE

�G�� Result

1-3 Rats! 7KH�KHURHV�DUH�RYHUWDNHQ�E\�D�VHHWKLQJ�WLGH�RI�
�G��UDW�VZDUPV��VHH�'&&�53*�UXOHERRN��S�������

4-5 6SLGHU�KDXQWHG�UXLQV: The ruins are home to 1d4 
EULVWOHEDFN�VSLGHUV��VHH�S�����

���� %DWV·�1HVW��The PCs disturb 1d3 lurking giant hunt-
LQJ�EDWV��VHH�S������
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����� 'UDNHV��7KH�UXLQV�DUH�KRPH�WR��G��IHUDO�JXDUGLDQ�
GUDNHV��,I�WKH�3&V�ZLWKGUDZ��WKH�GUDNHV�KLVV�WKUHDW-
HQLQJO\�EXW�GR�QRW�DWWDFN��EXW�LI�WKH�3&V�DWWDFN�WKH�
GUDNHV��WKH\�UHVSRQG�LQ�NLQG��VHH�S������

11 0DG�+HUPLW��The ruins are occupied by a zain-kin 
GULYHQ�LQVDQH�IURP�VWXG\LQJ�WKH�PDJLF�RI�WKH�3DU-
hok. The wild-eyed ape-man leaps immediately to 
the attack, doing his best to destroy the PCs with 
his spells.

12 5H�UROO�RQ�WDEOH�'��6SHFLDO. 

0DG�]DLQ�NLQ�KHUPLW���Init +3; Atk signum spear +1 melee 
��G������$&�����+'��G���KS����HDFK��09���·��$FW��G����63�
ORZ�OLJKW�YLVLRQ��KDUPIXO�VSHOO��69�)RUW�����5HI�����:LOO������
AL C. 

+HUPLW� HQFRXQWHUV� DUH� ZLWK� ]DLQ�NLQ� VLJQLÀHUV� ZKR� ORVW�
their sanity studying Parhok’s ancient secrets. Although 
WKH\�VWLOO�FDUU\�WKHLU�VSHDUV�RI�RIÀFH��WKH\�FDQQRW�FDOO�XSRQ�
WKH� JRGV�� LQVWHDG� EHLQJ� DEOH� WR� FDOO� XSRQ� KDUPIXO� VSHOOV�
WKUHH�WLPHV�SHU�GD\�WKDW�GR��G��GDPDJH��'&����5HI�VDYH�
IRU�KDOI��

*34>7����)B75;3>

�G�� Result

1-3 Residual Enchantment: The explorers unleash 
WUDSSHG�PDJLF�WKDW�ZDVKHV�RYHU�WKH�SDUW\�LQ�D�ÁDVK�
RI�OLJKW��IRUFLQJ�DQ�LPPHGLDWH�UROO�RQ�WKH�ZDQGHU-
LQJ�HQFRXQWHU�WDEOH�RQ�SDJH������7KH�UXVK�RI�PDJLF�
empowers wizards and elves, granting them a +2 
bonus to their next 3 spell checks. However, until 
WKH�H[WUD�PDJLFDO�HQHUJLHV�DUH�XVHG��D�QDWXUDO�UROO�RI�
´�µ�RQ�D�VSHOO�FKHFN�LV�WUHDWHG�DV�WKH�VDPH�DV�D�´��µ

���� Anointed Blades: The PCs discover a towering 
VWDWXH� RI� DQ� DUPRUHG� ]DLQ�NLQ�ZLHOGLQJ� D� EURNHQ�
greatsword. The statue’s shattered blade continu-
ally weeps oil, which has pooled on the ground 
EHIRUH�WKH�VWDWXH��$Q\�ZHDSRQ�DQRLQWHG�LQ�WKH�RLO�
receives a temporary +2 bonus to damage rolls, but 
the anointed weapon breaks whenever a natural 1 
LV�UROOHG�RQ�DQ�DWWDFN��%RWK�HIIHFWV�ODVW�IRU���KRXUV���

���� /RVW� 6KULQH: The PCs unearth a small clay idol 
depicting a woman, heavy with child. Sheltered 
LQVLGH�D�ZRRGHQ� FRIIHU�� WKH� LGRO� DGGV���� WR� FOHUL-
FDO�VSHOO�FKHFNV��EXW�DOVR�GRXEOHV�WKH�OLNHOLKRRG�RI�
ZDQGHULQJ�HQFRXQWHUV��7KH�LGRO�VKDWWHUV�DIWHU�HP-
powering three spell checks. 

10-12 %ODFN� $QYLO�� The heroes discover an enormous 
EODFN�VWRQH�DQYLO�FDUYHG�RXW�RI�WKH�URFN�WKDW�IRUPV�
WKH�FDYHUQ�ÁRRU��%HVLGH�WKH�DQYLO�UHVWV�D�ODUJH��GXVW\�
hammer. A character striking a bladed weapon be-
tween the hammer and anvil, endows the weapon 
ZLWK�WKH�DELOLW\�WR�GHDO�DQ�H[WUD��G��SRLQWV�RI�QH-
FURWLF�GDPDJH�ZLWK�LWV�QH[W�WKUHH�VXFFHVVIXO�DWWDFN�
rolls. Until discharged, the necrotic energy causes 
WKH� ZHDSRQ� WR� JORZ� ZLWK� D� IDLQW�� VLFNO\� SXUSOH�
light.

Area 3-1  – Monument of Baphotet Kor: The wall of the 
FDYHUQ�KDV�EHHQ�FDUYHG�LQWR�DQ�HQRUPRXV�VWDWXH�GHSLFWLQJ�D�KRU-
ULÀF�GUDJRQ��LWV�KHDG�FDVW�EDFN��DV�LI�WR�URDU�GLYLQH�IXU\��$�VPDOO�
VWUHDP�UXQV�IURP�WKH�EDVH�RI�WKH�PRQXPHQW��IHHGLQJ�D�GDUN��VLOHQW�
ODNH��$�FUXPEOLQJ�WRZHU�VWDQGV�JXDUG�RYHU�WKH�ODNH��DQG�ZDWFK�
ÀUHV�EXUQ�LQ�WKH�GDUNQHVV��

$FURVV�WKH�VWUHDP�DUH�WKH�UXLQV�RI�D�RQFH�PLJKW\�FLW\��7KURXJK�
WKH�JORRP�\RX�FDQ�VS\�VPDOO�FDPSÀUHV�DQG�WRUFKHV�PRYLQJ�LQ�WKH�
GDUNQHVV��$QG�DW�WKH�KHDUW�RI�WKH�FLW\��D�WRZHULQJ�EODFN�S\UDPLG��
OLW�E\�PDVVLYH�EUD]LHUV������

&KDUDFWHUV�GHVFHQGLQJ�IURP�DUHD�����DUULYH�DW�DUHD������7KH�
WRZHU�DFURVV�WKH�VPDOO�ODNH�LV�KRPH�WR�+RXVH�=DPRVK��DUHD�
������7KH�WHPSOH�LQ�WKH�KHDUW�RI�WKH�FLW\�LV�WKH�)DQH�RI�%DSKR-
WHW�.RU��DUHD�������

([SORUHUV� WKDW�H[HUFLVH�FDXWLRQ�DV� WKH\�GHVFHQG�WKH�IDFH�RI�
WKH�PRQXPHQW�JR�XQQRWLFHG�E\�WKH�FLW\·V�LQKDELWDQWV��,I�WKH�
DGYHQWXUHUV�LQVLVW�RQ�XVLQJ�OLJKWV��RU�ÀJKW�D�SURORQJHG�EDWWOH�
ZLWK�JKRVW�GUDNHV��VHH�DUHD�������D�WURRS�IURP�+RXVH�9HGULXV�
LV�VHQW�WR�LQYHVWLJDWH��7KH�WURRS�LV�FRPSRVHG�RI����KDVWDWL����
OHJLRQQDLUHV��DQG���FHQWXULRQV��7KH�]DLQ�NLQ�FDOO�IRU�WKH�3&V·�
LPPHGLDWH�VXUUHQGHU��,I�WKH�FKDUDFWHUV�UHVLVW��WKH�DSH�PHQ�WU\�
WR�KROG�WKHP�RII�XQWLO�UHLQIRUFHPHQWV�DUULYH��2QFH�WKH�ZDU�
KRUQ� LV� VRXQGHG�� UHLQIRUFHPHQWV�RI�DQ�DGGLWLRQDO���KDVWDWL�
and 3 legionnaires arrive every 1d12+5 rounds. 

Zain-kin hastati, legionnaires, and centurions: See p. 14. 

