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TO END THE RISING
The shores of Lake Selmar, and the village of Prallis, are normally 
WUDQTXLO ² H[FHSW GXULQJ WKH 5LVLQJ� (YHU\ ÀYH \HDUV� D KRVW RI
fearsome monsters emerges from the lake to lay waste to the 
village. The locals have endured this terror for decades, but now 
innocent travellers have been attacked. Can the party put an end 
to the Rising, forever?

Stop! The information that follows is for the eyes of the gamemaster 
only. Knowledge of the contents will only ruin your enjoyment of 
the game.

Background� )RU PLOOHQQLD� D SULPLWLYH NLQJGRP RI ÀVK�IRON �RI WKH
FDWÀVK YDULHW\³VHH QHZ PRQVWHUV� GRPLQDWHG /DNH 6HOPDU� 7KH\
built towns deep underwater, and hunted extensively along the 
shores. Humans discovered the lake nearly 600 years ago and the 
ÀUVW VHWWOHUV ZHUH KXQWHUV DQG WUDSSHUV ZKLFK WKH ÀVK IRON JHQHUDOO\
left alone, but the rich, loamy soils soon attracted homesteaders. 
These permanent settlers quickly cleared the forests and built 
KRPHV� VSXUULQJ WKH ÀUVW RI PDQ\ EDWWOHV ZLWK WKH ÀVK�IRON� ZKR
resented the intrusion. Although initially evenly matched, the 
humans learned to lure their enemies onto land, where they had 
DQ DGYDQWDJH� $IWHU D IHZ FUXVKLQJ GHIHDWV WKH ÀVK�IRON UHWUHDWHG
to their underwater homes, where they remained dormant for 
many years.

'XULQJ WKH ÀUVW GRUPDQF\ SHULRG� WKH YLOODJH RI 3UDOOLV ZDV IRXQGHG�
and more people moved into the area. Before long the village had 
grown into a town, and workers dug a canal to drain part of Lake 
Selmar to create more rich land for cultivation. Unfortunately, the 
canal was improperly surveyed, and instead of farmland the locals 
gained several square miles of swamp. This again disturbed the 
WKH ÀVK IRON� DQG WKH\ UHVXPHG WKHLU DWWDFNV� 7KH VLWXDWLRQ ORRNHG
dire for Prallis, until a charismatic cleric named Aldaris came to the 
town’s defence.

8QGHU $OGDULV·V OHDGHUVKLS WKH ÀVK�IRON ZHUH SXVKHG EDFN� $OWKRXJK
WKH ÀVK�IRON NLQJ ZDV GHIHDWHG� KH ZDV GHWHUPLQHG WR PDNH WKH
KXPDQV SD\ GHDUO\ IRU WKHLU YLFWRU\� 7KH FUHDWXUHV PRXQWHG D ÀQDO
counterattack, in which they destroyed much of the town and 
killed many people – including a young woman named Ilyara, 
$OGDULV·V ORYHU� (QUDJHG� $OGDULV SXUVXHG WKH VXUYLYLQJ ÀVK�IRON
to Tremiran’s Isle, where he discovered one of their outposts. He 
VODXJKWHUHG HYHU\ RSSRQHQW KH FRXOG ÀQG� DQG GHVWUR\HG WKH
aboveground temple. His anger sated, Aldaris’s injuries took their 
toll, and he made his way to a secluded clearing on the mainland 
where he died.

The townsfolk knew nothing of their hero’s fate, and for several 
\HDUV HQMR\HG SHDFH� %XW WKH ÀVK�IRON KDG QRW IRUJRWWHQ WKH
destruction Aldaris had caused. One night, many years later, they 
attacked the town. The townsfolk were completely unprepared. 
+XQGUHGV ZHUH NLOOHG DQG PDQ\ PRUH ÁHG� EXW HQRXJK VWRXW�
hearted people remained to rebuild Prallis as a village. 

7KH ÀVK�IRON VWDJHG PRUH DWWDFNV RYHU WKH IROORZLQJ \HDUV� ZKLFK
KDYH FRQWLQXHG WR WKH SUHVHQW GD\� $W ÀUVW WKH YLOODJHUV IRXJKW
back, but eventually they realised that, as they could not survive 
IRU ORQJ RQ ODQG� WKH ÀVK�IRON·V RQO\ YLDEOH WDFWLF ZDV WR WU\ DQG GULYH
the humans away by damaging the village. In the end it proved to 
be less dangerous for the humans to abandon their homes prior to 
the attacks, and rebuild after the danger passed. Over time, they 
IRUWLÀHG WKHLU GZHOOLQJV WR PLQLPLVH WKH GHVWUXFWLRQ� IRU LW VHHPV WKH
ÀVK�IRON FDQQRW PDLQWDLQ FRQWLQXRXV DWWDFNV�

7KH 5LVLQJ �DV WKH ÀVK�IRON DWWDFNV KDYH EHFRPH FDOOHG� LV QRZ D
manageable, albeit expensive and dangerous, occurrence. The 
people of Prallis have pleaded many times with the distant lord 
to send troops to resolve the problem for good, but the village 
is considered too remote to be worth the effort. The adventure 
begins on the eve of another Rising…

Notes for the Game Master:  This module is intended for use in any 
campaign. The encounters are designed to be challenging for a 
SDUW\ RI ��� FKDUDFWHUV RI OHYHOV � WR � �IRU D WRWDO SDUW\ OHYHO RI
������ $ EDODQFHG SDUW\� ZLWK ÀJKWHUV� D VSHOOFDVWHU� DQG DW OHDVW
RQH WKLHI� ZLOO SUREDEO\ HQFRXQWHU IHZHU GLIÀFXOWLHV�

This module can be inserted as a side adventure while the party 
is heading somewhere else, or as a quick mission in its own right. 
Place names, where given, may be changed to accommodate 
the GM’s campaign. Likewise, although the adventure is set on the 
shores of a lake, the GM may use any large body of water.

THE VILLAGE OF PRALLIS
For well over a century after its founding, Prallis was little more 
than a collection of farms, with an inn and smithy at a crossroads. 
Over time, more people trickled north and set up businesses to 
serve the slowly growing population. Prallis continued to expand 
XQWLO $OGDULV·V FRQÁLFW ZLWK WKH ÀVK�IRON� DIWHU ZKLFK WKH DTXDWLF
FUHDWXUHV ZUHDNHG FRQVLGHUDEOH KDYRF� +XQGUHGV ÁHG IRU VDIHU
ODQGV LQ WKH VRXWK DIWHU WKH ÀUVW DWWDFNV� DQG PRUH IROORZHG RQFH
it became clear that the danger had not passed. The decades 
since the Rising began have not been kind. Although Prallis has 
stabilised, at just under 500 people, it is still less than a third of its 
former size. 

7KH ÀUVW WKLQJ WKH 3&V ZLOO QRWLFH DERXW WKH YLOODJH LV WKDW LW DSSHDUV
to be abandoned – but not in a hasty manner. The streets are 
empty and silent. All of the doors are closed and locked, all of the 
windows are thickly shuttered, and anything one might expect to 
be sitting out in the open in a typical village – such as wagons, 
barrels, and crates of produce – has been put away. Most of the 
GRRUV KDYH WLQ\ VLOYHU WULGHQWV QDLOHG WR WKHP �WKH ORFDOV EHOLHYH
WKH\ SURYLGH VRPH SURWHFWLRQ DJDLQVW WKH ÀVK�IRON��

The next thing the PCs will notice is that all of the buildings – even 
the smallest shed – are heavily built, and often out of stone. 
Dwarves, or PCs with skills in engineering, will note that oversized 
bricks were used and the walls have been angled to reduce the 
risk of collapse. A closer inspection reveals that many wooden 
VWUXFWXUHV �GRRUV� VKXWWHUV� IHQFHV� VKRZ VLJQV RI KDYLQJ EHHQ
repaired. The PCs might also notice that the streets have been laid 
out in a rough grid pattern, so that it is possible to see from one 
end of the village to the other. Anyone with knowledge of military 
tactics will quickly realise that this has been done to improve the 
village’s defensibility.

The Stone Bridge Inn, a two-storey structure built of heavy stone 
blocks, is one of the largest buildings around, and, judging by the 
VPRNH FRPLQJ RXW RI LWV FKLPQH\V� VWLOO RFFXSLHG� ,W KDV D ÁDW URRI
that is ringed with a low parapet. The inn’s few windows have been 
boarded up, and a middle-aged man is inspecting the building. A 
taller, younger man wearing a sword stands by his side.

The older man notices the PCs, and greets them cautiously. He 
then asks what they are doing in Prallis, on the eve of the Rising. 
Once it becomes clear that the party are not locals and have no 
intention of looting the village, the man, named Gallos, will relax 
somewhat and introduce himself and his eldest son, Jurandis. 
Gallos will then explain the phenomenon of the Rising, and suggest 
WR WKH 3&V WKDW WKH\ ZDLW LW RXW DW WKH LQQ� ZKLFK LV WKH PRVW IRUWLÀHG
building in Prallis. 

If the PCs hesitate, Gallos will add that they can stay for free, so 
long as they help defend the inn, should it be attacked. If the PCs 
ask Gallos why he hasn’t left, he explains that his inn is his livelihood, 
and someone needs to remain behind in case travellers get 
caught up in the Rising.

Gallos, level 3 Fighter� �$& �� 09 �� IW�� +' �� +3 ��� �$7 �� 'PJ
��� ��� $/ 1*� $OWKRXJK QR ORQJHU LQ KLV SULPH �DJH �� ² ZLWK D
OLPS WKDW UHGXFHV KLV PRYHPHQW�� *DOORV LV PRUH WKDQ FDSDEOH
of defending himself. His nicked short sword +1 has seen a lot of 
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action as has his chainmail. His friendly politeness masks deep 
sadness over the loss of his wife in the last Rising. He carries the key 
to his strongbox at all times.

Jurandis, level 1 Fighter� �$& �� 09 ��� IW�� +' �� +3 �� �$7 �� 'PJ
��� ��� $/ 1*� -XUDQGLV �DJH ��� LV D VWURQJ� VHULRXV \RXQJ PDQ
whom Gallos has well-trained. He wants to turn the Stone Bridge 
Inn into a wealthy business. He wears leather armor and is armed 
ZLWK D VKRUW VZRUG� +LV KDWUHG RI WKH ÀVK�IRON UXQV GHHS�

If the PCs agree to stay, Gallos and his son will stable their mounts 
�LI WKH\ KDYH DQ\�� DQG LQWURGXFH WKHP WR WKH UHVW RI WKH IDPLO\�

Ellaros, normal boy� �$& �� 09 ��� IW�� +3 �� �$7 �� 'PJ ���� $/
1*� (OODURV �DJH ��� LV YHU\ GH[WURXV� WDONDWLYH DQG FKHHUIXO� +H
loves to hunt, and dreams of travel. He is a competent shot with his 
shortbow and 40 arrows.

