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A MNOTE ABOUT TERMINOLOGY

As you read this adventure, you will notice some terminology
that may seem confusing at first. For example, instead of the
normal term for the person running the game, our products call
the game master a Castle Keeper, or CK. We do this as it is a
term that has become associated with our company, and is an
identifier of a Troll Lord Games product.

In addition, we have tried to clearly identify when a reference
to the core rulebooks for the Fifth Edition Fantasy game we
are supporting are used—look for the term “core” before things
like Fifth Edition Player’s Handbook, Game Master’s Guide, or
Monsters Tome. Formal titles of our own works, such as Codex
of Aihrde, Fifth Edition Player’s Guide to Aihrde, and Monsters
& Treasure of Aihrde are hopefully clear enough to differenti-
ate them from references to the core rulebooks for the World’s
Most Famous Fantasy Role Playing Game.

STAINS {FOMN THE GREEM

Stains Upon the Green is an adventure designed for three to
five characters of 4™ to 5% level. A cleric is helpful as the ad-
venture does have several undead creatures in it. Some scaling
of Hit Dice or hit points may be necessary. It is designed to
introduce characters to the Rings of Brass, magical portals that
lead to dwarven roads carved through the planes. It is specifi-
cally designed for use in bridging the Lands of Ursal in Aihrde
with the Free City of Eskadia in the Haunted Highlands. It is
modular however, allowing its use in any setting of the Castle
Keeper’s choice. The plane travel aspects are not germane to
the adventure and can be discarded if desired.

The adventure is set upon the borderlands known as the Tar
Kiln, a wilderness that lies beyond the northern marches of the
Kingdom of Kayomar. Here the rolling hills and mixed pine and
hardwood forests give refuge to creatures great and small; boars
the size of ponies, giant wolves, and massive cave bears. There
are also bull-headed men and long toothed tigers, grim faced
giants, and trolls. They come for the hunt, for the elk and deer
are plentiful and large. It is a broken country, littered with tar
pits that lay in bleak silence like stains on a canvas. Stains upon
the Green thrusts the characters into the Tar Kiln, where the
ruins of an old dwarven ring fort offer them refuge from the
wilderness and its many dangers. Beyond the parapet’s walls and
the ruined barbican that breaches them stands a keep, built on
these borderlands long ago. Abandoned now to the wilderness,
its secrets are ripe for the taking. But within it lies a secret portal
that others wish to use, to bridge the gap between worlds.

INTRODUCTIOM

In the Days before Days, the dwarves of Norgorad Kam opened
many roads from their homelands in the Bergrucken Moun-
tains, across the mighty forest of the Ethvold, to their kin who
dwelt in the Rhodope Mountains in the west, in the land of
Magdrul Hohle. Though these roads passed through the realms
of the Ethrum, and were long friendly to the dwarves, they were
dangerous to travel, for the Ethrum had not yet come into their
own. The Ethvold, an ancient preserve of the Val Eahrakun,
the gods of the All Father’s crafting, harbored beasts of wild
abandon and unknown dangers.

To offer travelers protection the dwarves built ring forts, set one
or two days apart, whereby men with their wares could take ref-
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uge. The ring forts consisted of a dirt parapet 60 odd feet high,
topped by a wooden palisade, interspersed with towers. Within,
the dwarves built a large keep that housed a garrison of several
score young beardlings seeking to make a name for themselves.
For many long years these ring forts dominated the roads, offer-
ing safe traffic to all who used them.

But during the Goblin Dwarf Wars the forts fell into disuse,
or were overwhelmed. When Magdrul Hohle fell to the gob-
lins, the forts were all but abandoned. Hounded on all sides,
the dwarves rallied only after they fashioned the Rings of Brass,
portals that gave access to travel through the Maelstrom and
back to Aihrde. After they mastered them, they built them in
many places, great and small, and used them to take the war to
the enemy, entering at one point, traveling the roads through
the Maelstrom, to arrive at another long distances away.

Thus it was that the dwarves destroyed the goblins, and the
Rings of Brass offered the knowledge egress to many places in
the world. But the wars destroyed the dwarves as well, and only
a shadow of them remained, so that many of their realms fell
into decay and their outposts lay forgotten, untended.