Area 3-2  – Plaza of the Kingmaker: 7KH�ODUJH�SOD]D�LV�OLW�
E\�GR]HQV�RI�VPRNLQJ�WRUFKHV�HYHQO\�SODFHG�DURXQG�LWV�FLUFXPIHU-
HQFH��7KH�DLU�VWLQNV�RI�VSLOOHG�EORRG��DQG�WKH�VWDLQHG�ÁDJVWRQHV�DUH�
VWLFN\�ZLWK�JRUH��$W�WKH�FHQWHU�RI�WKH�SOD]D�LV�D�VROLWDU\�ERXOGHU��
%XULHG�LQWR�WKH�VLGH�RI�WKH�VWRQH�LV�DQ�HQRUPRXV�ORQJVSHDU��,Q�WKH�
GLP�OLJKW�\RX�FDQ�VHH�WKDW�WKH�ZHDSRQ�LV�ZUHDWKHG�LQ�IDLQW�SXUSOH�
ÁDPHV�

7KH�3OD]D�RI�WKH�.LQJPDNHU�LV� WKH�2OG�&RPPRQ�PHHWLQJ�
JURXQG�IRU�]DLQ�NLQ�RI�+RXVH�9HGULXV��$GYHQWXUHUV�WKDW�DUH�
captured, or that seek to parlay with the house are brought 
KHUH�EHIRUH�'RPDVWUXV�� DQ�HQRUPRXV�� VLOYHU�EDFNHG�]DLQ�
NLQ�ZDUORUG��7KH�PDVWHU�RI�+RXVH�9HGULXV�EHDUV�WKH�VFDUV�
RI�KXQGUHGV�RI�EDWWOHV��DQG�VLQFH�KLV�WKURDW�ZDV�VOLW�LQ�EDWWOH��
his voice is no more than a deep, growling whisper. Though 
D� FXQQLQJ� OHDGHU�� 'RPDVWUXV� LV� H[FHHGLQJO\� FRQÀGHQW� LQ�
WKH�PDUWLDO�PLJKW�RI�+RXVH�9HGULXV��7KLV�RYHUFRQÀGHQFH�
leads him to dismiss the PCs as inconsequential, cowardly 
worms.

7KH� 7HVW� RI� $UPV�� ,I� WKH� 3&V� DUH� EURXJKW� KHUH�� HLWKHU�
through capture or parlay, Domastrus interrogates them, 
DQG� WKHQ�RUGHUV� WKHLU� H[HFXWLRQ�� ,I�3&V�SURWHVW� �DQ� DFW� RI�
YDORU� WKDW� VXUSULVHV�'RPDVWUXV��KH�RIIHUV� WKHP�D�JDPELW��
GHIHDW�KLP�LQ�FRPEDW�DQG�KH�ZLOO�WXUQ�WKHP�IUHH��'RPDV-
trus orders the PCs to select a champion and stages the bat-
WOH�EHIRUH�WKH�HQWLUH�+RXVH��LQ�WKH�KHDUW�RI�WKH�.LQJPDNHU�
3OD]D��:KLOH�'RPDVWUXV�EDWWOHV�WKH�3&V·�FKDPSLRQ��WKH�UHVW�
RI�WKH�SDUW\�LV�ZDWFKHG�RYHU�E\���KDVWDWL���

7KH�FRPEDW� LV�DQ\WKLQJ�EXW� IDLU��'RPDVWUXV�ÀJKWV�ZLWK�D�
SDLU�RI�FHQWXULRQV�DV�KLV�VKLHOG�PHQ��$W�ÀUVW�WKH�FHQWXULRQV�
do not attack, simply warding their master and hemming 
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LQ�WKH�3&��%XW�LI�'RPDVWUXV�LV�LQMXUHG��WKH�FHQWXULRQV�OHDS�
LQWR�WKH�IUD\��DWWDFNLQJ�LQ�GHIHQVH�RI�WKHLU�PDVWHU��$Q�XSURDU�
surges through the crowd, granting quick PCs the opportu-
nity to make their escape.

The Kingmaker: 7KH�.LQJPDNHU�3OD]D�WDNHV�LWV�QDPH�IURP�
.LQJPDNHU, a +2 spear buried in the stone set in the heart 
RI�WKH�SOD]D��9HGULXV�OHJHQG�KROGV�WKDW�WKH�VSHDU�FDQ�RQO\�
EH�GUDZQ�IURP�WKH�VWRQH�E\�WKH�7UXH�.LQJ�RI�WKH�=DLQ�.LQ��
7KH�DUULYDO�RI�0RXULQJODU�DQG�'UDJRUD�HQGHG�DOO�DWWHPSWV�
at drawing the spear, but the legend lives deeply with the 
]DLQ�NLQ�� ,I�RQH�RI� WKH�3&V�VXFFHHGV�RQ�D�'&����6WUHQJWK�
check, .LQJPDNHU�WHDUV�IUHH�RI�WKH�VWRQH��$OO�]DLQ�NLQ��VDYH�
'RPDVWUXV��FHDVHV�DOO�DFWLRQV��VWXQQHG�LQWR�VLOHQFH��DIIRUG-
LQJ� WKH�3&V� WKUHH� IUHH� URXQGV�� ,Q� VXEVHTXHQW� URXQGV�� WKH�
]DLQ�NLQ� IRUFHV� GLVVROYH� LQWR� FKDRV�� ZLWK� VRPH� DSH�PHQ�
ÁHHLQJ�� RWKHUV� JLYLQJ� KDOI�KHDUWHG� FKDVH� WR� WKH� 3&V�� DQG�
others attacking Domastrus and the centurions.  

Regardless, once .LQJPDNHU�KDV�EHHQ� VWROHQ�� WKH�PLJKW�RI�
House Vedrius is broken. So long as the PCs have the long 
VSHDU�LQ�WKHLU�SRVVHVVLRQ��WKH\�QHHG�QRW�IHDU�UHSULVDO�IURP�
WKH�]DLQ�NLQ�RI�+RXVH�9HGULXV��

.LQJPDNHU� LV� D�/DZIXO�ZHDSRQ�� FDSDEOH�RI� FRPPXQLFDWLQJ�
with its wielder via empathy. Its purpose is to unite the 
+RXVHV�RI�WKH�]DLQ�NLQ�XQGHU�D�VLQJOH�UXOHU��:KHQ�WKURZQ�DW�
D�FUHDWXUH�XS�WR���·�DZD\��ZKR�RSSRVHV�WKH�XQLÀFDWLRQ�RI�WKH�
+RXVHV��RU�ZKR�LV�DQ�HQHP\�RI�WKH�]DLQ�NLQ��WKH�ZLHOGHU�DGGV�
KLV�6WUHQJWK�PRGLÀHU�WR�WKH�ZHDSRQ·V�GDPDJH��DQG�.LQJPDN-
er always returns to the wielder’s hand. Attempts to take it 
IURP�3DUKRN�DUH�GRRPHG�WR�IDLO��DV�WKH�VSHDU�VLPSO\�EHFRPHV�
KHDYLHU�DQG�KHDYLHU��XQWLO�LW�LV�WRR�GLIÀFXOW�WR�OLIW�

'RPDVWUXV�LV�DEOH�WR�XVH�XS�RQH�RI�KLV�QH[W�$FWLRQ�'LFH�WR�
DYRLG�D�FULWLFDO�KLW�RU�D� VXFFHVVIXO�0LJKW\�'HHG�RI�$UPV��

7KH�KLJKHVW�$FWLRQ�'LH�DYDLODEOH�PXVW�EH�XVHG�ÀUVW�

'RPDVWUXV��]DLQ�NLQ�ZDUORUG���,QLW�����$WN�ORQJVZRUG����
PHOHH� ��G������$&� ���� +'� �G������� KS� ����09� ��·��$FW�
�G������G����63�ORZ�OLJKW�YLVLRQ��DYRLG�FULWLFDO�RU�'HHG��69�
)RUW�����5HI�����:LOO�����$/�&��

3 zain-kin legionnaires: See p. 14. 

Area 3-3  – Tower of the Magi: 7KH�FUXPEOLQJ�WRZHU�VWDQGV�
RQ�WKH�VKRUH�RI�WKH�VWLOO�ODNH��OLNH�DQ�RPLQRXV�VSHFWHU�RI�WKH�SDVW��
&DUHIXOO\�SROLVKHG�VWRQH��JUDFHIXOO\�DUFKLQJ�EXWWUHVVHV��DQG�LP-
SRVVLEO\�GHOLFDWH� VSLUHV�²� DOO� KDYH� UHWXUQHG� WR� UXEEOH� DQG�GXVW��
1RZ�SHOWV�KDQJ�IURP�WKH�FUXGH�ZLQGRZV�ERUHG�LQWR�WKH�WRZHU��WKH�
ZDOOV�DUH�VKRUHG�XS�ZLWK�SLOHV�RI�JUDQLWH�EORFNV��DQG�D�VRRW\�ÀUH�
EXUQV�DWRS�D�PDNHVKLIW�ZRRGHQ�WRZHU�ULVLQJ�IURP�WKH�VWRQHZRUN��

7KH�UXLQHG�WRZHU� LV� WKH�KRPH�RI� WKH�HOGHUV�RI�+RXVH�=D-
mosh. Though crude and barbaric by most standards, the 
WULEH�LV�FRPSRVHG�RI�WKH�ÀQHVW�VSHOOFDVWHUV�WR�HPHUJH�IURP�
WKH�UDQNV�RI�]DLQ�NLQ�

2I� WKH� WKUHH�GRPLQDQW� WULEHV��+RXVH�=DPRVK� LV� WKH�PRVW�
FXQQLQJ��7KHLU�VWXG\�RI�ORVW�WRPHV�KDV�WDXJKW�WKHP�WR�WXUQ�
WKH�XQH[SHFWHG�WR�WKHLU�DGYDQWDJH��7KH�RWKHU�WULEHV�RI�]DLQ�
kin see the PCs’ arrival as a threat, but House Zamosh sees 
it as an opportunity.