Maras, normal boy� �$& ��� 09 ��� IW�� +3 �� �$7 �� 'PJ ���� $/
/*�� 0DUDV �DJH ��� LV YHU\ WLPLG� DQG NHHSV WR KLPVHOI� +H LV VWLOO
traumatised over the death of his mother. He carries a dagger for 
KLV RZQ SURWHFWLRQ� EXW LV RI OLWWOH XVH LQ D ÀJKW ��� WR KLW��

THE RISING 
Sometime after the PCs enter the inn, or while they are talking to 
Gallos, everyone hears the sound of something being smashed, 
followed by a faint scream. Gallos and his sons grab their weapons 
and jump to their feet, and one of the sons runs up to the roof. 
Seconds later, he comes back to report that a covered wagon 
has just entered the village, and is being attacked. Gallos looks 
concerned, and if asked, explains that the people in the wagon 
PXVW EH IURP RXW RI WRZQ� DOO RI WKH ORFDOV KDYH OHIW�

It is probable that the PCs will need no prompting to get out there 
and attempt a rescue, but if necessary the GM can have Gallos 
or one of his sons mention that the wagon’s passengers would 
be much safer if they could get to the inn. If the PCs need extra 
muscle, Jurandis will volunteer to accompany them. 

The stricken wagon is stopped in front of the village temple, just 
down the road from the inn, surrounded by a small mob of scaly 
creatures. Some are stabbing the panicking horses with spears, 
while others are trying to climb the wagon. Two men, armed with 
VZRUGV� DUH VWDQGLQJ RQ WRS RI WKH ZDJRQ� WU\LQJ WR ÀJKW RII WKHLU
attackers. One of buildings between the inn and the temple has 
been broken into, and sounds of smashing crockery and other 
destruction can be heard.

7KH ÀVK�IRON DUH QRW H[SHFWLQJ D FRXQWHU�DWWDFN� ,I WKH 3&V XVH
magic or missile attacks, they can gain the element of surprise 
�WKH *0 VKRXOG UROO IRU VXUSULVH� ZLWK D �� ERQXV�� ,I WKH ÀVK�IRON DUH
caught off guard, the wagon’s defenders will gain a morale boost 
��� WR WKHLU DWWDFNV IRU WKH UHVW RI WKH HQFRXQWHU��

In total, �� ÀVK�IRON �FRPEDW VWDWLVWLFV EHORZ� DUH DWWDFNLQJ WKH
wagon, which has two guards and three passengers:

Lady Zinara �$& �� KS �� $/ 1*�� D PLGGOH�DJHG ZRPDQ HQ
route to a city in the west for “health reasons”.

Lady Mirinasi �$& �� KS �� $/ /*�� /DG\ =LQDUD·V ��� \HDU�ROG
niece.

Garidis �/HYHO � WKLHI� $& �� KS �� $/ 1(�� D VWRXW� SLPSO\�IDFHG
man claiming to be a gem merchant. He is actually on 
the run from the authorities in the south – there is a 100 gp 
reward for his capture. He carries a dagger +1. He will only 
ÀJKW LQ VHOI�GHIHQFH�

Denarian �/HYHO � ÀJKWHU� $& �� KS �� $/ 1*�� D \RXQJ PDQ�DW�
arms between jobs. He is currently defending the wagon.

Zilidos �/HYHO � ÀJKWHU� $& �� KS �� $/ 1*�� WKH ZDJRQ GULYHU�
DOVR ÀJKWLQJ RII WKH ÀVK�IRON�

)LVK�IRON ����� $& �� +' ���� KS � HDFK� 09 �� IW�� �$7 � VSHDU RU
WULGHQW� 'PJ �G�� $/ &(� 7KHVH ÀVK�IRON KDYH DOUHDG\ ORRWHG DQ�
DQG FDUU\ D WRWDO RI �� JS� �� VS� DQG ��� FS RQ WKHLU SHUVRQV� 2QH
RI WKHP LV DOVR ZHDULQJ D SHDUO QHFNODFH �ZRUWK �� JS��

(DFK URXQG� WKH ÀVK�IRON PRE FDQ PDNH XS WR WHQ DWWDFNV DJDLQVW
the wagon. Half are directed at the men on the roof of the wagon 
�SHQDOLVHG D �� GXH WR WKH KHLJKW GLIIHUHQFH�� WKUHH DJDLQVW WKH
ZDJRQ �WUHDW DV LI $& �� KS ���� DQG WZR DJDLQVW WKH KRUVHV� 7KH
KRUVHV DUH WHUULÀHG DQG ZLOO ÀJKW LQ VHOI�GHIHQFH�

MAP OF PRALLIS
ONE SQUARE EQUALS 20 FEET
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1. The Stone Bridge Inn
2. The Church
3. Main Market
4. Fish Market
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ZLOO GR VR� 7KH VLHJHZLOO FRQWLQXH XQWLO WKH ÀVK�IRON DEGXFW VRPHRQH�
or more than 30 of them are killed. In either case they will pull back, 
with most running off to ransack other buildings.

THE STONE BRIDGE INN

GM Note: A trapdoor and folding ladder in the ceiling of the 
VHFRQG ÁRRU KDOOZD\ OHDGV XS WR D VPDOO� RQH�URRP FDELQ RQ WRS
of the roof.

6+('� 7ZR ��ZKHHOHG FDUWV �WUHDW DV LI $& �� ��� KS� DUH KHUH�
as well as 60 2x4s, two ten-pound bags of nails, ten large 
burlap sacks, four barrels, and an assortment of carpentry 
WRROV �KDPPHUV� VDZV� D SOXPE OLQH� HWF�� 7ZR SHRSOH� ZLWK D
combined Strength of 20 or more, can move a cart. If placed 
on their sides, the carts could be used to barricade the front 
door from the outside.

67$%/(� 2QH GUDIW KRUVH �XVH WKH VWDWV JLYHQ LQ WKH 5LVLQJ VHFWLRQ�
DERYH�� EHORQJLQJ WR *DOORV� LV FXUUHQWO\ VWDEOHG KHUH� 7KHUH LV
space for several other mounts. The loft above holds a large 
quantity of hay, and several sacks of feed.

<$5'� 7KLV RSHQ VSDFH LV VHW DVLGH IRU WUDIÀF� ZKLFK JRHV RQWR WKH
street to the north by passing through a short tunnel under the 
VHFRQG ÁRRU� 7KHUH LV D YHJHWDEOH JDUGHQ QH[W WR WKH VKHG�
and two large barrels connected to lead pipes hold waste 
IURP WKH JDUGHUREHV RQ WKH VHFRQG ÁRRU�

�� &20021 5220� $ ODUJH ÀUHSODFH GRPLQDWHV WKH QRUWK HQG RI
this room, while a bar stretches across the southern end. In the 
middle are a number of sturdy, weather-beaten tables, each 
of which is large enough to seat six. A stairway leads up to the 
VHFRQG ÁRRU�

�� .,7&+(1� $ PDVVLYH ÀUHSODFH WDNHV XS PXFK RI WKH HDVWHUQ
wall, while a stone counter runs along the south. A washbasin, 
connected to a pump, is in the northeastern corner.

3. PANTRY: This walk-in pantry contains shelves laden with crockery,
utensils, preserves, and smoked meat. A 50-pound sack of 
SRWDWRHV DQG IRXU ���SRXQG VDFNV RI ÁRXU UHVW LQ RQH FRUQHU�

4. GUEST ROOM: Each of these rooms contains at least two simple
EHGV� D ZDVK EDVLQ� DQG �LI WKHUH LV QR ÀUHSODFH� D EUD]LHU IRU
chilly nights. Larger rooms also have a table.

5. GARDEROBE: A wooden garderobe sits in the corner. A lead
pipe carries the waste down into a barrel sitting in the yard. In
the opposite corner is a large wooden tub, which can be used
for baths.

6. SONS’ BEDROOM: Gallos’s sons sleep in this room. Their meagre
personal effects are kept in two plain wooden chests under 
their beds.

�� *$//26·6 $3$570(17� :KHQ KH LV QRW EXV\ ORRNLQJ DIWHU KLV
inn, Gallos spends his time here. His personal garderobe 
�FRQQHFWHG WR D EDUUHO LQ WKH \DUG� LV LQ RQH FRUQHU� DQG KH KDV
SODFHG D PDJQLÀFHQW PDKRJDQ\ WDEOH DQG FKDLUV �´OLEHUDWHGµ
IURP WKH PDG ORUG·V PDQRU E\ KLV DQFHVWRU� LQ DQ DOFRYH ZKHUH
he and his sons sometimes take their meals. The other half of 
the apartment is taken up by his bed and a worktable, where 
KH NHHSV WUDFN RI ÀQDQFHV DQG RWKHU GHWDLOV� *DOORV·V NHHSV
his money in a reinforced strongbox under his bed. The lock is 
FRPSOLFDWHG ����� WR 2/ UROOV�� DQG WKH VWURQJER[ FRQWDLQV ��
pp, 220 gp, 428 sp, 659 cp, a potion of healing, and a promissory 
QRWH �IRU ��� JS� IURP D ZHDOWK\ VRXWKHUQ PHUFKDQW ZKR VWD\V
at the inn frequently.

AFTERMATH
(YHQWXDOO\ WKH VRXQGV RI GHVWUXFWLRQ IDGH� ,I WKH ÀVK�IRON KDYH
EHHQ XQVXFFHVVIXO LQ WKHLU DWWDFN� *DOORV �RU RQH RI KLV VRQV� LQVLVWV
that everyone remain inside for at least half an hour. Prallis has 
been damaged, but remains standing. Most of the buildings have 
been vandalised, and any animals foolishly left behind have been 
slaughtered. Broken furniture, shredded clothing, and food are 
strewn about. If the wagon was left behind, it has been smashed 
WR SLHFHV� DV KDYH /DG\ =LQDUD·V WUXQNV ZHUH WKH\ OHIW EHKLQG KDV
well. Her possessions cover half the street. If he is still alive, Garidis 
will sneak over to the wreckage in the hopes of stealing something 
valuable. If spotted and challenged, he will hastily explain that he 
was just seeing if anything could be salvaged. If he gets away with 
LW� KH ZLOO SRFNHW WZR RI /DG\ =LQDUD·V JROG ULQJV �WKH RQO\ YDOXDEOHV
OHIW EHKLQG�� ZRUWK ��� JS HDFK�

7KH 3&V FDQ ÀQG WUDFNV DOO RYHU 3UDOOLV� KHDGLQJ WRZDUGV /DNH
6HOPDU� *DOORV ZLOO FRQÀUP WKDW� ZKLOH HYHU\RQH NQRZV WKH ÀVK�
folk return to the lake, no one knows where exactly they live. He 
VXVSHFWV� EDVHG RQ WKH WDOH RI $OGDULV� WKDW WKH ÀVK�IRON FRQJUHJDWH
somewhere on land, as there is no record of Aldaris being able to 
breathe underwater. 