But men followed in their footsteps and occupied the many
spaces of dwarven design. So it was with many of the ring forts.
As the Ethvold fell away, ruined by time, those ring forts that
remained became bastions for men, and they rebuilt them and
refortified their keeps. Few could be bothered to understand the
power of the dwarves, and they built their own fortifications
upon the ruins of the old with no regard for their value.

But time wreaked havoc here as well, and men came and went so
that many of these bastions were lost, forgotten in the ever-retreat-
ing shadows of the Ethvold. So it was for one particular fort, called
by its dwarven occupants Jurtenheim, but by men, Ringshead Keep.

Ringshead stands several days travel into the Tar Kiln. Its
palisade is long gone; however, the 60 foot high berm remains,
covered in grass and is in surprisingly good shape. The berm is
breached by one barbican of dwarven make, but the whole fort
is surrounded by a moat. This latter was added by the men when
they occupied the fort, and crossed by a wooden bridge that
connected the barbican and gate with the road beyond. The
bridge is long gone, fallen into the moat. It is this feature that
has kept Ringshead safe from many curious eyes and allowed it
to sit unmolested for so many years.

INVOLVING THE PLAVYERS

Stains Upon the Green is easy to integrate into any campaign.
Though set in the Tar Kiln in Aihrde, the adventure is modular
and can easily be moved to any location the Castle Keeper desires.
This should not impact the story of Ringshead Keep, nor in any
way deviate from the Aihrde setting. The nature of the background
easily ports into any homebrew setting. The following are several
suggestions to help set the adventure in your own campaign.

1) The characters, on an overland wilderness journey, stumble
upon the berm and breaching barbican of the ring fort. They
easily spy the keep beyond the water and earthen wall.

2) One of the characters has a distant relative named Elgifu,
rogue by nature. She disappeared some years ago, and one
of the characters determines to go find her as a favor to
the woman’s mother or out of curiosity. They know that
she entered the wilderness area, heading to an old dwarf
fortification named Ringshead. Elgifu is of course the dead
adventurer in G1, slain by Corilyn as noted below.

3) A chance encounter with an orc reveals the location of the
ring fort. The orc either confesses or paints a rough map in
the dirt about the fort’s location, and conveys his master’s
desire to go there and open some gate to the other worlds.

4)  Alocal lord or magistrate, learning of orc activity in the area,
hires the party to investigate. He points them in the direction
of the ruins of Ringshead, of which he’s only recently learned.

5) The characters are being pursued by a pack of large worgs. The
worgs number in the scores and attack in small groups, hoping
to cull one of the party members from the group and kill them.
While fleeing, the party stumbles upon the moat and berm.

AFPROACHING RINGSHEAD

Ringshead lies in on the floor of a long east-west valley. The val-
ley itself is roughly five miles from shoulder to shoulder, her slopes
gentle and covered with an even mix of black jack oaks and yel-
low pines. Mingled throughout are a number of sycamore trees,
distinctive because of their white or silver bark. The valley floor is
broad, about three miles wide. Aside from a few scattered copses,
the valley floor is treeless. Her only distinctive features are gray
rock formations ranging from two to 20 feet in height, jutting out
of the green grass. There are several tar pits in the valley, clear to
see from the rocky shoulders as black stains upon the green.

The most noticeable feature in the valley is the large fort, Rings-
head, which lies in its center. The fort consists of a moat, a 60-
foot high berm, a barbican and gate in the berm. The berm en-
compasses a dozen acres of ground, green and covered in grass,
at the center of which stands a solitary stone keep.

The trek leads up a rocky slope that you navigate
with some difficulty. At the top, a rocky ridge marks
the shoulder of a broad valley, the flanks of which are
tree covered. But the floor, several miles wide and a
dozen long, is covered with thick, green grasses. At the
valley’s center stands a large circular berm surrounded
by a moat. The berm itself is grass covered, but broad
enough to have supported a wall, though no wall stands
upon it now. The berm encompasses a dozen acres or
more. A square keep dominates the center, sitting in
regal quiet upon this, the borderland. A small band of
figures gathers around the southeast end of the berm
where there appears to be gate. More are moving in the
tree line a half-mile off and some appear to be dragging
wood planks over to the moat.