The once-mighty tower is now little more than a hollowed 
RXW�UXLQ��7KH�WRZHU�VWLOO�KDV� LWV�RULJLQDO�JURXQG�ÁRRU��EXW�
WKH� VHFRQG� DQG� WKLUG� ÁRRUV� DUH� EXLOW� RI� ZRRGHQ� SODQNV��
scabbed together with rotting rope and dried sinew. 

7HVW�RI�WKH�0DJL��7KH�+RXVH�LV�UXOHG�E\���HOGHUV��,I�WKH�3&V�
seek to parlay with the House, or are captured in battle, 
they are brought back to the tower and welcomed by the el-
GHUV��7KH�3&V�DUH�WUHDWHG�ZLWK�WKH�XWPRVW�FRXUWHV\��WKRXJK�
WKH� ]DLQ�NLQ� QHYHU� OHW� WKHLU� JXDUG� GRZQ��� ,I� QHHGHG�� WKH�
]DLQ�NLQ�RIIHU�WR�SURWHFW�WKH�SDUW\�IURP�RWKHU�+RXVHV��RIIHU-
ing the PCs shelter and sustenance, all the while working 
WKH�3&V�IRU�LQIRUPDWLRQ��HDJHU�WR�GHWHUPLQH�WKHLU�SXUSRVH�
in the city. For their part, the elders willingly share all they 
NQRZ�DERXW�WKH�FLW\���7KHLU�´WUXVWµ�LV�FDOFXODWHG��VHH�EHORZ���

Clever PCs might try to turn this to their advantage, asking 
WKH�]DLQ�NLQ�IRU�DQ�DXGLHQFH�ZLWK�0RXULQJODU��7UXVWLQJ�3&V�
might reveal their quest, and ask that the zain-kin smuggle 
WKHP�LQWR�WKH�)DQH�RI�%DSKRWHW�.RU��

Regardless, the Zamosh have one plan: to escort the PCs to 
WKH�)DQH�RI�%DSKRWHW�.RU��DQG�WKHQ�EHWUD\�WKHP�WR�0RXU-
LQJODU���6HH�DUHD�����IRU�PRUH�GHWDLOV���

Treasure�� ,Q� WKH� FRXUVH� RI� WKHLU� VWXGLHV�� +RXVH� =DPRVK�
KDV�DPDVVHG�D� IDLU�TXDQWLW\�RI�HOGULWFK� ORUH��0XFK�RI� WKLV�
LV�ZRUWKOHVV��HLWKHU�GHVWUR\HG�E\�FDUHOHVV�]DLQ�NLQ�RU�EDVLF�
DUFDQH�NQRZOHGJH�XQGHUVWRRG�E\�HYHU\�ZL]DUG�RU�HOI��DQG�
VRUWLQJ�WKH�ZKHDW�IURP�WKH�FKDII�UHTXLUHV�D�VNLOOHG�H\H�

&KDUDFWHUV�H[DPLQLQJ�WKH�WRZHU�ÀQG�D�FROOHFWLRQ�RI�FKHVWV��
FRIIHUV��DQG�VFUROO�FDVHV��(DFK�FRQWDLQV�VFRUHV�RI�IUDJLOH�YHO-
lum scrolls. Many are non-magical in nature or have been 
UXLQHG�LQ�WKH�FHQWXULHV�VLQFH�WKH�IDOO�RI� WKH�3DUKRN��+RZ-
HYHU��D�'&����,QWHOOLJHQFH�FKHFN��FRPELQHG�ZLWK�VXFFHVVIXO�
/XFN�FKHFNV�WXUQV�XS�D�ZHDOWK�RI�DQFLHQW�NQRZOHGJH��)RU�
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HYHU\� VXFFHVVIXO�/XFN� FKHFN� UROO� �G��DQG�FRQVXOW� WKH� IRO-
lowing table. Each search attempt takes 1 hour, and any PC 
succeeding on the requisite Intelligence check can search 
up to 5 times. 

�G� 'LVFRYHU\ 

�� %RRNV�RU�VFUROOV�WKDW�DOORZ�D�ZL]DUG�RU�HOI�WR�OHDUQ�D�
random 1st-level spell.

�� %RRNV�RU�VFUROOV�WKDW�DOORZ�D�ZL]DUG�RU�HOI�WR�OHDUQ�D�
random 2nd-level spell.

�� %RRNV�RU�VFUROOV�WKDW�DOORZ�D�ZL]DUG�RU�HOI�WR�OHDUQ�D�
random 3rd-level spell.

4 A scroll of shatter that requires the user to spellburn 
��SRLQWV�LQ�RUGHU�WR�XVH�LW��WKHVH�SRLQWV�GR�QRW�DI-
IHFW�WKH�VSHOO�FKHFN���,W�LV�JRRG�IRU�WKUHH�XVHV�EHIRUH�
crumbling into dust.

5 A scroll that contains both the spells PHQGLQJ and 
SDWURQ�ERQG��:ULWWHQ�LQ�WKH�WRQJXH�RI�GUDJRQV��WKH�
scroll can only be used by one who speaks that 
ODQJXDJH�RU�LI�WUDQVODWHG��,W�FDQ�EH�XVHG�WZLFH��HL-
WKHU�ERWK�VSHOOV�RQFH��RU�RQH�VSHOO�WZLFH���DQG�WKHQ�
EXUVWV�LQWR�ÁDPH��GLVLQWHJUDWLQJ�LQWR�ÀQH�DVK�

�� $�VFUROO�RI�UXQLF�DOSKDEHW��PRUWDO. It can be used eight 
times without a spell check, starting with the high-
est spell check result and then reducing one step 
HDFK� WLPH�XQWLO�D�UHVXOW�RI������� LV�UHDFKHG�� ,I� WKH�
scroll is rashly attempted a ninth time, the ground 
opens beneath the reader and he is swallowed up 
E\�WKH�HDUWK��JRQH�IRUHYHU��XQOHVV�D�'&����5HI�VDYH�
VXFFHHGV��,Q�DQ\�HYHQW��WKH�VFUROO�IDGHV�RXW�RI�H[LV-
WHQFH�DIWHU�WKH�QLQWK�UHDGLQJ�

7 A VFUROO�RI�FKDUP�SHUVRQ��EXW�RQH�WKDW�DIIHFWV�UHSWLOHV�
LQVWHDG�RI�KXPDQRLGV��7KH�LQN�IDGHV�ZLWK�HDFK�XVH��
GLVDSSHDULQJ�DOWRJHWKHU�DIWHU�WKH�WKLUG�XVH��7KH�UH-
VXOW�RI�WKLV�IDGLQJ�LV�WKDW�WKH�VHFRQG�DWWHPSW�WR�UHDG�
WKH�VFUROO�FDXVHV�D�²��SHQDOW\�WR�WKH�VSHOO�FKHFN��DQG�
WKH�WKLUG�DWWHPSW�FDXVHV�D�²��SHQDOW\�

�� 5ROO�WZLFH��

7KH�=DPRVK� HOGHUV� UHIXVH� WR� DOORZ� DQ\RQH� FORVH� WR� WKHLU�
FROOHFWLRQV�RI�ORUH��GHIHQGLQJ�LW�ZLWK�WKHLU�OLYHV�

Zamosh elders, zain-kin warlocks (3):  Init +3; Atk mave 
���PHOHH���G������$&�����+'��G���KS����HDFK��09���·��$FW�
�G����63�ORZ�OLJKW�YLVLRQ��VSHOOV��VHH�EHORZ���69�)RUW�����5HI�
����:LOO�����$/�&��

The Zamosh elders can cast three spells, each once per day. 
7KH�ÀUVW� LV�D�ÀHU\�EROW� WKDW�GRHV��G��GDPDJH�WR�LWV� WDUJHW�
DQG��G��GDPDJH�WR�DQ\�DGMDFHQW� WDUJHW� �5HÁH[�'&����IRU�
KDOI� LQ�ERWK� FDVHV���7KH� VHFRQG� LV� DQ� HUXSWLRQ�RI� HOGULWFK�
ÀUH�WKDW�FDXVHV��G��GDPDJH�WR�DOO�WDUJHWV�LQ�D���·�DUHD��'&�
���)RUW�QHJDWHV���7KH�ÀQDO�VSHOO� LV�D�FXUVH� WKDW�DOORZV�WKH�
HOGHU�WR�GR�DQ�DGGLWLRQDO��G��GDPDJH�ZLWK�HDFK�VXFFHVVIXO�
DWWDFN�DJDLQVW�D�WDUJHW��DQG�FDXVHV�WKH�HOGHU�WR�KHDO��G��KS�
LI�WKH�WDUJHW�LV�UHGXFHG�WR���KS��GXUDWLRQ����KRXUV��:LOO�'&�
���QHJDWHV��

Area 3-4  – Rogue’s Hollow: The city gives way here, open-
LQJ�WR�D�ODUJH�URFN\�GHSUHVVLRQ��3HUKDSV�RQFH�D�VLQNKROH�RU�FRO-
ODSVH��WKH�URFN\�GHSUHVVLRQ�KDV�EHHQ�FOHDUHG��IRUPLQJ�D�VHULHV�RI�
GHVFHQGLQJ�WLHUV��(DFK�URFN\�WLHU�LV�OLW�E\�D�QXPEHU�RI�ÁLFNHULQJ�
candles, lending the depression an eerie aura, as if it were shifting 
MXVW�EH\RQG�\RXU�OLQH�RI�VLJKW��7KH�JURXQG�KHUH�LV�OLWWHUHG�ZLWK�
WKRXVDQGV�RI�VWUDQJH�ZKLWH�ÁHFNV�

Rogue’s Hollow is the name given to the old sinkhole used 
as a meeting place by House Tyrax. PCs inspecting the 
´ZKLWH�ÁHFNVµ� OLWWHULQJ� WKH�JURXQG�GLVFRYHU� WKDW� WKH\�DUH�
VPDOO�VFDOHV�²�OLWHUDOO\�WKRXVDQGV�RI�LQGLYLGXDO�VQDNH�VFDOHV��
Though the hollow appears empty, the PCs cannot press 
WKLV�IDU�LQWR�7\UD[�WHUULWRU\�ZLWKRXW�WKH�]DLQ�NLQ·V�QRWLFH��,I�
WKH\�LQYHVWLJDWH�WKH�KROORZ��]DLQ�NLQ�VLOHQWO\�HPHUJH�IURP�
WKH� VKDGRZV�RI� WKH� VXUURXQGLQJ� UXLQV� LQ� JURXSV� RI� WZRV�
DQG�WKUHHV��XQWLO�WKHUH�DUH�RYHU����]DLQ�NLQ�ZDWFKLQJ�IURP�
WKH� WRS� RI� WKH� VLQNKROH� ���� KDVWDWL�� ��� ]DLQ�NLQ� DVVDVVLQV��
DQG����FHQWXULRQV���

$�VLQJOH�]DLQ�NLQ�LQ�EODFNHQHG�OHDWKHU�DUPRU�VWHSV�IRUZDUG�
WR�DGGUHVV�WKH�SDUW\��6FDLQV�LV�WKH�OHDGHU�RI�+RXVH�7\UD[��DQ�
aged ape-man whose years in the ruined city have taught 
KLP�JUHDW�FXQQLQJ��6FDLQV�FDOOV�GRZQ�WR�WKH�3&V��RIIHULQJ�WR�
SDUOD\��,I�WKH�3&V�UHIXVH��6FDLQV�JLYHV�WKH�VLJQDO�DQG�DOO����
zain-kin pour into the sinkhole, howling bloodthirsty battle 
cries as they charge to the slaughter.

,I�WKH�3&V�DUH�ZLVH�HQRXJK�WR�SDUOD\�ZLWK�WKH�DSH�PDQ��KH�
asks that they elect a representative. Scains and the PCs’ 
delegate retire to a nearby camp, while the remaining PCs 
DUH�JXDUGHG�E\�WKH�ZDWFKIXO�]DLQ�NLQ��

Treating with the Rogues: Scains maintains a quiet, civil 
demeanor. He questions the PCs, trying to determine the 
SDUW\·V�UHDVRQ�IRU�FRPLQJ�WR�WKH�FLW\���6FDLQV�LV�DZDUH�RI�WKH�
DVVDVVLQDWLRQ�DWWHPSW�RQ�WKH�3&V��EXW�GRHVQ·W�UHYHDO�WKLV���
Scains is not above threatening to kill the remaining PCs 
WR�FRHUFH�WKH�GHOHJDWH�LQWR�UHYHDOLQJ�WKHLU�UHDVRQV�IRU�FRP-
LQJ�WR�WKH�FLW\��7KLV�LV�VSRNHQ�LQ�D�SUDJPDWLF��PDWWHU�RI�IDFW�
manner, not as an angry threat.  

,I�WKH�3&�EHDU�WKH�serpent staff or the VNLQ�RI�WKH�PDOLVRQ��ERWK�
LWHPV�FDQ�EH�IRXQG�DW�WKH�VKULQH�LQ�DUHD�������H[SUHVV�DQ�LQ-
WHUHVW�LQ�FDVWLQJ�GRZQ�0RXULQJODU��WKH�]DLQ�NLQ�GRQ·W�NQRZ�
WKH� WUXH�SRZHU�EHKLQG� WKH�GUDJRQ��� RU� RWKHUZLVH�PDNH�D�
good impression upon the old ape-man, Scains reveals 
that House Tyrax doesn’t place any stock in Mouringlar’s 
FODLPV�WR�GLYLQLW\��0RUHRYHU��WKH�+RXVH�7\UD[�RIIHUV�WR�VLGH�
ZLWK� WKH� 3&V�� MRLQLQJ� WKHP� LQ� D� UDLG� DJDLQVW� WKH� WHPSOH��
:KLOH�6FDLQV�KDV�HYHU\�LQWHQWLRQ�RI�IROORZLQJ�WKURXJK�RQ�
KLV� EDUJDLQ�� KLV� FRZDUGLFH�SURYHV� WR� EH� KLV� XQGRLQJ� �VHH�
DUHD�����IRU�PRUH�LQIRUPDWLRQ�RQ�WKH�EORRG\�FRQVHTXHQFHV�
RI�6FDLQV·�DPELWLRQV����

6FDLQV��]DLQ�NLQ�PDVWHU�DVVDVVLQ���,QLW�����$WN�VKRUW�VZRUG�
���PHOHH���G������$&�����+'��G���KS�����09���·�RU�FOLPE�
��·��$FW��G������G����63�ORZ�OLJKW�YLVLRQ��IUHH�IROORZ�XS�DW-
WDFN��WKLHI�DELOLWLHV��69�)RUW�����5HI�����:LOO�����$/�&��

6FDLQV�KDV�DOO�RI�WKH�DELOLWLHV�RI�D��th-OHYHO�&KDRWLF�WKLHI��/LNH�
RWKHU�]DLQ�NLQ�DVVDVVLQV��KH�JDLQV�DQ�LPPHGLDWH�IROORZ�XS�
DWWDFN�LI�KLV�ÀUVW�DWWDFN�VXFFHHGV�



&397��


encounter area 4: 
the fane of BaPhotet kor

S
HW� LQ� WKH� KHDUW� RI� WKH� UXLQHG� FLW\� RI� 3DUKRN�� WKH�
Fane has been commandeered by Dragora and 
0RXULQJODU�LQ�WKH�QDPH�RI�%DSKRWHW�.RU��7KH�SDLU�

has duped the zain-kin into believing that Dragora is noth-
ing more than the dragon’s concubine, but the inverse is 
WUXH��0RXULQJODU� OLYHV� IRU�'UDJRUD��DQG�ZLOO� OD\�GRZQ�LWV�
OLIH�IRU�LWV�PLVWUHVV��ZKLOH�/DG\�'UDJRUD�FDUHV�IRU�QRWKLQJ�
EXW�KHUVHOI��

3HDNLQJ�DW����� IHHW�DERYH� WKH�FLW\�ÁRRU�� WKH�S\UDPLG�GLV-
SOD\V� WKH� ÁDZOHVV� ²� WKRXJK� VRXOOHVV� ²� FUDIWVPDQVKLS� RI�
spell-worked stone. Naught but the slenderest hair could 
VOLS�EHWZHHQ�WKH�ÀWWHG�VWRQHV��DQG�WKH�S\UDPLG�UDGLDWHV�DQ�
DXUD�RI�PLQJOHG�GLYLQH�DQG�DUFDQH�PDJLF�WKDW�JHQHUDWHV�D�
IHHOLQJ�RI�XQHDVH�LQ�DOO�ZKR�DSSURDFK��

)RXU�ÁDPLQJ�EUD]LHUV�VHW� LQ�WKH�FRUQHUV�RI�WKH�SOD]D�OLJKW�
the temple’s exterior. At any time, there is a 20% chance 
WKDW���]DLQ�NLQ�KDVWDWL�DUH� WHQGLQJ� WKH� VDFUHG�ÁDPHV��7KH�
KDVWDWL�ZLOO� DWWHPSW� WR� GHWHU� WKH� 3&V�� EXW� UHWUHDW� LI�PRUH�
WKDQ���RI�WKHLU�IHOORZV�IDOO�LQ�FRPEDW��

7KH�S\UDPLG�KDV� D� VHULHV�RI� VWHHS� VWRQH� VWHSV��7KH�ZHVW-
HUQ�VWDLUV�FOLPE����IHHW�EHIRUH�HQGLQJ�EHIRUH�D�JLDQW�VL]HG�
�PRUH�DFFXUDWHO\��dragon-VL]HG��EUDVV�SRUWDO��DUHD�������7KH�
HDVWHUQ�VWHSV�ULVH�WR�WKH�YHU\�WRS�RI�WKH�S\UDPLG��$�WURRS�RI�
��OHJLRQQDLUHV�OHG�E\�D�VLQJOH�FHQWXULRQ�FRQVWDQWO\�PDUFKHV�
DURXQG�WKH�EDVH�RI�WKH�S\UDPLG��DQG�D�SDLU�RI�OHJLRQQDLUHV�
VWDQGV�JXDUG�EHIRUH�WKH�EUDVV�SRUWDO�DW�DUHD������

Area 4-1  – The Fane of Baphotet Kor: $�ZLGH�SOD]D�RSHQV�
EHIRUH�\RX��0LJKW\�EUD]LHUV�VWDQG�DW�WKH�SOD]D·V�FRUQHUV��EHOFKLQJ�
VPRNH�DQG�UHG�ÁDPHV��6WDQGLQJ� LQ� WKH�FHQWHU�RI� WKH�SOD]D�� LV�DQ�
RPLQRXV�S\UDPLG�RI�EODFN�VWRQH��7ZR�VHWV�RI�VWDLUV�DVFHQG�WKH�S\UD-
PLG·V�VWHHS�ZDOOV��RQH�ULVLQJ�KDOIZD\�XS�WKH�S\UDPLG�WR�D�SDLU�RI�
EUDVV�SRUWDOV��WKH�RWKHU�ULVLQJ�XS�WKH�EDFN�RI�WKH�S\UDPLG�WR�LWV�SHDN���

-XGJH·V�1RWH��,I�HLWKHU�+RXVH�=DPRVK�RU�7\UD[�DFFRPSD-
nies the PCs, go to Ambush! below. 

$�SDLU�RI�OHJLRQQDLUHV�VWDQGV�JXDUG�EHIRUH�WKH�EUDVV�SRUWDO��
,Q�DGGLWLRQ����OHJLRQQDLUHV��OHG�E\�D�VLQJOH�FHQWXULRQ��PDUFK�
D�FRQVWDQW�FLUFXLW�DURXQG�WKH�EDVH�RI�WKH�S\UDPLG�

&KDUDFWHUV� WKDW�ZDLW� IRU� WKH� WURRS� WR� FLUFOH� DURXQG� WR� WKH�
EDFN�RI�WKH�S\UDPLG�FDQ�UXVK�WKH�VWDLUV��IDFLQJ�RQO\�WKH���OH-
JLRQQDLUHV��$W�WKH�IXUWKHVW�SRLQW�RI�WKHLU�PDUFK��LW�WDNHV�WKH�
WURRS���URXQGV�WR�UHDFK�WKH�VWDLUV�DW�WKH�IURQW�RI�WKH�S\UD-
mid, virtually assuring the PCs’ success.

Ambush! ,I� WKH�3&V�DUH�EURXJKW� WR� WKH� WHPSOH�DV�SDUW�RI�
VFKHPH� IRVWHUHG�RQ� WKH�SDUWV� RI� HLWKHU�+RXVH�=DPRVK�RU�
7\UD[��WKH\�DUH�LQ�IRU�D�JULP�VXUSULVH�

+RXVH�=DPRVK��DFFRPSDQ\LQJ�WKH�3&V�ZLWK���VLJQLÀHUV�DQG�
15 hastati, betray the PCs at the very last moment. As the 
3&V�EHJLQ�WR�DVFHQG�WKH�VWDLUV��D�VLJQLÀHU�VRXQGV�D�ZDU�KRUQ��
2Q�WKH�VLJQDO�����OHJLRQQDLUHV�HPHUJH�IURP�HYHU\�VLGH�RI�WKH�
SOD]D�� FKDUJLQJ� WRZDUGV� WKH�3&V�DV� WKH� ]DLQ�NLQ�RI�+RXVH�
=DPRVK�HQFLUFOH�WKH�3&V��SUHYHQWLQJ�ÁLJKW��/DVW��DQG�ZRUVW�

RI�DOO��0RXULQJODU�KLPVHOI�VLOHQWO\�JOLGHV�LQ�IURP�WKH�JORRP��
ODQGLQJ�LQ�WKH�SOD]D��FXWWLQJ�RII�WKH�3&V·�KRSH�RI�ÁLJKW�

House Tyrax, accompanying the PCs with 5 assassins and 
20 hastati, breaks morale at the last instant. Their courage 
VKDWWHUHG�� WKH� URJXHV� ÁHH�� OHDYLQJ� WKH� 3&V� DORQH� RQ� WKH�
VWHSV�RI� WKH� WHPSOH��+RXVH�9HGULXV��DQWLFLSDWLQJ� WKH�UDLG��
is waiting outside the plaza with their legionnaires. As the 
FRZDUGO\�URJXHV�RI�+RXVH�7\UD[�ÁHH�����OHJLRQQDLUHV��OHG�
E\��� FHQWXULRQ�� FKDUJH� LQWR� WKH�SOD]D��0HDQZKLOH��0RXU-
LQJODU�GURSV�IURP�DERYH��OLNH�D�YHUGDQW�DUURZ��ODQGLQJ�RQ�
WKH�SOD]D�EHKLQG�WKH�3&V��HQGLQJ�DQ\�KRSH�RI�HVFDSH�

5HJDUGOHVV� RI�ZKR� EHWUD\HG� WKH� 3&V�� WKH� RXWFRPH� LV� WKH�
VDPH��2YHUZKHOPLQJ�IRUFHV�FKDUJH.

Escape! 7KH� RGGV� DUH� VWDFNHG� DJDLQVW� WKH� FKDUDFWHUV� ²� LQ�
RUGHU�IRU�WKH�3&V�WR�VXUYLYH��WKH\�ZLOO�QHHG�WR�DFW�ZLWK�FRXU-
DJH��FXQQLQJ��DQG�FRQYLFWLRQ��7KH�]DLQ�NLQ�H[SHFW�WKH�3&V�
WR�GLH�WU\LQJ�WR�ÁHH�EDFN�LQWR�WKH�FLW\��,Q�WKH�RSHQ�WHUUDLQ�RI�
the plaza, the zain-kin can use their numbers against the 
3&V�WR�JUHDW�DGYDQWDJH���7KH�3&V·�EHVW�KRSH�IRU�VXUYLYDO�LV�
WR�ÀJKW�WKHLU�ZD\�LQWR�WKH�WHPSOH��LQ�WKH�KRSHV�RI�ÀQGLQJ�D�
choke point where they can even the odds.

,I�WKH�3&V�DUH�VRPHKRZ�VXFFHVVIXO�LQ�GHIHDWLQJ�WKH�WHPSOH·V�
guardians, Mouringlar retreats, winging away to lick his 
ZRXQGV��+H�UHWXUQV�LQ�WKH�FRQFOXVLRQ�RI�WKH�DGYHQWXUH�EHORZ���

6WDWLVWLFV�IRU�YDULRXV�]DLQ�NLQ�DUH�IRXQG�RQ�S�����

0RXULQJODU�WKH�'UDJRQ���,QLW�����$WN�ELWH����PHOHH���G����
RU�FODZ����PHOHH���G����$&�����+'��G����KS�����09���·�RU�
Á\���·��$FW��G����63�EUHDWK�ZHDSRQ��LPPXQLW\�WR�ÀUH��WUDQV-
IRUPDWLRQ��VSHOOV��69�)RUW�����5HI�����:LOO�����$/�&�

0RXULQJODU� LV� D� JUHHQ�KXHG� GUDJRQ� RI� VPDOO� VL]H� �IRU� D�
GUDJRQ���+H�LV�RQO\�D�\RXQJ�DGXOW��DQG�KLV�UHODWLYH�LQH[SH-
rience has allowed Dragora to dominate him. Twice a day 
KH�FDQ�EUHDWKH�DQ���·�OLQH�RI�ÀUH��FDXVLQJ�GDPDJH�HTXDO�WR�
KLV�FXUUHQW�KLW�SRLQWV��'&����5HI�VDYH�IRU�KDOI���7KH�GUDJRQ�
LV�FRPSOHWHO\�LPPXQH�WR�FXUVHV��DQG�FDQ�WUDQVIRUP�LQWR�D�
KXPDQ�PDOH��DQG�EDFN��RQFH�HDFK�GD\��+H�FDQ�FDVW�WKH�IRO-
lowing spells, with a +4 bonus to the spell check: FRPSUH-
hend languages, PDJLF�VKLHOG, and scorching ray.