If Gallos’s youngest son was abducted, Gallos and Denarian and 
-XUDQGLV �SURYLGHG WKH\ VXUYLYHG� DVN WKH 3&V WR KHOS WKHP JHW
him back, offering to them their assistance for only a half-share of 
DQ\ WUHDVXUH IRXQG� ,I /DG\ 0LULQDVL ZDV DEGXFWHG� /DG\ =LQDUD ZLOO
offer up to 250 gp for her niece’s rescue, but it will not make the 
initial offer, waiting to see if the PCs are willing to do so for free.

If Gallos’s youngest son was not abducted, Denarian, and Jurandis 
will offer to assist in rescuing Lady Mirinasi if she was abducted, but 
will insist on a share of any treasure found.

7KH ÀUVW YLOODJHUV EHJLQ WR UHWXUQ LQ WKH DIWHUQRRQ� DQG ZLOO FRQWLQXH
to trickle in over the next day.

EXPLORING LAKE SELMAR AND ENVIRONS
,I WKH 3&V GHFLGH WR JR DIWHU WKH ÀVK�IRON� *DOORV NQRZV PDQ\ VLWHV
of interest around Lake Selmar that would be logical places to 
investigate and will share as much as he knows about their histories 
�WKH *0 FDQ SDUDSKUDVH WKH LQIRUPDWLRQ SURYLGHG EHORZ�� +H ZLOO
RIIHU IUHVK SURYLVLRQV� DQG ZLOO HQVXUH WKH SDUW\·V PRXQWV �LI WKH\
VXUYLYHG� DUH ORRNHG DIWHU LI DVNHG�

,I RQHRI WKH 3&V LV JUDYHO\ LQMXUHG�*DOORVZLOO �ZLWK VRPH UHOXFWDQFH�
give the character his potion of healing, one of his few souvenirs 
from his adventuring days. Gallos will not mention that the potion 
is a memento, as he would consider that rude, but if asked he will 
PHQWLRQ LWV RULJLQ� ,I WKH 3&V UHSD\ *DOORV IRU KLV VDFULÀFH� WKH *0
may consider awarding bonus experience points.

1
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:KLOH WKH SDUW\ LV H[SORULQJ� WKH *0 VKRXOG FRQVXOW WKH IROORZLQJ
table once every four hours during the day, and once during the 
night at mid-night.

/DNH 6HOPDU 5DQGRP (QFRXQWHU 7DEOH� :KLOH WKH SDUW\ LV H[SORULQJ�
WKH *0 VKRXOG FRQVXOW WKH IROORZLQJ WDEOH ��G��� RQFH HYHU\ IRXU
hours during the day, and once during the night. Lake Selmar is a 
UDWKHU PXUN\ ODNH³RQO\ WKH WRS WKUHH IHHW RI ZDWHU LV WUDQVOXFHQW
enough to see what lurks beneath.

1-5 - 1-4 Deer �$& �� +' �� KS � HDFK� 09 ��� IW�� �$7 �� 'PJ ����
1�� 7KH GHHU LQ WKH UHJLRQ DUH VNLWWLVK� GXH WR WKH DFWLYLWLHV RI
WKH JULIIRQ� 8QOHVV D IDZQ LV SUHVHQW ��� FKDQFH�� WKH GHHU
will always avoid the PCs. 

6 - 1-6 Wild Boars �$& �� +' ���� KS �� HDFK� 09 ��� IW�� �$7 ��
'PJ ����� $/ 1�� 7KHVH VKRUW�WHPSHUHG DQLPDOV DUH HYHQ
more on edge due to the presence of the griffon, and as a 
result are more likely to attack if surprised or approached.

� � Wolverine �$& �� +' �� KS ��� 09 ��� IW�� �$7 �� 'PJ ����
���� ���� $/ 1�� :ROYHULQHV DUH XQFRPPRQ SUHGDWRUV LQ WKH
region, but they are stealthy enough to have escaped the 
griffon’s notice. If encountered, there is a 50% chance the 
wolverine is eating a kill, which it may defend. They are 
exceptionally ferocious, and have been known to attack 
creatures much larger than themselves.

8 - 1-3 Giant Weasels �$& �� +' ���� KS �� HDFK� 09 ��� IW�� �$7
� ELWH� 'PJ ����� $/ 1�� 7KH ZHDVHOV DUH OLYLQJ FRPIRUWDEO\
off the griffon’s scraps, but will attack the PCs if they pass 
a morale check. There is a 15% chance that the weasels’ 
lair is nearby, inhabited by 2d2 additional weasels, as well 
DV �G� \RXQJ �ZKR ZLOO QRW ÀJKW�� 7KH *0 VKRXOG GHWHUPLQH
whether there is any treasure.

9 - 1-4 Goblin Hunters �$& �� +' ���� KS � HDFK� 09 �� IW�� �$7 �
ZHDSRQ� 'PJ ���� $/ /(�� 7KHVH JREOLQV DUH SDUW RI WKH FODQ
WKDW OLYHV LQ WKH UXLQHG PDQRU �VHH EHORZ�� 7KH\ DUH DUPHG
with spears, and will try to avoid the party if possible. There 
is a 30% chance they will be carrying a brace of freshly-
caught rabbits or skunks.

10 - 1-4 )LVK�IRON �$& �� +' ���� KS � HDFK� 09 �� IW�� �$7 �
VSHDU� 'PJ ���� $/ &(�� 7KHVH ÀVK�IRON DUH IRUDJLQJ QHDU WKH
lakeshore, but will attack the PCs. Their only valuables are 
simple stone and bone jewellery. This encounter happens 
only within one mile of Lake Selmar. Re-roll otherwise.

11 - Griffon �6= /� $& �� +' �� KS ��� 09 ��� IW�� ��� IW� Á\LQJ�
�$7 �� 'PJ ���� ���� ����� $/ 1�� 7KH JULIIRQ PRYHG LQWR WKH
area recently, and quickly became the top predator. It is 
out hunting, and will not hesitate to attack an injured or 
slow-moving party. The griffon is only encountered during 
the day. Re-roll at night.

12 - Hethion, normal man �$& �� KS �� 09 ��� IW�� 'PJ �� $/
1*�� +HWKLRQ LV ZHDULQJ UDJJHG FORWKLQJ� +H LV WUHPEOLQJ
and out of breath, and as soon as he sees the party he 
rushes up to them, babbling madly. The man, a baker, left 
3UDOOLV ODWH� DQG ZDV DWWDFNHG E\ WKH ÀVK�IRON� +H KDV EHHQ
running about aimlessly since then. He will ask whether the 
Rising has ended and if so, to be escorted back to inspect 
his bakery. Hethion will be extremely grateful if the PCs 
help him out, and will give each party member a loaf of 
ZD\EUHDG �NHHSV DOPRVW LQGHÀQLWHO\� IHHGV RQH SHUVRQ IRU
WKUHH GD\V� DV SD\PHQW�

THE SILENT CLEARING
This is a circular, mossy clearing measuring approximately 90 feet 
across. In the middle of the clearing is a cairn made of large, mossy 
stones. All sounds are muted around the fringes of the clearing, but 
everything is silent inside it. The people of Prallis know about the 
clearing and its strange properties, but have no idea what caused 
it. Gallos suspects that someone important is buried beneath the 
FDLUQ� DQG RQFH ZHQW WKHUH LQWHQGLQJ WR GLJ LQWR LW� EXW ÁHG KRPH
because of a strong feeling that he was being watched.

This clearing is where Aldaris died of his injuries, after he avenged his 
lover’s death. His grief was so strong, and his cause was so sincere, 
WKDW KLV JRG WRRN SLW\ RQ KLP DQG VDQFWLÀHG WKH FOHDULQJ� ZKLFK
made it silent. Now, no noise disturbs Aldaris’s rest. His remains lay 
exposed for many years before a passing druid built a simple cairn 
to cover them. 

If the PCs investigate the clearing without disturbing the cairn, 
Aldaris’s shade will appear after two turns. The DM can read or 
paraphrase the following:

$ JKRVWO\ ÀJXUH RI D \RXQJPDQ LQ EDWWHUHG FKDLQ PDLO PDWHULDOLVHV
DERYH WKH SLOH RI VWRQHV� +H UDLVHV D ÁLFNHULQJ WULGHQW RYHU KLV KHDG
DQG VZHHSV LW VORZO\ LQ IURQW RI \RX� $ FKLOO UXQV GRZQ \RXU VSLQHV DV
KH GRHV VR� +H WKHQ SRLQWV WRZDUGV WKH ODNH� DQGPDNHV D VWDEELQJ
PRWLRQ� +H WKHQ WXUQV WR ORRN DW \RX DJDLQ� ZLWK DQ H[SHFWDQW ORRN
LQ KLV H\HV�

Aldaris will wait for the PCs to indicate that they understand his 
FDOO WR DUPV DJDLQVW WKH ÀVK�IRON� ,I WKH 3&V VKRZ GLVUHVSHFW� RU
do nothing, Aldaris’s ghost will fade away. If they show that they 
understand, the ghost will bow his head and point his trident down 
to the cairn before vanishing.

Deep within the cairn is a small chamber containing a mossy 
skeleton in rusted armor, gripping a tarnished silver trident. Hung 
around the skeleton’s neck is a thin gold chain attached to half 
RI D FLUFXODU DPXOHW �WKH RWKHU KDOI ZDV RZQHG E\ KLV ORYHU� ZKRVH
UHPDLQV DUH LQ WKH ÀVK�IRON ODLU�� 7KH ZHDSRQ LV 7KH Trident of Aldaris, 
and if wielded by a lawful character functions as a trident +1, +4 
vs. aquatic races. It acts as a trident +1 for neutral characters, and 
as a mundane trident for chaotic wielders. If the party retrieves the 
trident with the blessing of Aldaris, the GM may consider bestowing 
200 additional experience points to the group.