The figures are orcs, though they are indistinguishable from where
the characters are, unless they possess magic, a spyglass, or some
tool that allows them to see great distances. An elf can see that
they are orcs on a successful DC 15 Wisdom (Perception) check.
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The orcs are attempting to get across the moat. They have been
sent here to find the Ring of Brass. A magic coin was given to
them by one of their shamans to allow them to use the Rings of
Brass and connect with their distant kindred in the north (the
Haunted Highlands).

They are cutting trees with the intention of rebuilding the bridge
that crosses the moat. Failing that they intend to make several rafts.

There are 54 orcs. They are led by one powerful chieftain and
three sub-chieftains. They are presently scattered about the valley
floor—a woodcutting party, a group hauling the cut trees to the
moat, and the group at the moat. They spent several days scouting
the valley and believe it is secure. Having no reason to believe that
anyone will stumble upon them, they have not posted sentries.

The Castle Keeper should scale the orc party down if the char-
acters are lower level or for a smaller party, or increase their
number for larger, more powerful parties.

If left unmolested, the orcs will create the bridge across the
moat in 3 days.

COMBAT

If alerted to an attack, the orcs in the woods gather in a group
and fall back to the moat party as a group. The hauler sub-chief
attempts to gather the haulers, but they flee to the moat party
as fast as they can. If an attack is witnessed, Pearl-Eye, the orc
leader, starts throwing together a makeshift wall from the wood
they have around them and preparing his archers to fend off
any attack. When half the orcs in a given group are killed, their
morale suffers. The CK should roll one DC 12 Wisdom saving
throw for the surviving orcs. If they fail, they flee combat. If they
remain and continue fighting, they must make another Wisdom
save each time a sub-chief is slain, with the DC of the Wisdom
save increasing by +1 each time. If the chief is killed, the DC
increases by 5. If all the chiefs and sub-chiefs are killed, the orcs
automatically break and run.

PARTY OME: This group of 21 orcs, including the sub-chief-
tain who commands them, is scattered about under the eaves
of the forest, all within 300 feet of each other. They are cutting
trees down with broad axes and dragging them to the edge of
the tree line for the haulers to pick up. This party is roughly one
mile from Party Three and the bridgehead.

OrC, SUB-CHEF (CE Medium Humanoid) HP 37 (HD
5d8+15), AC 16, Spd 30ft. Str 16 Dex 14 Con 16 Int 9
Wis 13 Cha 13. Perception 10. Intimidation +3. Maul +5
(2d6+1d8+3) or Scimitar +5 (1d6+1d8+3) or Heavy cross-
bow +4 (1d10; 100ft/400ft). SA Darkvision 60ft; Double move.
He wears a breastplate. He carries a maul, a scimitar, and a heavy
crossbow with 8 bolts. On his arms are two golden armbands, each
bearing the likeness of the goddess Tefnut on them. They are worth
50gb apiece on the open market.) Challenge 2 (450 XP).

OrecS, 20 OrRC (CE Medium Humanoid) HP 15 (HD
2d8+6), AC 13, Spd 30ft. Str 16 Dex 12 Con 16 Int 7 Wis 11
Cha 10. Perception 10. Intimidation +2. Battleaxe +5 (1d8+3)
or Heavy crossbow +3 (1d10+1; 100ft/400ft). SA Darkvision
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60ft; Double move as bonus action. Each orc wears hide armor
and carries a battleaxe as well as a heavy crossbow with 8 bolts.
Each carries little coin, if any, but sport their wealth in jewelry.
Each possesses 1d12gp in rings, bracelets, necklaces, etc.).

PARTY TWO: This group consists of 13 orcs that travel in a
group. Each group carries lengths of rope so they can pick up
several trees at once, three to a side, holding the ropes. There is
one sub-chief with them.

Ore, SUB-cHEEF (CE Medium Humanoid) HP 37 (HD
5d8+15), AC 15, Spd 30ft. Str 16 Dex 12 Con 16 Int 9
Wis 13 Cha 13. Perception 10. Inimidation +3. Scimitar +5
(1d6+1d8+2) or Whip +5 (1d4+1d8, reach 10ft.) or Heavy
crossbow +3 (1d10; 100ft/400ft). SA Darkvision 60ft; Double
move. He wears scale mail and carries a scimitar, heavy crossbouw,
8 bolts, dagger, 3gp, and 20sp, and wears a dozen rings on his
hands, ears, nose, and toes (worth 20gp). Challenge 2 (450 XP).