Area 4-2  – The Portals: $�SDLU�RI�ÀHUFH�]DLQ�NLQ�VWDQGV�EHIRUH�
WKH�ODUJH�SRUWDOV��WKHLU�EODGHV�JOHDPLQJ�LQ�WKH�UHG�OLJKW�RI�WKH�EUD-
]LHUV��-XVW�SDVW�WKH�JDWH�\RX�FDQ�VHH�D�KDOO�DQG�VRPH�VRUW�RI�FDSVWDQ�
UHVHPEOLQJ�WKH�NLQG�XVHG�WR�UDLVH�DQG�ORZHU�D�SRUWFXOOLV�

7KH�]DLQ�NLQ�DUH�FKDUJHG�ZLWK�WKH�GHIHQVH�RI�WKH�KRO\�IDQH�
RI�%DSKRWHW�.RU��DQG�GR�HYHU\WKLQJ�LQ�WKHLU�SRZHU�WR�GH-
IHQG� WKH� EUHDFK�� %RWK�ZRXOG� UDWKHU� GLH� WKDQ� IDLO� DW� WKHLU�
WDVN��7KH\�KXUO� MDYHOLQV�DW� WKH�3&V�DV� WKH\�FKDUJH�XS� WKH�
VWDLUV��WKHQ�GUDZ�WKHLU�VZRUGV�DQG�FORVH�IRU�PHOHH��

The brass portals are opened and closed through an elabo-
UDWH�V\VWHP�RI�FRXQWHUZHLJKWV��6SLQQLQJ�WKH�FDSVWDQ�FDXVHG�
WKH�EUDVV�SRUWDOV�WR�VODP�FORVHG��7KH�LQWHULRU�RI�WKH�GRRUV�
has an enormous bronze bolt that can be driven home with 



&397���



&397���

a DC 15 Strength check. Once the portals are closed and the 
bolt set in place, there is little any creature in the city can do 
to breach the gate. The characters may not know this, how-
HYHU��DQG�WKH�GHDIHQLQJ�WKXQGHU�RI�WKH�]DLQ�NLQ�KDPPHULQJ�
on the doors is sure to spur the PCs to action. 

=DLQ�NLQ�OHJLRQQDLUHV����RU�������Init +2; Atk short sword +2 
PHOHH���G�����RU�MDYHOLQ����UDQJHG���G����$&�����+'��G���
KS���HDFK��09���·��$FW��G����63�ORZ�OLJKW�YLVLRQ�����ERQXV�
WR�$&�DQG�VDYHV�ZKHQ����ZRUN�WRJHWKHU��69�)RUW�����5HI�
����:LOO�����$/�&��

Area 4-3  – Hall of Divination: The wide hall is hung with 
QXPHURXV�WDSHVWULHV�DQG�UHOLJLRXV�LFRQV��DOO�GHSLFWLQJ�WKH�FUXHOW\�
DQG�GLYLQH�PDOHYROHQFH�RI�ZLFNHG�%DSKRWHW�.RU��7KH�KDOO�LV�SXQFWX-
DWHG�RQ�HLWKHU�VLGH�E\�VPDOO��QRQGHVFULSW�GRRUV��$KHDG��DW�WKH�HQG�
RI�WKH�KDOO��LV�D�VKDOORZ�SRRO�ÁDQNHG�E\�VWDLUV�ULVLQJ�LQWR�GDUNQHVV��

$�SDLU�RI�]DLQ�NLQ�DVVDVVLQV�KLGH�DWRS�D�FDWZDON�FRQFHDOHG�E\�
the tapestries hung across the vaulted ceiling. Once the PCs 
enter the hall, the assassins trigger a swinging pendulum 
trap, sending terrible blades whistling through the darkness. 

7KHUH�LV�RQH�EODGH�IRU�HDFK�RI�WKH�KDOO·V�ÀUVW����URZV��ZLWK�
HDFK�´URZµ�EHLQJ�DSSUR[LPDWHO\��·�RQ�WKH�PDS���$W�WKH�EH-
JLQQLQJ�RI�HDFK�URXQG��VHFUHWO\�UROO��G����$�UROO�RI���WKURXJK�
10 indicates which row that will be attacked this round. On 
D�UROO�RI����RU�����DW�OHDVW�WZR�EODGHV�VWULNH�WKDW�URXQG��UROO�
1d12 twice to determine the rows, doubling 11s and 12s as 
SHU�DERYH���

Crossing the hall can be accomplished in two ways: either 
by beating an attacking pendulum on initiative as the PC 
crosses the area where it swings, or by destroying the blade 
DV�LW�VOLFHV�DFURVV�WKH�FKDPEHU��$&�������KS���2WKHUZLVH��WKH�
SHQGXOXPV�VWULNH�ZLWK�D����ERQXV�WR�WKHLU�DWWDFN�UROOV�IRU�
�G��GDPDJH�HDFK�

The pendulums continue to swing until all the blades are 
GHVWUR\HG��RU�D�3&�FOLPEV�LQWR�WKH�YDXOWHG�ORIW�DERYH��'&�
��� 6WUHQJWK� RU�&OLPE� VKHHU� VXUIDFHV� FKHFN�� DQG� VXFFHHGV�
on a DC 15 Disarm traps check, deactivating the clockwork 
mechanism. 

The assassins remain hidden on the catwalks, only reveal-
LQJ�WKHPVHOYHV� LI�DWWDFNHG�RU� LI�D�3&�UHDFKHV�WKH�FDWZDON��
2WKHUZLVH��WKH\�ZDLW�IRU�WKH�3&V�WR�H[LW�WKH�KDOO�EHIRUH�GH-
scending to ambush the PCs as they enter area 4-3.

6FU\LQJ�3RRO��7KH�SRRO�LV�ÀOOHG�ZLWK�D�WKLFN�OLTXLG�UHVHP-
bling dark quicksilver. Characters gazing into the pool and 
succeeding on a DC 15 Intelligence check see themselves, 
GHSLFWHG� DV� LI� ZDWFKHG� IURP� DERYH�� :L]DUGV�� HOYHV�� DQG�
those with appropriate occupations roll 1d20; others roll 
�G����,I�WKH�DVVDVVLQV�DUH�VWLOO�DOLYH��WKH�VFU\LQJ�3&V�DOVR�VHH�
the zain-kin lurking on the catwalk above.

A DC 20 Intelligence check allows the PCs to scry Lady 
'UDJRUD��,I�WKH�3&�VXFFHHGV�RQ�WKH�FKHFN��UHDG�WKH�DUHD�WH[W�
to area 4-3.

Abandoned Quarters:�7KRVH�LQYHVWLJDWLQJ�WKH�URRPV�RII�RI�
the great hall discover small, sparse rooms that once served 
DV�TXDUWHUV�IRU�SULHVWV�WHQGLQJ�WKH�VDFUHG�WHPSOH��1RZ�WKH�
quarters are inhabited by naught but mice and memories. 

3&V�ÀQG�DQFLHQW��PROGHULQJ�EXQNV��VLPSOH�VWRROV�DQG�ZULW-
ing desks destroyed by dry rot, and ink wells, long gone dry.  