THE MAD LORD’S MANOR
About 150 years ago Lord Brenas, a direct ancestor of the current 
lord, visited Lake Selmar and fell in love with the landscape. He 
cleared several acres of prime land by the shore and had a manor 
built. The project seemed doomed from the beginning: Supplies 
went missing, and the local workers fell mysteriously ill, prompting 
many to desert. Lord Brenas thought his problems were due to 
laziness on the part of his workers, and he replaced them with men 
from the south. But the problems continued, and the combined toll 
of continued delays, mounting expenses, and persistent rumours 
of a curse drove him insane. Lord Brenas’s son quietly assumed 
control of the dominion, and abandoned the estate.

7R WKLV GD\� WKH UXLQHG� SDUWO\�ÀQLVKHG PDQRU DQG LWV HVWDWH DUH
thought to be cursed. Gallos knows little about the place, and if 
the PCs show interest in going there he will try to discourage them 
by mentioning that many people who have gone there over 
WKH \HDUV KDYH GLVDSSHDUHG� ,Q WUXWK� WKHUH LV QR FXUVH� WKH ÀVK�
folk sabotaged the construction of the manor, and poisoned the 
workers’ drinking water, in order to drive them away. In recent 
years, a goblin clan moved into the ruins. They skirmished with the 
ÀVK�IRON� EXW WKH UHFHQW DUULYDO RI D JULIIRQ KDV PDGH WKLQJV GLIÀFXOW�

The trail that once led to the manor winds through a dark forest, 
DQG LV QRZ KHDYLO\ RYHUJURZQ� PDNLQJ LW GLIÀFXOW WR ORFDWH� 0RVW
of the animals in the region are aware of the griffon, and larger 
DQLPDOV �VXFK DV EHDUV DQG ZROYHV� KDYH ÁHG IRU OHVV GDQJHURXV
locales. Observant PCs may notice this.

The estate is square-shaped, and measures 500 feet on a side. It 
is surrounded by a chest-high stone wall which has collapsed in 
many places. The once-manicured lawn is now heavily overgrown, 
with trees lining the wall.

The manor house, which is situated in the exact centre of the 
property, is a two-storey red brick building with a columned, two-
OHYHO SRUFK� 7KHZLQGRZV RQ WKH JURXQG ÁRRU DSSHDU WR KDYH EHHQ
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ERDUGHG XS IURP WKH LQVLGH� DV KDYH D FRXSOH RQ WKH VHFRQG ÁRRU�
Smoke comes out of one of the two chimneys. Roughly 20 feet 
from the entrance, the goblins have planted a line of ten stakes, six 
RI ZKLFK KDYH ÀVK�IRON KHDGV VWXFN RQ WKHP� 7KH WZR JURXSV FODVK
whenever they meet.

Although it is likely that the party will interact with the goblins in 
the usual hostile manner, if they have been observant they might 
JDLQ VRPH XQOLNHO\ DOOLHV IRU WKHLU LQHYLWDEOH FRQÁLFW ZLWK WKH ÀVK�
IRON� 7KH 3&V PD\ EH DZDUH RI WKH JULIIRQ �YLD VFRXWLQJ WKH DUHD RU
QRWLFLQJ WUDFNV� ² RU DW OHDVW VXVSHFW WKDW WKHUH LV VRPHWKLQJ LQ WKH
manor that frightens the goblins given the nature of their internal 
GHIHQVHV� /LNHZLVH� WKH VWDNHG ÀVK�IRON KHDGV PLJKW OHDG WKHP WR
conclude that the goblins are also opposed to them. All this can 
EH FRQÀUPHG LI WKH 3&V LQWHUURJDWH DQ\ JREOLQ�

Provided they have not already killed too many goblins, the PCs 
PLJKW EH DEOH WR FRQYLQFH WKHP WR MRLQ ZLWK WKHP DJDLQVW WKH ÀVK�
folk. The chieftain is willing to hear the PCs out if an attempt is made 
to parlay, but will only agree to an alliance if they kill the griffon as 
a show of good faith. If the party agrees, they will have free run of 
the goblin-controlled parts of the manor, but they will be expected 
to kill the beast promptly. If they succeed, the chieftain will honour 
WKH GHDO E\ VHQGLQJ ÀYH RI KLV ZDUULRUV EDFN WR 3UDOOLV ZLWK WKH 3&V
�WKH *0 VKRXOG SLFN IURP WKH JREOLQV OLVWHG DERYH�� 7KHVH JREOLQV
will accompany the PCs for the remainder of the adventure, and 
will follow simple orders that do not endanger their lives needlessly. 
At the end of the adventure, surviving goblins will expect a full 
share of any treasure found.

The GM should note that, although the people of Prallis have never 
really had problems with the goblins, they will be disliked based on 
their race’s reputation. Reaction rolls should be penalised by -30% 
as long as the goblins are around.

�� +$//� $OO RI WKH GRRUV LQ WKLV KDOOZD\ DUH FORVHG� DQG WKH WLOHG ÁRRU
is covered with debris. A close examination will reveal several 
sets of footprints going to and from all of the doors. During the 
day the PCs will hear nothing from this room, but during the 
QLJKW PXIÁHG FRQYHUVDWLRQ FDQ EH KHDUG IURP KHUH DV ZHOO DV
from AREA 2. A side passage contains a staircase leading up to 
WKH VHFRQG ÁRRU�

Two goblin guards are stationed here at all times. During the 
day they stay inside and quiet to avoid the griffon and the 
sunlight, but at night they are more talkative and venture out 
upon the porch upon occasion. They will shoot at any intruders, 
but if forced into the manor they will switch to swords and shout 
DQ DODUP� ZKLFK ZLOO VXPPRQ DOO WKH JREOLQV LQ ��� WKH IROORZLQJ
round.

Goblins ���� �6=� 6� $& �� 09 �� IW�� +' ���� +3 �� �� �$7 �� 'PJ
��� �VKRUW VZRUG� RU ��� �VKRUW ERZ�� $/ /(�� 3RVVHVVLRQV �HDFK��
Short sword, short bow, 20 arrows sling stones, 3 gp and 14 sp.

�� '5$:,1* 5220� 7KH FR]\ IXUQLWXUH DQG WDVWHIXO DUWZRUN WKDW
once decorated this room are long gone. In their place is a 
collection of sleeping pallets. Fifteen goblins live here, nine of 
ZKRP ZLOO ÀJKW LQWUXGHUV� 7KH RWKHU VL[ DUH ZKHOSV �� KS HDFK��
who will try to escape if attacked.

Goblins ���� �6=� 6� $& �� 09 �� IW�� +3 �� �� � �[��� �� � �[��� �$7
�� 'PJ ��� �VKRUW VZRUG� RU ��� �VSHDU�� $/ /(�� 7KHVH JREOLQV DUH
armed with short swords or spears. In total, they have 16 gp, 59 
sp, and 103 cp.

3. DINING ROOM: The ornate table and chairs that once graced
WKLV URRP DUH QRZ DW WKH 6WRQH %ULGJH ,QQ �WDNHQ E\ *DOORV·V
DQFHVWRU�� 1RZ� WKH URRP LV XVHG DV D JDUEDJH GXPS� 7KH
refuse is waist-high around the edges of the room, but if the 
3&V VHDUFK WKH\ FDQ ÀQG D GDJJHU ��� DQ LQWDFW� EXW ÀOWK\� JUH\
FORDN �DFWXDOO\ D FORDN RI HOYHQNLQG�� DQG D VPDOO DPRXQW RI
FRLQV ��� VS DQG ��� FS��

The trash nearly conceals a door leading into the griffon’s 
ODLU �$5($ ��� &OHDULQJ D SDVVDJH WKURXJK WKH JDUEDJH WDNHV
two turns, and the noise has a 95% chance of alerting all of 
the goblins in the manor. The door itself has been nailed shut, 
requiring a combined STR of 20 to open. Forcing this door open 
alerts all the goblins in the manor, as well as the griffon. 

4. KITCHEN: This room is relatively clean, and, as evidenced by still-
warm ashes in the hearth and dried herbs hanging from the 
ceiling, still in use. A large stone counter runs along one wall, 
and there is a narrow wooden pantry door in the northwest 
corner. In front of the door is a straw mattress. A back door 
�XQORFNHG� OHDGV RXWVLGH�

The pantry door is locked, but the mechanism is simple to open 
�WKLHYHV RYHQ WKH ORFNV DV LI WKH\ ZHUH WKUHH OHYHOV KLJKHU LQ
H[SHULHQFH�� ,I RSHQHG� WKH SDQWU\ FRQWDLQV GULHG PHDW DQG
MDUV RI SLFNOHG YHJHWDEOHV �IRU OHDQ \HDUV�� 7KH JREOLQ FRRN OLYHV
here, and has the key to the pantry. He is a coward, and will 
do anything to avoid being hurt. If pressed, he can tell the PCs 
DERXW WKH JULIIRQ DQG WKH FODQ·V SUREOHPV ZLWK WKH ÀVK�IRON�

Goblin Cook� �$& �� +' ���� KS �� 09 �� IW�� �$7 1RQH� 'PJ ��
$/ /(�

5. LIVING QUARTERS: This room was intended to house the manor’s
servants, but is now occupied by two families of goblins. Filthy 
straw pallets line the walls, and a rusted cooking pot hangs in 
WKH ÀUHSODFH� 2I WKH QLQH RFFXSDQWV� ÀYH ZLOO ÀJKW LQWUXGHUV� 7KH
remaining four are whelps with one hit point each, and will try 
to run away if attacked.

Goblins ���� �6=� 6� $& �� 09 �� IW�� +3 �� �� � �[��� �� � �[��� �$7 ��
'PJ ��� �VSHDU�� $/ /(�� 7KHVH JREOLQV DUH DUPHG ZLWK VSHDUV� ,Q
total, the goblins have 4 gp, 35 sp, and 53 cp.

+LGGHQ LQ RQH RI WKH SDOOHWV LV D SODLQ JROG ULQJ �ZRUWK �� JS��
There is a 50% chance that two of the goblins here will be 
stationed on the balcony during the night. The cooking pot 
FRQWDLQV D JUHDV\ ZLOG ERDU VWHZ �QRXULVKLQJ� EXW XQDSSHWLVLQJ��

6. LIBRARY: This room was once the library, but decades of neglect
have taken their toll on this part of the manor, and the ceiling 
caved in many years ago. A griffon recently moved into this 
chamber, forcing the goblins to barricade the doors on both 
levels in order to protect their lair. The griffon is able to hunt well 
enough in the surrounding forest that it ignores its neighbours.