ORe€S, 12 (CE Medium Humanoid) HP 15 (HD 2d8+6), AC
13, Spd 30ft. Str 16 Dex 12 Con 16 Int 7 Wis 11 Cha 10. Percep-
tion 10. Intimidation +2. Scimitar +5 (1d6+3) or Heavy cross-
bow +3 (1d10+1; 100ft/400ft). SA Darkvision 60ft; Double
move as bonus action. Each of these orcs wears hide armor and
wields a scimitar and carries a heavy crossbow with 8 bolts. Each
orc carries little coin, if any, but sport their wealth in jewelry. Each
possesses 1d12gp in rings, bracelets, necklaces, etc.).

PARTY THREE: this group consists of 24 orcs, including the
chief and one sub-chief. They have established a small base
camp across from the barbican. They are in the process of con-
structing a bridge across the moat. At any time during the day,




six of them are naked (AC 11) but for pants and are in the moat
rebuilding the bridge.

PEARL-EVE, SHEEF (CE Medium Humanoid) HP 85 (HD
10d8+40), AC 18, Spd 30ft. Str 18 Dex 12 Con 18 Int 10
Wis 11 Cha 15. Perception 10. Intimidation +5. Halberd +6
(1d10+1d8+4, reach) or spear +6 (1d6+ 1d8+4; 30ft/60ft).
SA Multiattack (2 attacks), Darkvision 60ft; Double move. He
wears chain mail and uses a shield, and he wields a jagged hal-
berd. He carries a pouch of gold worth 150gp and has a smooth
pearl for a left eye. If extracted, it is worth 100gp. Challenge 4
(1,100 XP).

Ore, SUBR-CHEF (CE Medium Humanoid) HP 37 (HD
5d8+15), AC 18, Spd 30ft. Str 16 Dex 12 Con 16 Int 9 Wis
13 Cha 13. Perception 10. Intimidation +3. Thorned mace +6
(2d8+3 plus 1d4 from thomn that breaks off in opponent. 14
thorns remain). SA Darkvision 60ft; Double move. He wears
chain mail and carries a shield. He carries his thorned mace and a
dagger. Upon his neck and chest is a rope necklace through which
he has strung a score or more of ears, each with a gold or silver
ring in the lobe, collectively worth 45gp.) Challenge 2 (450 XP).

ORCS, 15 ORC (CE Medium Humanoid) HP 15 (HD 2d8+6),
AC 13 (four of them are AC 11), Spd 30ft. Str 16 Dex 12
Con 16 Int 7 Wis 11 Cha 10. Perception 10. Intimidation +2.
Greataxe +5 (1d12+3) or Javelin +5 (1d6+3, 30/120ft).
SA Darkvision 60ft; Double move as bonus action. These are
the rank and file of the orcs’ band. They wear hide armor and
wield greataxes and carry 4 javelins apiece. Each of the orcs
carries little coin, if any, but sport their wealth in jewelry. Each
possesses 1d12gp in rings, bracelets, necklaces, etc.)

OrRC ARCHERS, & (CE Medium Humanoid) HP 15 (HD
2d8+6), AC 13, Spd 30ft. Str 16 Dex 16 Con 16 Int 7 Wis
11 Cha 10. Perception 10. Intimidation +2. Longbow +5
(1d8+3; 150/600ft) or Battleaxe +5 (1d8+3). SA Dark-
vision 60ft; Double move as bonus action. They carry small

amounts of food, 12 arrows apiece and 1d4gp and 1d12sp.

THE MOAT

When the dwarves built the ring fort, they excavated a broad
ditch around the perimeter using the dirt to build the earthen
rampart, upon which they built the palisade. A stone bridge was
built crossing the ditch, from the valley floor to the barbican
and gate. They kept the ditch meticulously clean.