Zain-kin assassins (2):  Init +4; Atk short sword +2 melee 
��G������$&�����+'��G���KS���HDFK��09���·�RU�FOLPE���·��$FW�
�G����63�ORZ�OLJKW�YLVLRQ��IUHH�IROORZ�XS�DWWDFN�����ERQXV�WR�
VWHDOWK�FKHFNV��69�)RUW�����5HI�����:LOO�����$/�&��

Area 4-4  – Throne of the Queen: 7KH�VWDLUV�ULVH�WR�D�GDUN�
WKURQH�URRP�ORUGHG�RYHU�E\�D�PLJKW\�VWDWXH�RI�D�PRQVWURXV�GUDJ-
RQ��$W�WKH�FHQWHU�RI�WKH�FKDPEHU�D�JUHDW�EODFN�WKURQH�VLWV�LQ�WKH�
FHQWHU�RI�D�ORZ�VWRQH�GDLV��$�ZRPDQ�ORXQJHV�DWRS�D�JUHDW�EODFN�
WKURQH��D�VFDUUHG�ORQJVZRUG�FORVH�DW�KDQG��7KH�DLU�KHUH�LV�WKLFN�
ZLWK�WKH�EUHDWK�RI�UHSWLOHV�DQG�WKH�VPHOO�RI�EXUQLQJ�ZD[��)OLFNHU-
LQJ�UHG�OLJKW�VKLQHV�LQ�IURP�WKH�ZLGH�FLUFOH�FXW�LQWR�WKH�FHLOLQJ��

2QFH�D�FKDPEHU�XVHG�H[FOXVLYHO\�IRU�EORRG�VDFULÀFHV�LQ�WKH�
KRQRU� RI� %DSKRWHW� .RU�� 'UDJRUD� KDV� FRPPDQGHHUHG� WKH�
FKDPEHU�IRU�KHU�RZQ��

8QOHVV�WKH�3&V�VXFFHHGHG�LQ�LQÀOWUDWLQJ�WKH�WHPSOH�ZLWKRXW�
DOHUWLQJ� WKH�JXDUGV��'UDJRUD� LV�SUHSDUHG� IRU� WKHLU�DUULYDO��
:LWK�D�ZDYH�RI�KHU�KDQG��VKH�EHFNRQV�WKH�3&V�WR�HQWHU��PR-
WLRQLQJ�WRZDUGV�D�FDVN�RI�ZLQH�DQG�WKH�SLOHV�RI�OX[XULRXV�
SLOORZV�VLWXDWHG�DORQJ�WKH�ZHVW�ZDOO�RI�WKH�FKDPEHU�

,Q� SUHSDUDWLRQ� IRU� WKH� 3&V·� DUULYDO�� /DG\� 'UDJRUD� KDV�
drugged the wine and sprinkled poison on the lounging 
pillows with substances that require a new save each round 
until one succeeds. Poisoned characters instantly realize 
WKH�GXSOLFLW\�� ,I� WKH� DVVDVVLQV� IURP�DUHD� ����\HW� OLYH�� WKH\�
take this opportunity to launch an attack on the PCs.  

'UXJJHG�:LQH� DC 10 Fort save; the target takes 1d3 points 
RI� WHPSRUDU\�$JLOLW\�GDPDJH�SHU�URXQG�XQWLO�D�VDYH�VXF-
FHHGV��LI�$JLOLW\�GURSV�WR����WKH�FKDUDFWHU�LV�UHQGHUHG�XQFRQ-
VFLRXV�IRU��G��KRXUV�

'XVWHG�3LOORZV� DC 15 Fort save; The target’s speed is re-
GXFHG�E\��·�SHU�IDLOHG�VDYH��7KLV�HIIHFW�ODVWV��G��PLQXWHV�

'UDJRUD·V�ÀUVW�JRDO�LV�WR�VXUYLYH�WR�ÀJKW�DQRWKHU�GD\��WKH�GH-
IHDW�RI� WKH�3&V�LV�DOOXULQJ��EXW�WKHUH� LV�QHYHU�D�VKRUWDJH�RI�
RSSRUWXQLWLHV�WR�KXPEOH�ZRXOG�EH�KHURHV��,I�WKH�3&V�SUHVV�
WKH�DWWDFN�DQG�VXFFHHG�LQ�FDXVLQJ�WKH�VZRUG�PDLGHQ����KS�RI�
damage or more, she immediately shouts a command word 
in the Draconic tongue; instantly the temple shudders, and 
the throne dais rises towards the hole bored in the ceiling.

PCs not standing on the dais can attempt a DC 15 Agility 
FKHFN�WR�OHDS�DERDUG�WKH�ULVLQJ�SLOODU��EXW�WKRVH�OHIW�EHKLQG�
ZLOO�EH�IRUFHG�WR�FOLPE�WKH�VLGHV�RI�WKH�SLOODU�WR�UHMRLQ�WKH�EDW-
WOH��'&����6WUHQJWK�RU�&OLPE�VKHHU�VXUIDFHV�FKHFN���,W�WDNHV�
WKH�GDLV�D�VLQJOH�URXQG�WR�ULVH����IHHW�WR�WKH�FHLOLQJ��DOORZLQJ�
'UDJRUD�WR�OHDS�IURP�WKH�SLOODU�RQWR�WKH�WRS�RI�WKH�WHPSOH��

Characters atop the dais note that it has depressions in 
WKH�VKDSH�RI���KHDGHG�GUDJRQV��LGHQWLFDO�WR�WKH�GHSUHVVLRQ�
used to activate the wyrm portal in area 1-4.  

See the adventure’s Conclusion EHORZ�IRU�GHWDLOV�RQ�WKH�À-
nal battle. 

6HYHUDO�WUHDVXUH�FKHVWV�VLW�DORQJ�WKH�ZDOOV�RI�WKH�FKDPEHU��
VWUHZQ�ZLWK�WDSHVWULHV��IXUV��DQG�PROGHULQJ�EROWV�RI�DQFLHQW�
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VLON��:KLOH�PRVW�RI�WKH�3DUKRN·V�DQFLHQW�WUHDVXUH�KDV�IDOOHQ�
WR�WKH�SDVVDJH�RI�WLPH��VRPH�ZHDOWK�\HW�UHPDLQV������JS������
sp, 2 potions of healing��HDFK�RI�ZKLFK�KHDOV�XS�WR���+'���DQG�
��JHPV��ZRUWK����JS�HDFK���

'UDJRUD�� KXPDQ�ZDUULRU� ��� � Init +7; Atk longsword +1d7 
PHOHH���G���G����$&�����+'��G����KS�����09���·��$FW��G�����
�G����63�0LJKW\�'HHG��G���69�)RUW�����5HI�����:LOO�����$/�&��

Conclusion: The dread dragon Mouringlar waits atop the 
pyramid. As the dais comes within sight, the dragon leaps 
WR� WKH� GHIHQVH� RI� KLV� PLVWUHVV�� 0RXULQJODU� DQG� 'UDJRUD�
ÀJKW�EDFN�WR�EDFN��DIIRUGLQJ�'UDJRUD� WKH�FKDQFH� WR�HIIHFW�
the pair’s escape. 

0HDQZKLOH�� WKH� SOD]D� EHORZ� KDV� ÀOOHG�ZLWK� KXQGUHGV� RI�
]DLQ�NLQ��:LWQHVV�WR�WKH�EDWWOH�DJDLQVW�WKHLU�OLYLQJ�JRG��WKH�
HQUDJHG�]DLQ�NLQ�VWRUP�WKH�VLGHV�RI�WKH�S\UDPLG��FKDUJLQJ�
WRZDUGV�WKH�WRS��7KH�DSH�PHQ�VWRS�MXVW�VKRUW�RI�WKH�SHDN��
WRR�WHUULÀHG�WR�MRLQ�LQ�WKH�EDWWOH�

:KLOH�0RXULQJODU�KROGV�RII�WKH�3&V��'UDJRUD�ÀVKHV�D�UXE\�
VWDU�NH\�IURP�KHU�SRXFK��6KH�SODFHV�WKH�VWDU�NH\�LQ�RQH�RI�
the depressions set into the dais, activating a shimmering 
portal over the throne. Through the portal, PCs can see a 
quiet, sun-dappled wood overlooking an ancient plaza 

sundered by a chasm, where the adventure began.

�1RWH�WKDW�LI�WKH�3&V�SUHYHQW�'UDJRUD�IURP�ULGLQJ�WKH�GDLV�
WR� WKH� RXWVLGH� RI� WKH� S\UDPLG�� 0RXULQJODU� GURSV� GRZQ�
IURP�DERYH��'UDJRUD�GRHV�KHU�EHVW�WR�VFDOH�WKH�UDLVHG�GDLV��
ZKHUH�VKH�XVHV�WKH�Z\UPSRUWDO�WR�ÁHH�WKH�FLW\���

'UDJRUD�DQG�0RXULQJODU�ÀJKW�DV� ORQJ�DV� WKH\�FDQ��GRLQJ�
WKHLU�EHVW�WR�VWDYH�RII�WKH�3&V��EXW�ZKHQ�LW�EHFRPHV�DSSDU-
ent that they cannot win this battle, the lady and her drag-
RQ�SOXQJH�WKURXJK�WKH�SRUWDO��ÁHHLQJ�LQWR�WKH�ZRRGV�

:LWK�'UDJRUD� DQG�0RXULQJODU�GHDG�RU�ÁHHLQJ�EHIRUH� WKH�
3&V��QRWKLQJ�FDQ�IRUHVWDOO�WKH�ZUDWK�RI�WKH�]DLQ�NLQ��6FRUHV�
RI�KDVWDWL�DSH�PHQ��VSHDUV�UDLVHG�LQ�IXU\��FKDUJH�WKH�WRS�RI�
WKH�S\UDPLG��1R�PDWWHU�KRZ�PDQ\�RI�WKH�]DLQ�NLQ�WKH�3&V�
GHIHDW��KXQGUHGV�PRUH�UHPDLQ��7KH�DGYHQWXUHUV·�RQO\�KRSH�
IRU�VXUYLYDO�LV�WR�IROORZ�'UDJRUD�DQG�0RXULQJODU�WKURXJK�
the portal.