Griffon� �6=� /� $& �� +' �� KS ��� 09 ��� IW�� ��� IW� Á\LQJ� �$7 ��
'PJ ���� ���� ����� $/ 1�

The griffon has made a comfortable nest out of old books and 
FKHZHG�XS VKHOYHV� 'XULQJ WKH GD\ WKHUH LV D ��� FKDQFH
that the griffon is away hunting, but at night it is home 80% of 
the time. If it is present, and the PCs have forced their way in 
through either of the doors, it cannot be surprised. Embedded 
in the nest are the following items: A battered iron strongbox 
ZLWK D UXVW\ ORFN FRQWDLQLQJ ��� JS DQG ��� VS� D ZHOO�FXW
DTXDPDULQH ZRUWK ��� JS� DQG D UROOHG WDSHVWU\ ZUDSSHG LQ
D EXUODS VDFN� ZKLFK GHSLFWV D UR\DO KXQW LQ EULOOLDQW FRORUV ���
feet long if unrolled, weighs 20 lbs., worth 350 gp – double that 
WR D FROOHFWRU��

�� 5227 &(//$5� $ ÁLJKW RI VWHHS VWRQH VWHSV OHDGV GRZQ WR DPRVV�
covered door. Any food has long since rotted away, and the 
JREOLQV EURNH XS WKH VKHOYLQJ IRU ÀUHZRRG VRRQ DIWHU PRYLQJ
in. Now, this chamber serves as the clan’s latrine. The odor is so 
intense that any non-goblinoid entering it must save vs. Death 
Ray or become nauseated for one round.

8. BALCONY: Lord Brenas had wanted a luxurious balcony where
he could while away the summer evenings. Construction never 
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progressed beyond the basics, and now the goblins use this 
rough room as an observation post. There is a 50% chance that 
two of the goblins from AREA 5 will be here, armed with short 
bows. They will also shoot at any intruders they see.

9. SITTING ROOM: The windows in this room are not boarded up.
This room was intended to be the sitting room. Any furniture that 
ZDV KHUH KDV ORQJ VLQFH EHHQ EURNHQ XS IRU ÀUHZRRG� ,I WKH
goblin clan continues to grow, this room will likely be occupied. 
There is nothing of interest here.

10. BEDROOM: This room would have been a guest bedroom, but
it was never furnished. It is unoccupied. A tasteful white marble
ÀUHSODFH LV WKH RQO\ WKLQJ RI LQWHUHVW KHUH�

,I WKH 3&V H[DPLQH WKH ÀUHSODFH� D VXFFHVVIXO GHWHFW VHFUHW
doors roll will reveal the faint outline of a small doorway at 
the back. If opened, this door leads to the chieftain’s room 
�$5($���� 7KH JREOLQV DUH DZDUH RI WKLV GRRU� DQG LI WKH FKLHIWDLQ
is attacked in his chamber, he will direct some warriors to sneak 
through the door and attack the PCs from behind.

11. CHIEFTAIN’S ROOM: This room is where Lord Brenas stayed during
his time at the manor. The only original furniture remaining is
the lord’s four-poster bed, which the goblin chieftain uses as
D WKURQH� $OVR LQ WKLV FKDPEHU DUH KLV WKUHH EURWKHUV �ZKR DFW
DV KLV ERG\JXDUGV�� ÀYH IHPDOHV �WKH FKLHIWDLQ·V KDUHP� DQG
VHYHQ ZKHOSV �� KS HDFK�� 7KH IHPDOHV ZLOO ÀJKW RQO\ LI WKH 3&V
WKUHDWHQ WKHLU FKLOGUHQ� RWKHUZLVH� WKH\ ZLOO WU\ WR OHDG WKHP WR
safety as soon as they can.

*REOLQ FKLHIWDLQ� �6=� 6� $& �� 09 �� IW�� +' �� +3 �� �$7 �� 'PJ
��� �SLFN� RU ��� �VOLQJ�� $/ /(�� 7KH FKLHIWDLQ ZHDUV GZDUI�VL]HG
chain mail and is armed with a footman’s pick. His heavy silver 
QHFNODFH �ZRUWK �� JS� LV SURPLQHQWO\ GLVSOD\HG� +H DOVR ZHDUV
the key to his treasure chest around his neck.

%RG\JXDUGV ���� �6=� 6� $& �� 09 �� IW�� +' ���� +3 �� �� �� �$7
�� 'PJ ��� �VKRUW VZRUG� RU ��� �VKRUW ERZ�� $/ /(�� 7KHVH EXUO\
JREOLQV DUH IDQDWLFDOO\ OR\DO WR WKHLU EURWKHU� DQG ZLOO ÀJKW WR WKH
GHDWK� 2QH RI WKHP �WKH HOGHVW EURWKHU� ZHDUV D JROG HDUULQJ
�ZRUWK �� JS��

*REOLQ IHPDOHV ���� �6=� 6� $& �� 09 �� IW�� +' ���� +3 �� � �[��� ��
�� �$7 �� 'PJ ��� �GDJJHU�� $/ /(�� 7KH IHPDOHV ZLOO SURWHFW WKHLU
children at all costs. Two of them are favoured by the chieftain, 
DQG ZHDU WKLQ VLOYHU QHFNODFHV �ZRUWK �� JS HDFK��

Hidden under the bed is a locked wooden chest containing 
WKH FODQ·V ZHDOWK� 7KH ORFN LV ZHOO PDGH �2/ ������ 7KH FKHVW
contains 11 pp, 91 gp, 89 sp, and 246 cp.

12. RUINED BEDROOM: The goblins have nailed boards over this
door, which will require two turns to remove and produce
enough noise to alert all the goblins in the manor. This would
have been Lord Brenas’s room if the manor had been
FRPSOHWHG� EXW LW ZDV QHYHU ÀQLVKHG� ,Q WKH \HDUV VLQFH� WKH URRI
DQG SDUW RI WKH ÁRRU FDYHG LQ� DQG QRZ WKH FKDPEHU LV RSHQ
WR WKH VN\ DQG WR WKH OLEUDU\� EHORZ� (QRXJK RI WKH ÁRRU UHPDLQV
to form a ledge overlooking the griffon’s nest, which is 12 feet
down. If the griffon is present, the PCs will have made enough
noise breaking into this room to alert it, and it will attack.

DEALING WITH THE GOBLINS

Although it is likely that the party will interact with the goblins in 
the usual hostile manner, if they have been observant they might 
JDLQ VRPH XQOLNHO\ DOOLHV IRU WKHLU ÀQDO FRQÁLFW ZLWK WKH ÀVK�IRON�
The PCs may be aware of the griffon – or at least suspect that 
there is something in the manor that frightens the goblins. Likewise, 
WKH VWDNHG ÀVK�IRON KHDGV PLJKW OHDG WKHP WR FRQFOXGH WKDW WKH
JREOLQV DUH DOVR RSSRVHG WR WKHP� $OO WKLV FDQ EH FRQÀUPHG LI WKH
PCs interrogate the cook. 

Provided they have not already killed too many goblins, the PCs 
PLJKW EH DEOH WR FRQYLQFH WKHP WR MRLQ ZLWK WKHP DJDLQVW WKH ÀVK�
folk. The chieftain is willing to hear the PCs out if an attempt is made 
to parlay, but will only agree to an alliance if they kill the griffon as 
a show of good faith. If the party agrees, they will have free run of 
the goblin-controlled parts of the manor, but they will be expected 
to kill the beast promptly. If they succeed, the chieftain will honour 
WKH GHDO E\ VHQGLQJ ÀYH RI KLV ZDUULRUV EDFN WR 3UDOOLV ZLWK WKH 3&V
�WKH *0 VKRXOG SLFN IURP WKH JREOLQV OLVWHG DERYH�� 7KHVH JREOLQV
will accompany the PCs for the remainder of the adventure, and 
will follow simple orders that do not endanger their lives needlessly. 
At the end of the adventure, surviving goblins will expect a full 
share of any treasure found.

The GM should note that, although the people of Prallis have never 
had problems with the goblins, they will be disliked based on their 
race’s reputation. Reaction rolls should be penalised by -30% as 
ORQJ DV WKH JREOLQV DUH DURXQG� ,I *DOORV �RU DQ\ PHPEHU RI KLV
IDPLO\� LV ZLWK WKH 3&V DQG WKH JREOLQV� WKH SHQDOW\ LV RQO\ �����

THE MANOR OF LORD BRENAS
EACH SQUARE EQUALS 5 FEET
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THE FINGERS
Most of the locals consider the Fingers, which jut out of the swamps 
near the western end of Lake Selmar, to be little more than a 
vaguely disturbing rock formation. There are a dozen groupings 
LQ DOO� HDFK UHVHPEOLQJ WKH ÀQJHU ERQHV RI D JUDVSLQJ KDQG� RU D
circle of giant ribs planted into the ground. They range from 20 to 
50 feet across, and are slate grey and heavily-pitted. The stones 
feel cold to the touch – even on the hottest summer days. Most 
SHRSOH ÀQG WKH )LQJHUV XQVHWWOLQJ� DQG DYRLG WKH SODFH� EXW VRPH
adventurous youths spend the night here to prove their bravery.

7KH )LQJHUV DUH DFWXDOO\ WKH UXLQV RI DQ DQFLHQW ÀVK�IRON VHWWOHPHQW�
which was abandoned when the water level fell following the 
construction of the canal. The dome-like buildings deteriorated 
rapidly, leaving the stone frames behind. The loss of this settlement, 
DQG RWKHU WHUULWRULHV� SURPSWHG WKH ÀVK�IRON WR DWWDFN WKH KXPDQV�
$OWKRXJK WKH ÀVK�IRON WRRN DV PDQ\ YDOXDEOHV ZLWK WKHP DV WKH\
could, a number of important treasures were left behind. Some of 
the creatures return here periodically in search of them.

Gallos explored the Fingers in his youth, and found a number of 
DUWHIDFWV WKDW KHOSHG KLP ÀJXUH RXW ZKDW WKH SODFH UHDOO\ ZDV� +H
DOZD\V SODQQHG WR UHWXUQ WR ÀQG PRUH WUHDVXUHV� EXW QHYHU HQGHG
up doing so. He will share his thoughts about the place with the 
PCs if asked.