After they abandoned the fort, the ditch slowly filled in with
water and was soon little more than a muck filled, circular
pond. However, the human occupants who took over cleaned
it, broadened it and created a moat. This eventually proved
disastrous, as the expanded moat breached an underground
reservoir of tar, which began to slowly seep into the water.
Opver time it poisoned the water, creating oil slicks all around
the moat, making the water toxic and at times flammable. A
well-placed flame touches off the oil, causing the moat to burn
for hours or days, depending on how much fuel is available.
This is what eventually happened to the original bridge; it suf-
fered fire damage and fell into the moat, leaving only the stone
pylons behind.

These are the pylons the orcs are building a bridge upon.

The water is brackish and unclean. Greasy oil slicks dot
the water here and there, some trailing across the water
for scores of feet. Nothing grows in the water but for
some sickly green weeds that cling to the banks. Here
and there sharpened iron spikes rise just above the
water, some pointing out, and those closer to the berm
pointing in. The bridge that spans the moat to the gate is
in ruins, long fallen beneath the water. Only the pylons
remain, a testament to the hands that built them.

The moat itself is 15-20 feet wide, roughly 20 feet deep, and is
filled with brackish undrinkable water. The water constantly bub-
bles and boils. Large bubbles of gas rising from the deep loudly
pop and splatter hot water all about. It is toxic, subject to igniting,
and very thick. There are eight pylons, two abreast. Each pylon is
square and 12 inches to a side. They stand several feet from the
water, rising in a gentle angle as they cross the moat. Any crea-
ture that ingests some of this water (such as if they plunge into it
after a fall) must succeed on a DC 15 Constitution saving throw
or become poisoned. A poisoned creature can attempt another
Constitution save every hour thereafter, ending the effect with
a success. In addition, any creature coated in the brackish water
suffers disadvantage on Dexterity saving throws against effects
that cause fire damage until they change out of their soaked gar-
ments or spend 10 minutes thoroughly cleaning the gunk off. The
gunk dries and flakes off after 4 hours regardless.

The iron spikes are scattered everywhere. Once set in an or-
ganized manner, they have suffered from the wastage of time.
Though many have fallen over, many more remain. Most of the
spikes are set to angle out; however, those close to the berm are
set to angle in, so that anyone falling off the berm falls upon
the spikes. A creature falling onto the spikes takes 11 (2d10)
piercing damage.

CROSSING THE MOAT

Only the ranger Beorithc regularly crosses the moat, and he
does so in secret, taking great pains to hide his trail. Unless they
find his path, as noted below, they must try some other method
of crossing the moat.

The characters can attempt several things to get across the
moat. If any open flames are brought within six inches of the
water, there is a 25% chance it ignites the water or air about it,
causing 4 (1d8) fire damage to anyone within 10 feet. The flame
can spread around the moat, burning in patches here and there.

1)  Wart For THE ORcs: If they wait for the orcs to finish the
bridge and then attack them, they can use the bridge with-
out any problem.

2)  SWIMMING: Swimming is difficult but not impossible. Any-
one entering the water must fight the tar and the weight of
it pulling them down. Every round that someone is in the
moat, they must make a successful DC 16 Strength (Ath-
letics) check to see if they manage the moat. If they fail
their check, they become stuck and must then succeed at a
DC 18 Strength (Athletics) check to start moving again. If
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they fail this check, they suffer disadvantage on their third

Strength check. The character begins to drown after failing
their third check.

3) BunbING A RaFT: This is possible and generally takes 1 day.
Crossing takes only a few minutes, but if they have not lig-
uidated the orc threat, the orcs spot the characters build-
ing, transporting, or crossing in the raft unless the characters
take extraordinary steps to hide their efforts. [fthe
characters kill the orcs, they can build a raft in half a day
using the wood already cut by the orcs. If a character has
proficiency with carpenter’s or woodworker’s tools, the party
builds a sturdy raft with no need for a skill check. If, however,
no one in the group has the necessary skill and proper tools,
they can attempt to build the raft. The CK should secretly
roll a DC 20 Intelligence check (use the highest bonus of the
characters building the craft), but with disadvantage on the
roll. If the roll fails, the raft is not trustworthy. Cautious (or
paranoid) characters can discern in advance the raft will fall
apart when people climb onto it or when it crosses the moat
with a successful DC 15 Wisdom (Survival) or Intelligence
(Investigation) check.