$V�WKH�3&V�WXPEOH�EDFN�LQWR�WKH�VXUIDFH�ODQGV��IROORZHG�E\�
D�GR]HQ�KXUOHG�MDYHOLQV��WKH�DUFDQH�SRUWDO�VQDSV�VKXW��OHDY-
LQJ�WKH�IRUJRWWHQ�FLW\�RI�3DUKRN�DQG�LWV�OHJLRQV�RI�DSH�PHQ�
behind.

7+86�(1'6�7+(�5(,*1�2)�'5$*25$

further adventures

T
KH� GHIHDW� RI� 'UDJRUD� DQG�0RXULQJODU� QHHG� QRW�
EULQJ�DQ�HQG�WR�DGYHQWXUHV�LQ�WKH�/RVW�&LW\�RI�WKH�
3DUKRN��$�ZHDOWK�RI�HOGULWFK�PLJKW� OXUNV�ZLWKLQ�

WKH�UXLQV��FDOOLQJ�RXW�IRU�DGYHQWXUHUV�EUDYH�HQRXJK�WR�YHQ-
ture back to the city.

Returning characters will discover a political landscape 
WKDW� LV� DW� RQFH� IDPLOLDU� DQG� IRUHLJQ�� 7ULEHV� WKDW� VXIIHUHG�
heavy losses in the PCs’ assault are slaughtered by their 
ULYDOV��DQG�ZHDNHU�WULEHV�ULVH�WR�SRZHU��:LWK�WKLV�LQ�PLQG��
FRQVLGHU�WKH�IROORZLQJ�VWRU\�VHHGV�IRU�IXUWKHU�DGYHQWXUHV�LQ�
WKH�/RVW�&LW\�RI�WKH�3DUKRN�������

��'UHDPLQJ�&U\SWV�RI�WKH�3DUKRN��1RW�DOO�RI�WKH�IDEOHG�
enchanters were slain by the raging zain-kin. Some still 
VOXPEHU�LQ�KLGGHQ�FU\SWV�EHQHDWK�WKH�FLW\��0DVWHUV�RI�
XQPDWFKHG�HOGULWFK�PLJKW��DZDNHQLQJ��DQG�GHIHDWLQJ���

WKHVH�GZHRPHU�FUDIWHUV�LV�DQ�HSLF�WDVN�

��7KH�3URSKHW�RI�%DSKRWHW�.RU��Zain-kin lore has long 
KHOG�WKDW�D�SURSKHW�RI�%DSKRWHW�.RU�ZLOO�EH�ERUQ�DPRQJ�
their kind, and at long last the chosen one has emerged 
IURP�WKH�UDEEOH��XQLWLQJ�WKH�VTXDEEOLQJ�WULEHV�XQGHU�D�
single banner. Endowed with divine cunning and pow-
HUV�E\� WKH�0RWKHU�*RGGHVV�RI�0RQVWHUV�� WKLV�SURSKHW�
SUHVHQWV� D�GHDGO\� IRH� WR� H[SORUHUV�KRSLQJ� WR� ORRW� WKH�
city’s eldritch secrets.    

��9DXOW�RI�WKH�$UFKPDJHV��An immense treasure vault, 
ÀOOHG�WR�RYHUÁRZLQJ�ZLWK�PDJLFDO�UHOLFV��DZDLWV�WKH�UH-
WXUQ�RI� WKH� FLW\·V�PDVWHUV��/RRWLQJ� WKLV�YDXOW� UHTXLUHV�
GHIHDWLQJ� DQFLHQW�ZDUGV� DQG� GHYLRXV� WUDSV�� WKH� OLNHV�
the world has never seen.
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under and in the terms of the Open Game License.
OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. 

and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). 
All Rights Reserved.
���'H¿QLWLRQV���D�´&RQWULEXWRUV´�PHDQV�WKH�FRS\ULJKW�DQG�
or trademark owners who have contributed Open Game 
Content; (b)”Derivative Material” means copyrighted material 
including derivative works and translations (including into 
RWKHU�FRPSXWHU�ODQJXDJHV���SRWDWLRQ��PRGL¿FDWLRQ��FRUUHFWLRQ��
addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may 
be recast, transformed or adapted; (c) “Distribute” means 
to reproduce, license, rent, lease, sell, broadcast, publicly 
display, transmit or otherwise distribute; (d)”Open Game 
Content” means the game mechanic and includes the 
methods, procedures, processes and routines to the extent 
such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content 
FOHDUO\�LGHQWL¿HG�DV�2SHQ�*DPH�&RQWHQW�E\�WKH�&RQWULEXWRU��
and means any work covered by this License, including 
translations and derivative works under copyright law, but 
VSHFL¿FDOO\�H[FOXGHV�3URGXFW�,GHQWLW\���H��³3URGXFW�,GHQWLW\´�
means product and product line names, logos and identifying 
marks including trade dress; artifacts; creatures characters; 
stories, storylines, plots, thematic elements, dialogue, 
incidents, language, artwork, symbols, designs, depictions, 
likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representations; 
names and descriptions of characters, spells, enchantments, 
personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, 
equipment, magical or supernatural abilities or effects, logos, 
symbols, or graphic designs; and any other trademark or 

UHJLVWHUHG�WUDGHPDUN�FOHDUO\�LGHQWL¿HG�DV�3URGXFW�LGHQWLW\�
E\�WKH�RZQHU�RI�WKH�3URGXFW�,GHQWLW\��DQG�ZKLFK�VSHFL¿FDOO\�
excludes the Open Game Content; (f) “Trademark” means 
the logos, names, mark, sign, motto, designs that are 
used by a Contributor to identify itself or its products or the 
associated products contributed to the Open Game License 
by the Contributor (g) “Use”, “Used” or “Using” means to use, 
Distribute, copy, edit, format, modify, translate and otherwise 
create Derivative Material of Open Game Content. (h) “You” 
or “Your” means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open Game 
Content may only be Used under and in terms of this License. 
<RX�PXVW�DI¿[�VXFK�D�QRWLFH�WR�DQ\�2SHQ�*DPH�&RQWHQW�
that you Use. No terms may be added to or subtracted from 
this License except as described by the License itself. No 
other terms or conditions may be applied to any Open Game 
Content distributed using this License.
3.Offer and Acceptance: By Using the Open Game Content 
You indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing 
to use this License, the Contributors grant You a perpetual, 
worldwide, royalty-free, non-exclusive license with the exact 
terms of this License to Use, the Open Game Content.
5.Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation 
DQG�RU�<RX�KDYH�VXI¿FLHQW�ULJKWV�WR�JUDQW�WKH�ULJKWV�FRQYH\HG�
by this License.
6.Notice of License Copyright: You must update the 

COPYRIGHT NOTICE portion of this License to include the 
exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You 
must add the title, the copyright date, and the copyright 
holder’s name to the COPYRIGHT NOTICE of any original 
Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except 
as expressly licensed in another, independent Agreement 
with the owner of each element of that Product Identity. You 
agree not to indicate compatibility or co-adaptability with 
any Trademark or Registered Trademark in conjunction 
with a work containing Open Game Content except as 
expressly licensed in another, independent Agreement with 
the owner of such Trademark or Registered Trademark. The 
use of any Product Identity in Open Game Content does 
not constitute a challenge to the ownership of that Product 
Identity. The owner of any Product Identity used in Open 
Game Content shall retain all rights, title and interest in and 
to that Product Identity.
���,GHQWL¿FDWLRQ��,I�\RX�GLVWULEXWH�2SHQ�*DPH�&RQWHQW�<RX�
must clearly indicate which portions of the work that you are 
distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents 
may publish updated versions of this License. You may use 
any authorized version of this License to copy, modify and 
distribute any Open Game Content originally distributed 
under any version of this License.
10 Copy of this License: You MUST include a copy of this 
License with every copy of the Open Game Content You 

Distribute.
11. Use of Contributor Credits: You may not market or 
advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the 
Contributor to do so.
12 Inability to Comply: If it is impossible for You to comply 
with any of the terms of this License with respect to some or 
all of the Open Game Content due to statute, judicial order, 
or governmental regulation then You may not Use any Open 
Game Material so affected.
13 Termination: This License will terminate automatically if 
You fail to comply with all terms herein and fail to cure such 
breach within 30 days of becoming aware of the breach. All 
sublicenses shall survive the termination of this License.
14 Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the 
extent necessary to make it enforceable.
15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of 
the Coast, Inc.
System Rules Document Copyright 2000 Wizards of the 
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip 
Williams, based on original material by E. Gary Gygax and 
Dave Arneson.
DCC #82.5: Dragora’s Dungeon, copyright © 2014 Goodman 
Games, all rights reserved, visit www.goodman-games.com 
or contact info@goodman-games.com
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