If the PCs explore the Fingers, there is a 50% chance that they will 
FRPH DFURVV D SDUW\ RI ÀVK�IRON GLJJLQJ D ODUJH KROH LQ WKH PLGGOH
of one of the ruined structures. They have also excavated a ramp 
– obviously to haul something out. At the bottom of the pit is a
WHQ IRRW WDOO VWDWXH FDUYHG IURP D VKLQ\ EODFN VWRQH �REVLGLDQ�� 7KH
statue has a humanoid body, but its head is a protoplasmic blob 
covered with gaping maws, and instead of arms it has six barbed 
WHQWDFOHV� 7KLV LV D UHSUHVHQWDWLRQ RI RQH RI WKH ÀVK�IRON·V JRGV� ,W
had been buried here when the water level fell in order to hide it 
from the humans, but it has been found at last. The statue weighs 
approximately one ton, but a number of logs have been laid down 
to allow it to be pulled up the ramp with ropes. If left undisturbed, 
WKH ÀVK�IRON ZLOO KDXO LW RXW DQG GUDJ LW LQWR WKH ODNH LQ WZR KRXUV� EXW
they will attack the PCs if they see them.

)LVK�IRON ����� �6=� 0� $& �� 09 �� IW�� +' ���� +3 �� � �[��� � �[��� �
�[��� �� � �[��� �� �$7 �� 'PJ ���� ���� $/ &(��

If a dwarf, or someone knowledgeable about geology, studies 
the statue, he or she will know immediately that it is carved from 
obsidian, and that this type of stone does not occur naturally in the 
region. It the PCs can devise a way to move the statue to a town 
or city, it could be sold to a collector for 2,000 gp. However, due 
WR LWV DVVRFLDWLRQ ZLWK WKH ÀVK�IRON� QRQH RI WKH ORFDOV ZLOO WRXFK LW�

TREMIRAN’S ISLE
Tremiran’s Isle lies across the lake from the village of Prallis. It is 
mostly swampy, but a long rocky hill rises from its centre. The 
northern shore, which lies on the other side of the hill, is sandy in 
a few places, but is mostly rocky. During the summer the island is 
infested with mosquitoes. The blueberries grow much larger here 
than on the mainland, leading to an occasional foraging party 
from Prallis, although such is rare. As far as the people of the village 
know, the island has never been inhabited.

There is a longstanding local rumour that river pirates used 
Tremiran’s Isle as a secret base about a century ago. Although the 
tale is pure fantasy, over the years a few hot-headed youths have 
been inspired to search for treasure on the isle. Almost all of them 
returned with nothing but insect bites, but two have disappeared 
² WDNHQ SULVRQHU DQG VDFULÀFHG E\ WKH ÀVK�IRON�

:KDW WKH ORFDOV GR QRW NQRZ LV WKDW 7UHPLUDQ·V ,VOH DQG WKH
VXUURXQGLQJ ZDWHUV DUH VDFUHG WR WKH ÀVK�IRON RI /DNH 6HOPDU�
The shallow bay off the northern shore is where freshly-laid eggs 

traditionally receive blessings from the high priest before they are 
hidden away. A small temple once stood at the top of the hill, but 
Aldaris destroyed it in his rage over the loss of his lover. All that is 
left now is a bowl-shaped depression at the summit, from which 
D KROH OHDGV GRZQ LQWR GDPS FDYHV ZKHUH WKH ÀVK�IRON FRQWLQXH
their religious observances.

A number of rowboats survived the Rising, which the PCs might 
use to make the trip to the isle. If, after discovering the entrance, 
the PCs return to Prallis to recruit some extra sword arms, they will 
receive a lukewarm reception. Most of the returning villagers will 
be more concerned about rebuilding their homes than striking 
EDFN DW WKH ÀVK�IRON� 6RPH YLOODJHUV IHDU D UHWDOLDWRU\ VWULNH�

However, the PCs may be able to entice some angry young 
men to accompany them. If successful, the party will attract 1-4 
followers, all of whom will be normal men with 2-5 hit points. Unless 
the PCs arm them, the men will only have clubs or daggers, but 
there is a 50% chance one of them will have a longbow and 
arrows. Depending on how the adventure ends, one or more of 
WKHVH PHQ PD\ UHPDLQ ZLWK WKH SDUW\� VHHNLQJ WR ÀQG DGYHQWXUH
in the wider world.

THE LAIR OF THE FISH FOLK
GM Note� 8QOHVV RWKHUZLVH QRWHG� WKH FDYHV DQG WXQQHOV RI WKH ÀVK
folk are unlit. The walls are rough stone, and the ceiling averages 
seven feet in height. The cave system slopes downwards gradually 
from southeast to northwest. 

The air in the caves is exceptionally humid and thick, to the point 
WKDW PRGHUDWHO\�HQFXPEHUHG 3&V ZKR H[HUW WKHPVHOYHV �L�H��
FRPEDW� IRU PRUH WKDQ WZR PLQXWHV ��� URXQGV� PXVW VSHQG DW
least one full minute resting, or suffer a cumulative -1 penalty on all 
DFWLRQV IRU HYHU\ WZR URXQGV WKH\ FRQWLQXH WR EH DFWLYH� 7KH ÀVK�
folk suffer no such penalty here, and in fact their gills remain moist 
HQRXJK WKDW WKH\ PD\ VWD\ RXW RI WKH ZDWHU LQGHÀQLWHO\�

1. FORK: The tunnel widens slightly here. Faint hissing and murmuring
can be heard from the left tunnel, and dripping sounds 
FRPH IURP WKH ULJKW� $Q\RQH SURÀFLHQW LQ WUDFNLQJ� RU ZKR LV
particularly observant, will notice that something has been 
dragged through here recently, down the left-hand passage.

2. DAMP CAVE: The dripping is much louder in this roughly circular
FKDPEHU� ZKRVH LUUHJXODU ÁRRU LV GRWWHG ZLWK VWDJQDQW SRROV�
Stalactites and stalagmites are forming, and the chamber is 
illuminated by a faint green light, thanks to huge colonies of 
glowing fungus on the walls.

1HVWOHG DPLG WKH JORZLQJ IXQJXV DUH ÀVW�VL]HG JUHHQ SXIIEDOOV�
which are highly sensitive to changes in air pressure. A man-sized 
creature passing within a foot of one will cause it to explode, 
releasing thousands of spores into the air. This produces a toxic 
FORXG ÀYH IHHW FXEHG� DQ\RQH LQVLGH LW PXVW VDYH YV� SRLVRQ
or immediately begin suffocating. Victims will fall unconscious 
and die in a number of rounds equal to half their Constitution, 
but will recover if taken out of the caves into the less-humid and 
thick air outside. PCs can avoid this obstacle if they stay clear 
of the cavern walls and pillars.

�� 08''< &$9(� :DWHU KDV VHHSHG LQWR WKLV FDYH RYHU WKH \HDUV
WR WXUQ WKH ÁRRU LQWR D PL[WXUH RI UXEEOH DQG PXG� 7KH DPELHQW
moisture has made this place perfect for a grey ooze. It normally 
feeds on the worms and tiny cave beetles that live here, but will 
happily dine on more exotic fare if given the chance.

Grey ooze �6=� 0� $& �� 09 �� IW�� +' ���� +3 ��� �$7 �� 'PJ
����� 6$ FRUURVLYH WRXFK� 6' LPPXQH WR FROG�KHDW PDJLF� $/ 1�

4. DEAD END: The narrow tunnel ends at a solid rock face. A lone
VNHOHWRQ �DQ XQIRUWXQDWH ZKR UDQ DIRXO RI WKH JUH\ RR]H� OLHV RQ
the ground, clutching a rusty, useless dagger.
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5. BALCONY: This room is trapped. Unless the party walks very
carefully, each PC has a 50% chance of triggering a cascade
RI URXQGHG SHEEOHV� ZKLFK UROO GRZQ WKH VORSLQJ ÁRRU WRZDUGV
the ledge at the northwestern end of this room. The pebbles
tumble into a metal trough at the base of the ledge in AREA 6.
7KH QRLVH DOHUWV WKH ÀVK�IRON� ZKR VHQG ��� ZDUULRUV WR LQYHVWLJDWH�

A ledge running the length of this cave provides a view of the
7HPSOH� ZKLFK LV �� IHHW GRZQ� $Q\RQH SURÀFLHQW LQ WUDFNLQJ�
or who is particularly observant, will notice that something
was dragged through this chamber recently. A natural stone
staircase to the left leads down to the temple.

�� 7(03/(� 7KLV LPPHQVH FDYHUQ KDV D �� IRRW KLJK GRPHG
ceiling, which is supported by natural stone pillars. Patches of 
phosphorescent green moss dot the walls, providing an eerie 
JORZ� 7KH ÁRRU RI WKH FDYHUQ VHHPV WR EH FRYHUHG ZLWK D
ÀQH� ZKLWH VDQG� $ FUXGH GDLV LV E\ WKH ZHVWHUQ ZDOO ² FORVH
inspection reveals that it is covered with eroded inscriptions, 
now unreadable.

Any prisoners (Mirinasi, Maras, or someone else) are tied up and 
O\LQJ SURQH RQ WKH GDLV� $ ÀVK�PDQ ZHDULQJ D JROGHQ FURZQ
and wielding a rusted knife stands over them. Kneeling in front 
RI WKH VSHFWDFOH LV D PRE RI ÀVK�IRON� HDFK ZLWK D WLQ\ VLOYHU
bowl in its hands. The crowned creature shouts something in 
its guttural tongue, which is repeated back by the crowd. The 
ÀVK�IRON DUH DERXW WR VDFULÀFH DQG HDW WKHLU YLFWLP� 2QFH WKH\

have done so they will bleach the bones in the sun, crush them, 
DQG VFDWWHU WKHP RQ WKH ÁRRU RI WKLV FDYHUQ�

Fish-folk shaman� �6=� 0� $& �� 09 �� IW�� +' �� +3 ��� �$7 ��
'PJ ��� �UXVWHG NQLIH�� 6$ VSHOOV� $/ &(�� 7KH VKDPDQ NQRZV WKH
following spells: cause light wounds; cause fear; UHVLVW ÀUH. The 
shaman’s crown is plain, but intricately carved with images of 
ÀVK�IRON EXLOGLQJ FLWLHV DQG VODXJKWHULQJ KXPDQV �ZRUWK ��� JS��

Fish-folk chieftain� �6=� 0� $& �� 09 �� IW�� +' �� +3 ��� �$7 ��
'PJ ����� �VSHDU ���� $/ &(�� 7KH FKLHIWDLQ JDLQV D �� WR KLW
and damage because of his strength. The chieftain sits at the 
base of the dais, and wears a heavy silver necklace (worth 80 
gp).

Fish-folk worshippers ����� �6=� 0� $& �� 09 �� IW�� +' ���� +3
� �[��� � �[��� � �[��� � �[��� � �[��� � �[��� � �[��� �$7 �� 'PJ
��� �WULGHQW�� ��� �VSHDU�� $/ &(�� $ERXW KDOI RI WKH ZRUVKLSSHUV
wear jewellery stolen from previous victims, such as rings and 
necklaces (total value 350 gp). Each also carries a silver bowl 
(worth 30 gp), intended to hold the ceremonial meal.