4) FINISHING THE BRIDGE: Attempting this is difficult, unless a
character possesses some experience in engineering such
as from their background or proficiency in carpenter’s
tools. This is entirely up to the Castle Keeper. Finishing the
bridge takes 3-4 days as dragging the wood from the tree
line is a time-consuming process.

BREORITHC'S PATH

Beorithc is a ranger who hunts the Tar Kiln. He has dwelt here
his entire life and knows the country well. He long ago discov-
ered the ring fort, and where most passed it by as too hard to
enter, he turned it into a depot for his supplies and a place to
rest. He comes to the fort every few months, or when in need.

To cross the moat, Beorithc created a series of underwater steps.
By carefully stacking rocks he created a path across the water.
The top of the path is six inches beneath the water and invisible
unless someone looks directly at it. Even then it is difficult to
see, requiring a successful DC 20 Wisdom (Perception) check
to spot. He has taken great pains to mask the area around the
edge where his bridge lies, but the ground here does show signs
of stress. A good tracker can detect it with a successful DC 20
Wisdom (Survival) check. It looks very much like an animal
slide where creatures would go to water, but no creature drinks
the water in the moat.

On the other side of the bridge are carefully hidden rings, attached
to pegs and sunk several feet deep into the berm, allowing one to
climb the berm with ease. Detecting them is difficult, but can be
done with a successful DC 20 Wisdom (Perception) check.

NOTE: The bridge and slide are not noticeable unless that area
of the moat is searched and the characters are actively search-
ing the water, shoreline and berm respectively. Only the rings
may be discovered with a casual glance, but even then they are
close to impossible to detect, requiring a successful DC 25 Wis-
dom (Perception) check.
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THE BERNM

Dwarves constructed the berm long ago, and as with all such for-
tifications, it was built with the magic of a rune mark. Set into its
foundations are magical runes of holding and fastness that keep
the berm intact until such time as another power comes along
and destroys it. As no one has taken the time nor spent the en-
ergy to do so, the berm is in astoundingly good condition.

It is 60 feet high from the moat and the yard beyond. Its outer
wall is steep with nearly a 75-degree angle. The inner wall is
much gentler, allowing easy access to those within. There are
postholes on the top of the berm, set closer to the outer edge
that mark what was once a stout palisade.

The berm is set against the moat, so that falling off sends one
into the water immediately. The moat’s wall is set at a 90-degree
angle; falling into the water means going under the water.

Short grass clings to the outer edge and top, but longer grasses
grow within the berm.

CLIMBING THE BERM

As the berm rests on the moat’s edge, it is plain for any to see
that the water here is very deep. Therefore, climbing the berm
is possible, but one must do it from a raft. There is no ledge.
Climbing is difficult but not impossible. However, there are no
natural hand holds, so anyone attempting to do so must suc-
ceed at a DC 16 Strength (Athletics) or Dexterity (Acrobatics)
check or risk falling into the water.

Falling off the berm runs all the risks of falling into the moat as
noted above. It also runs the risk of falling into the iron spikes
as noted above.

Once on top of the berm there is no further danger.

THE BARBICAMN

When the dwarves first built the ring fort, they made only one
entrance. The gate consisted of a large door set into a stone
archway. Fearing that this would not offer enough defense, they
constructed an outer fortification—a barbican, attached to but
just out of the berm, and set into the ditch. The bridge crossed
the ditch and entered the barbican. It once passed through the
barbican, up to and through the gate.

The barbican consists of a short tower 35 feet high, with a
ground floor, a first floor and rooftop with crenellated battle-
ments. Within are two sets of doors and two portcullises. Some
of the bridge remains, about four feet of stone work before the
outer portcullis. Two arrow slits face the bridge, and two more
face the moat to the left and right. One of the slits facing the
bridge appears blocked by stone.

The square tower stands over 30 feet high, and possesses
well-worn battlements. The arched tunnel that passes
through the towers enters the berm beyond. The tunnel’s
inner portcullis lies upon the floor, while the outer
blocks easy access to the fortification. A small remnant



of the bridge remains, giving you purchase before the
closed portcullis, though only 12 feet across and four
feet deep. Two arrow slits face the bridge, though one
appears blocked by stone.