At the beginning of combat, the chieftain will shout for the 
guards in AREA 8 to come to their aid. As the temple is sacred 
JURXQG� WKH ÀVK�IRON ZLOO ÀJKW ZLWK XQXVXDO IHURFLW\ ��� WR KLW��
,I WKH SULHVW� FKLHIWDLQ� DQG PRUH WKDQ KDOI RI WKH ÀVK�IRON DUH
NLOOHG� WKH UHPDLQLQJ FUHDWXUHV ZLOO ORVH KHDUW DQG ÁHH WR $5($
�� ZKHUH WKH\ ZLOO GLYH LQWR WKH ZDWHU DQG VZLP DZD\� $V ORQJ
DV RQH RI WKH OHDGHUV OLYHV� WKH\ ZLOO ÀJKW RQ�
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There is a ten foot deep pit by the north wall containing 
rotting clothes and other mundane items owned by previous 
YLFWLPV� 7KH ÀVK�IRON KDYH WDNHQ DQ\WKLQJ RI YDOXH WR WKHLU PDLQ
VWURQJKROG� ZKLFK OLHV LQ WKH PLGGOH RI /DNH 6HOPDU� +RZHYHU� LI
WKH 3&V VHDUFK WKH SLW WKH\ ZLOO ÀQG� QHVWOHG QHDU WKH ERWWRP� D
VPDVKHG VNHOHWRQ RI D ZRPDQ ZHDULQJ D JROG FKDLQ DWWDFKHG
to half of a circular amulet. These are the remains of Aldaris’s 
lover, and if they are interred with his bones, Aldaris’s spirit will 
ÀQG SHDFH �WKH *0 VKRXOG DZDUG ERQXV H[SHULHQFH SRLQWV��

�� 322/� 7KH QRUWKZHVWHUQ KDOI RI WKLV FKDPEHU LV WDNHQ XS E\ D
SRRO RI PXUN\ ZDWHU� ZKLFK JURZV GHHS YHU\ TXLFNO\� ,I WKH 3&V
H[SORUH WKH SRRO� WKH\ ZLOO GLVFRYHU D ��IRRW�ZLGH XQGHUZDWHU
tunnel at the far end, which continues for 30 feet before 
RSHQLQJ LQWR /DNH 6HOPDU� $W DQ\ JLYHQ WLPH� WKHUH LV D ���
FKDQFH WKDW ��� ÀVK�IRON DUH VZLPPLQJ LQ WKH ZDWHU �XVH WKH
VWDWLVWLFV JLYHQ DERYH��

�� &(//6� 7KLV UHFWDQJXODU FKDPEHU LV ULQJHG ZLWK DOFRYHV WKDW
have been turned into crude cells, barred with lattices made 
RI ZRRGHQ SODQNLQJ WLHG WRJHWKHU ZLWK URSHV� $ IHZ VFUDZQ\
patches of phosphorescent green moss provide only the barest 
amount of illumination.

7KHUH DUH WKUHH ÀVK�IRON JXDUGV KHUH� DUPHG ZLWK VSHDUV� 7KH\
ZLOO DWWDFN WKH 3&V DV VRRQ DV WKH\ HQWHU� DQG ZLOO ÀJKW WR WKH
death. Upon seeing the party, the prisoners will start screaming 
IRU KHOS� 7KH QRLVH ZLOO DOHUW WKH ÀVK�IRON LQ $5($ � LPPHGLDWHO\�

Guards ���� �6=� 0� $& �� 09 �� IW�� +' ���� +3 �� �� �� �$7 �� 'PJ
���� ���� $/ &(�� 7KH\ KDYH QRWKLQJ RI YDOXH�

D� 7KLV FHOO LV RSHQ� DQG HPSW\� 7KH VDFULÀFLDO YLFWLP LQ $5($ �
was being held here.

E� 7KLV FHOO FRQWDLQV D JDXQW PDQ ZLWK D KDXQWHG ORRN LQ KLV
eyes. Trestian LV D ÀVKHUPDQ ZKR WULHG SDGGOLQJ DFURVV WKH
ODNH WR HVFDSH WKH 5LVLQJ� EXW ZDV FDXJKW E\ WKH ÀVK�IRON�
+H LV WHUULÀHG� DQG ZLOO QRW ÀJKW�

F� 7KLV FHOO LV HPSW\� ,I WKH 3&V VHDUFK� WKH\ ZLOO ÀQG WKH IROORZLQJ
PHVVDJH FDUYHG LQWR WKH ZDOO� ´7KH\ NLOOHG ,O\HQLD� 1RZ
WKH\·UH FRPLQJ IRU PH� ,·OO ÀJKW�µ ,I WKH 3&V DVN DURXQG DIWHU
WKH DGYHQWXUH� WKH\ FDQ OHDUQ WKDW ,O\HQLD ZDV D \RXQJ JLUO
ZKR GLVDSSHDUHG �� \HDUV HDUOLHU�

d. A hunter named Iliris �)�� $& �� KS ��� LV EHLQJ NHSW KHUH� ,I
IUHHG DQG JLYHQ D ZHDSRQ� KH ZLOO ÀJKW DORQJVLGH WKH SDUW\�
+H KDV IRXJKW WKH ÀVK�IRON EHIRUH� DQG NQRZV VRPH RI WKHLU
limitations.

e. This cell currently holds Jurandia and Annara, two sisters aged
�� DQG ��� UHVSHFWLYHO\ �$& �� KS �� ��� 7KH\ZDQGHUHG DZD\
from home a few days ago, and were captured on the 
ODNH VKRUH� 6KRUWO\ EHIRUH EHLQJ FDSWXUHG� -XUDQGLD IRXQG
a silver dagger in the water, which she has concealed 
IURP KHU VLVWHU DQG WKH ÀVK�IRON� 6KH LV HDJHU WR ÀJKW� EXW LV
untrained. The girls’ parents will reward the party if they are 
returned safely.

f. This cell is empty, aside from a small pile of human bones in
WKH IDU FRUQHU� ,I WKH 3&V VHDUFK WKH ERQHV� WKH\ ZLOO ÀQG D
SODLQ VLOYHU ULQJ �ZRUWK �� JS� LQVFULEHGZLWK WKH FUHVW RI 3UDOOLV�
The ring was traditionally worn by the village headman, but 
LW YDQLVKHG PRUH WKDQ �� \HDUV DJR GXULQJ D 5LVLQJ� 0RVW
SHRSOH KDYH IRUJRWWHQ DERXW LW� EXW LI UHWXUQHG WKH *0PD\
ZLVK WR DZDUG H[WUD H[SHULHQFH SRLQWV�

CONCLUSION AND FURTHER ADVENTURES

+RSHIXOO\ WKH 3&V ZLOO KDYH HQGHG WKH 5LVLQJ IRU WKH IRUHVHHDEOH
IXWXUH� ,I VR� WKH ORFDOV ZLOO EH H[WUHPHO\ JUDWHIXO DQG KDLO WKH 3&V DV
KHURHV� +RZHYHU� D QXPEHU RI RSSRUWXQLWLHV IRU IXUWKHU DGYHQWXUHV
UHPDLQ� 6RPH H[DPSOHV DUH SURYLGHG EHORZ�

1. Divided Loyalties: With Prallis saved, some locals may start
TXHVWLRQLQJ WKHLU OR\DOW\ WR WKH ORFDO ORUG� ZKR KDV GRQH OLWWOH
H[FHSW FROOHFW WD[HV� 7KH 3&V PD\ EH LQYLWHG WR UHPDLQ DV
protectors, but some villagers may call for one of them to be
raised as the new lord. This could pose many problems for the
SDUW\ ² HVSHFLDOO\ LI GLIIHUHQW IDFWLRQV ZLWKLQ WKH YLOODJH EDFN
different PCs – once word of the development reaches the
ORUG� ,I WKH 3&V DUH KLJK HQRXJK OHYHO DQG UROHSOD\ ZHOO� WKH\
may be permitted to remain as protectors, but the responsibility
RI SURWHFWLQJ PDQ\ VTXDUH PLOHV RI VHPL�ZLOGHUQHVV PD\ SURYH
to be more than they bargained for.

�� The Lost Lover: While Aldaris’s fate is no longer a mystery, the 
identity of his lover remains so. Every villager has a different 
opinion about who she was, but most agree that she was an 
LPSRUWDQW SHUVRQ ² SRVVLEO\ HYHQ D SULQFHVV IURP D IDU�RII ODQG�
7KH *0 VKRXOG GHWHUPLQH ZKHWKHU WKHUH LV DQ\ WUXWK WR DQ\ RI
these tales, and develop a suitable storyline. Even if the stories 
are untrue the PCs can be led on a number of side adventures.

3. The Fish Folk� 7KH YLOODJH RI 3UDOOLV PD\ EH IUHH RI WKH 5LVLQJ� EXW
WKH ÀVK�IRON VWURQJKROG UHPDLQV� DQG RWKHU FRPPXQLWLHV PD\
OLH EHQHDWK WKH VXUIDFH RI /DNH 6HOPDU� 7KH *0 ZLOO QHHG WR
develop the stronghold and communities, and determine their 
LQWHUHVWV� ,I RWKHU ÀVK�IRON FRPPXQLWLHV ZHUH RQ JRRG WHUPV ZLWK
WKH FODQ WKDW OLYHG QHDU 3UDOOLV� D EURDGHU FRQÁLFW PD\ UHVXOW�

4. A Deeper Menace� /DNH 6HOPDU PD\ EH KRPH WR RWKHU DTXDWLF
FUHDWXUHV� ZKLFK XQWLO QRZ KDG EHHQ NHSW LQ FKHFN E\ WKH ÀVK�
IRON� :LWK WKH 3&V· YLFWRU\� 3UDOOLV PD\ QRZ OLH YXOQHUDEOH WR D
QHZ DTXDWLF KRUURU� 7KH *0 ZLOO QHHG WR GHWHUPLQH ZKDW WKH
new monster might be, and the PCs could very well receive the 
EODPH IRU XQOHDVKLQJ LW� 'R WKH 3&V OHW WKH DQJU\ YLOODJHUV VRUW
matters out by themselves, or do they decide to defend them 
once more?

�� The Goblins of the Manor� ,I WKH 3&V VWUXFN DQ DOOLDQFH ZLWK
the goblins, the villagers will soon learn that the manor is not 
KDXQWHG E\ HYLO VSLULWV RU FXUVHG� EXW LQKDELWHG E\ ÁHVK�DQG�
EORRG FUHDWXUHV� 6RPH EUDYHU VRXOV PD\ WU\ WR FOHDU WKH JREOLQV
RXW RQ WKHLU RZQ� RU RWKHU DGYHQWXUHUV PD\ GR LW� ,I WKH 3&V·
DOOLDQFH UHPDLQV ÀUP� WKH FKLHIWDLQ PD\ DVN IRU WKHLU KHOS� 7KH
3&V PD\ ÀQG WKHPVHOYHV LQ WKH VWUDQJH SRVLWLRQ RI SURWHFWLQJ D
monster lair from other adventurers.

�� New Neighbors: Alternatively, if the PCs cleared out the goblins 
and the griffon, the manor is now prime real estate for any 
SDVVLQJ PRQVWHU ² XQOHVV WKH SDUW\ FODLPV LW ÀUVW� 7KH PDQRU
ZRXOG PDNH DQ LGHDO EDVH� EXW H[WHQVLYH �DQG H[SHQVLYH�
repairs are needed. The local lord may also decide to reclaim 
the estate – and everything that was once inside it. This decision 
could create problems for the villagers whose ancestors looted 
the manor.

7. Gallos’s Stories� 7KH 3&V PD\ KDYH OHDUQHG WKDW *DOORV ZDV RQFH
DQ DGYHQWXUHU� ZKR WUDYHOOHG H[WHQVLYHO\ DURXQG WKH VKRUHV RI
/DNH 6HOPDU DQG SRLQWV IXUWKHU QRUWK� 'XULQJ WKDW SKDVH LQ KLV
OLIH� *DOORV FDPH DFURVV PDQ\ WDOHV RI ORVW WUHDVXUHV WKDW KH
QHYHU JRW DURXQG WR LQYHVWLJDWLQJ� ,I WKH 3&V JRW DORQJ ZHOO ZLWK
*DOORV� WKH LQQNHHSHU FRXOG EH SHUVXDGHG WR VKDUH ZKDW KH
UHPHPEHUV� 7KH *0 ZRXOG QHHG WR ÁHVK RXW D QXPEHU RI VKRUW
side adventures.
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&RQWHQW� �K� <RX RU <RXU PHDQV WKH OLFHQVHH LQ WHUPV RI WKLV DJUHHPHQW�
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 DIÀ[ VXFK D QRWLFH WR DQ\ 2SHQ *DPH &RQWHQW WKDW \RX 8VH� 1R WHUPV PD\ EH DGGHG
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 
*DPH &RQWHQW <RX UHSUHVHQW WKDW <RXU &RQWULEXWLRQV DUH <RXU RULJLQDO FUHDWLRQ DQG�RU <RX
KDYH VXIÀFLHQW ULJKWV WR JUDQW WKH ULJKWV FRQYH\HG E\ WKLV /LFHQVH�
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.

�� 8VH RI 3URGXFW ,GHQWLW\� <RX DJUHH QRW WR 8VH DQ\ 3URGXFW ,GHQWLW\ LQFOXGLQJ DV DQ LQGLFDWLRQ
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.
�� ,GHQWLÀFDWLRQ� ,I \RX GLVWULEXWH 2SHQ *DPH &RQWHQW <RX PXVW FOHDUO\ LQGLFDWH ZKLFK SRUWLRQV
of the work that you are distributing are Open Game Content.
�� 8SGDWLQJ WKH /LFHQVH� :L]DUGV RU LWV GHVLJQDWHG $JHQWV PD\ SXEOLVK XSGDWHG YHUVLRQV RI WKLV
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
2SHQ *DPH /LFHQVH Y ��� &RS\ULJKW ���� :L]DUGV RI WKH &RDVW ,QF�

6\VWHP 5HIHUHQFH 'RFXPHQW &RS\ULJKW ���� :L]DUGV RI WKH &RDVW ,QF� $XWKRUV -RQDWKDQ
7ZHHW 0RQWH &RRN 6NLS :LOOLDPV EDVHG RQ RULJLQDO PDWHULDO E\ (� *DU\ *\JD[ DQG 'DYH
Arneson.

OSRICTM copyright 2006  Stuart Marshall  adapting material prepared by Matthew J. Finch  
based upon the System Reference Document  and inspired by the works of E. Gary Gygax  
Dave Arneson  and many others.

&DVWOHV 	 &UXVDGHV� 3OD\HUV +DQGERRN &RS\ULJKW ���� 7UROO /RUG *DPHV $XWKRUV 'DYLV
Chenault and Mac Golden.

&DVWOHV 	 &UXVDGHV� 0RQVWHUV 	 7UHDVXUH &RS\ULJKW ���� 7UROO /RUG *DPHV $XWKRUV 5REHUW 'R\HO
and Stephen Chenault.

$GYDQFHG $GYHQWXUHV ���� 7R (QG WKH 5LVLQJ &RS\ULJKW ���� ([SHGLWLRXV 5HWUHDW 3UHVV $XWKRU
Geoff Gander

Designation of Product Identity and Open Game Content

All text in this work is Open Game Content  excepting the terms  Advanced Aventures  OSRIC  
Old School Reference and Index Compilation”  company names  logos  artwork  and the 

author and artist names

APPENDIX A: NEW MONSTERS
),6+�)2/.

6,=(� 0HGLXP
MOVE: 60 ft., swimming 180 ft.
ARMOR CLASS: 6
HIT DICE: 1+1
ATTACKS: 2 claws or 1 bite or by weapon
DAMAGE: 1-3, 1-3, or 1-4 or by weapon
SPECIAL ATTACKS: None
SPECIAL DEFENSES: None
0$*,& 5(6,67$1&(� +DOI GDPDJH IURP FROG� GRXEOH IURP ÀUH
RARITY: Uncommon
NO. ENCOUNTERED: 4-24
LAIR PROBABILITY: 50%
75($685(� ,Q /DLU� ��� JHPV ������ � PLVF� PDJLF LWHP � � SRWLRQ

�����
INTELLIGENCE: Low
ALIGNMENT: Chaotic Evil
/(9(/�;�3�� � � �� � ��KS

*HQHUDO LQIRUPDWLRQ: Fish-folk dwell in underwater caverns and 
cities – primarily in the ocean, but also in large lakes. No one knows 
where they originated, but they appear in the folklore of just about 
every coastal or seafaring culture. Once a prominent race, the 
ÀVK�IRON KDYH EHHQ LQ UHWUHDW VLQFH WKH ULVH RI WKH JUHDW ODQG�EDVHG
FLYLOL]DWLRQV� DOWKRXJK WKH\ VWLOO PDNH WKHLU SUHVHQFH NQRZQ WR
smaller coastal communities.

%HLQJ LFKWK\RLGDO� ÀVK IRON FDQQRW VXUYLYH IRU SURORQJHG SHULRGV
DZD\ IURP ZDWHU� DOWKRXJK WKH\ FDQ EUHDWKH DLU ZLWK WKHLU
primitive lungs. After more than two hours on dry land, they begin 
to dehydrate, and lose 1-4 hit points per turn and suffer a -4 penalty 
to all actions until they immerse themselves in water for at least one 
WXUQ� (YHQ DIWHU WKLV SHULRG� ÀVK IRON FDQQRW DJDLQ HPHUJH IURP WKH
ZDWHU IRU DW OHDVW D PRQWK³H[DFWO\ ZK\ LV XQNQRZQ� DWWHPSWV DUH
met with wracking pain.

,Q FRPEDW� ÀVK IRON FDQ DWWDFN HLWKHU ZLWK D KDQG ZHDSRQ �XVXDOO\
D VSHDU� WULGHQW� RU FOXE�� RU ZLWK D FRPELQDWLRQ RI FODZLQJ DQG
biting. In the latter case, they can make two clawing attacks per 
round, or one biting attack, though both clawing attacks must be 
made against one target.

(YHU\ ÀVK IRON FRPPXQLW\ KDV DW OHDVW RQH VKDPDQ� ZKR ORRNV DIWHU
everyone’s spiritual needs. This shaman has 5 HD, and casts spells 
as a 3rd-level cleric.

)RU HYHU\ �� ÀVK IRON ZDUULRUV HQFRXQWHUHG WKHUH ZLOO EH D � +'
chieftain, who receives a +2 bonus to attack and damage rolls 
due to his prowess in battle. It is rumored that in exceptionally large 
������ ÀVK IRON FRPPXQLWLHV� WKHUH LV IRXQG D � +' NLQJ� ZKR KDV D
+4 bonus on attack and damage rolls and has a 50% chance of 
possessing a magic weapon of up to +2 value.

/DQJXDJHV: Fish-folk speak their own language composed of 
many different, mutually understandable, variants.

3K\VLFDO GHVFULSWLRQ� )LVK�IRON DUH PDQ�VL]HG �� ô � �· WDOO�� ÀVK�OLNH
creatures. They come in many different body shapes, but the two 
PRVW FRPPRQ W\SHV DUH &DWÀVK�IRON �IUHVKZDWHU� DQG %ULVWOHPRXWK�
IRON �VDOWZDWHU�� &DWÀVK�IRON GR QRW KDYH D ELWH DWWDFN�

Fish-folk bodies are covered with scales or a thick skin, their hands 
and feet are webbed and clawed, and their mouths are like their 
QDPHVDNH ÀVK·V VXUURXQGHG E\ WKLFN� UXEEHU\ OLSV� 3URWUXGLQJ IURP
WKH EDVH RI WKHLU VSLQHV LV D YHVWLJLDO ÁXNHG WDLO� PHDVXULQJ URXJKO\
RQH IRRW ORQJ� 7KHLU EXOJLQJ� ÀVK�OLNH H\HV DUH SRVLWLRQHG RQ WKH
sides of their heads, just above their gills, which gives them a wide 
ÀHOG RI YLVLRQ �DOPRVW ���·�� WKXV PDNLQJ LW LPSRVVLEOH IRU RSSRQHQWV
WR PDNH ÁDQNLQJ DWWDFNV RQ WKHP� )LVK�IRON DOVR SRVVHVV LQIUDYLVLRQ�
DQG FDQ VHH XS WR �� IHHW DZD\ LI WKH ZDWHU LV FOHDU ��� IHHW LI GLUW\��
RU LI WKHUH DUH QR VLJQLÀFDQW REVWUXFWLRQV� 7KLV DELOLW\ ZRUNV DOVR WR
WKHLU GLVDGYDQWDJH� :KHQ ÀJKWLQJ XQGHU IXOO VXQOLJKW� ÀVK IRON KDYH
a -2 penalty to hit.