The fortification is in amazingly good condition. Only the stone
work on the battlements shows serious signs of wear, mostly
through water erosion. The physical doors are missing. The in-
ner portcullis is up, but the outer (the one the characters must
enter first) is down, blocking easy access to the barbican. The
stonework around the portcullis is somewhat decayed as well,
though this is not readily noticeable.

ENTERING THE BRARBICAN

There are a number of methods the characters can attempt in
order to enter the barbican. Upon a close investigation, some-
one may take note that the stone work holding the portcullis in
place has suffered from age, probably due to the portcullis itself
having come unmoored, allowing heavy winds to rock it enough
to damage the frame.

Both portcullises are bound with rune magic and made to lift by
command word alone. Anyone searching the tower discovers
that there are no mechanisms for lifting the gates, only slots
that allow them to rise and lower. In the long ago days the
dwarves and the Ethrum who followed in their footsteps used
magical command words to open and close them.

Magcically OPENING THE BarBican: When a creature utters
the command word, “Margdl,” the portcullis rise to permit entry
before lowering again two rounds later. A knock spell also raises
the portcullis. A detect magic spell reveals the nature of the
magic that operates the portcullis.

CLIMBING THE BaARBICAN: There are no natural handholds, how-
ever, one can attempt to climb the surface with a successful DC
15 Strength (Athletics) check. Throwing a rope and grapple is
also possible with a successful DC 12 Dexterity check. How-
ever, if a grapple attaches to the battlements, it runs the risk of
pulling one loose. If more than 200 pounds weight pulls on the
grapple at once, there is a 45% chance that the stone breaks and
the grapple and all come tumbling down.

Those that tumble down, for whatever reason, run the added
risk of bouncing off the four feet of bridge that remains and
landing in the moat with all the necessary complications as
noted above. Clearly if someone mounts the tower, they can tie
off the rope on stonework securely enough to hold the weight of
the other characters.

Lirring THE PortculLis: Characters can attempt to lift the
portcullis. Doing so requires a successful DC 25 Strength check.
Up to three people can use the help action by lifting the portcul-
lis simultaneously; the first person so helping gives advantage to
this check, whereas each additional person grants +2 to the roll
(to a maximum of +4).

If the portcullis is lifted, it is pushed up into the barbican. How-
ever, the chains holding it are long gone, and the portcullis must
be propped up.

The iron weighs about 1,000 pounds, so whatever the charac-
ters choose must be able to hold that much weight.

Breaking Down the Portcullis: If the characters attempt this,
they can batter the portcullis until it breaks the frame hold-
ing it in place. Every hit, including the first, knocks pieces of
mortar and stone from the frame. Treat the portcullis as AC
19 with 75 hit points, and immunity to poison, psychic, and
piercing damage.

It should be noted that every time the portcullis is struck it rat-
tles loudly in the frame, and when it falls, it crashes onto the
ground with an echoing clang.

GROUND FLOOR

The ground floor consists of the tunnel leading to the second
portcullis, which itself is lying upon the floor. Nothing remains
of the doors that once stood within the barbican; even their
hinges have long since vanished.

There is a hatch in the ceiling, leading to the first floor. The
hatch is eight feet from the floor. Two feet of a broken ladder
remains attached to the hatchway, leaving six feet of open air
between it and the floor.

The ladder is attached via several metal brackets. Age and time
have weakened them. Any weight over 100 pounds threatens to
break the ladder and send it tumbling to the floor below. There
is a 4 in 10 chance that the ladder breaks free, tumbling down
on whoever was attempting to climb it. Any in or adjacent to
the ladder’s space must succeed at a DC 10 Dexterity saving
throw, taking 10 (3d6) bludgeoning damage on a failure.

With any fall from over six feet, the character suffers 3 (1d6)
damage.

FIRST FLOOR

This small room is largely empty. Two stone cots that are built
into the wall remain. Both show signs of tremendous wear, worn
away in the center and where one’s head should lay. Each is six
feet long. A stair leads up to the battlements above.

There are four circular embrasures with rotating stone cylinders
adorned with arrow slits in them. Each cylinder can hold one
person who, when the arrow slit faces outward can fire upon
the bridge or the embankment. Turning the cylinders inwards
blocks off the arrow slit, allowing none to see in or out. One
of those facing the bridge is closed. The wheels for turning the
cylinders are attached to the wall next to each cylinder.

ROOFTOP

A set of stairs on the first floor gives access to the top floor, the
roof, and the battlements. This large area is empty, with the bat-
tlements overlooking all four sides, the moat, the bridge and the
berm. The battlements themselves are timeworn, but still offer
solid defense from any missile weapons.

There are slots built into the floor of the roof, beneath the
battlements. Two overlook the bridge and are open, revealing
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smooth tunnels about four inches high and eight inches wide.
Here the defenders can poor burning liquids onto the heads of
those on the bridge if the need should arise.

There is nothing of value here, but the view opens up as far as
one can see. From this height the Yard, the ruins of the inn, and
the keep are all plain to see.

GATE

Passing through the second portcullis leads one directly into
and beneath the berm. It is 50 feet wide at the base. The tunnel
here is lined with stone and remains in relatively good condi-
tion. There is nothing of value or danger here, the doors long
gone. Passing through, one emerges on the other side.

THE YARD

Ringshead is circular, the berm walling in all 12 acres of the
Yard. The Yard served travelers, allowing them a place to camp.
Here is where individuals or groups, caravans and wagons,
herdsmen, merchants, or troops set up to rest and recuperate in
the safety of the fort.

During its occupation the Yard possessed four wells and a dozen
or so houses, as well as an inn, a blacksmith shop, open pavilions
for traders, stables and similar structures. All but the inn and
wellheads were made of wood and have long since vanished.

Beyond the berm the Yard opens before you. The whole
area encircled by the berm encompasses about 12 acres.
A thick, inviting, green grass carpets the Yard. There
are no trees or bramble. Four wellheads jut up from the
grass. There is a ruined frame of a building, and in the
center of the fort, a tall square stone tower.

WELLHEADS

The wellheads remain, lined with stone, thick grasses growing
around them. No buckets or ropes or any devices to extract the
water remain, aside from the one near the Inn as noted below.
Each well is about 30 feet deep. The water has stayed amazingly
clear, free of tar or oil.

RUINS OF THE INM

The inn consists of four walls, two doors and three rooms. The roof
has long since collapsed and vanished in the rubble. The chimney
is shorn off, only standing a few feet above the wall, the rubble of
it lying outside the inn. The walls themselves are hardly walls at all
for they are in horrible condition. The rooms consist of one large
common room with an intact fireplace and what were probably a
kitchen and a smaller pantry. Grass grows throughout the ruins.

The fireplace shows obvious signs of use. Someone has placed
roughly a cord of wood next to it, enough to burn for 2-3 days.
The grass here is slightly worn, though there are no obvious
signs of tracks. Tracking with a successful DC 20 Wisdom (Sur-
vival) check reveals that one person was here some time ago,
how long ago cannot be determined.

This is Beorithc’s hideout. He comes here to rest, cooking food
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in the fireplace, sleeping in the inn. He has hidden his supplies
in the rubble of the chimney and set a wicked trap on them.

POISONED THORNMNY VINES TRAP
SmMpPLE TRAP

Beorithc has set a dozen long, thorny vines within the rubble.

TRIGGER: A creature entering the hideout runs the risk of stum-
bling into the toxic thorns.

ErrecT: The trap makes an attack against a creature entering one
of the hideout’s spaces. The attack has a bonus of +7 and deals
7 (2d6) piercing damage. In addition, a creature stuck by a thorn
must roll a DC 14 Constitution saving throw. On a failure, the
creature takes 7 (2d6) poison damage and becomes poisoned until
cured by a lesser restoration or until after completing a long rest.

Overcoming the Trap: The trap is cleverly hidden and requires
a successful DC 15 Wisdom (Perception) check to discover. A
successful DC 10 Dexterity check with thieves’ tools removes
all the thorns or renders them harmless, although doing so re-
quires a minute of careful effort.

TreasURE: Hidden in the rubble of the chimney are a num-
ber of items that Beorithc has set aside. There is 100 feet of
rope coiled neatly inside a very large bucket. With the rope are
the following items: watertight tinder box, 2 days dried rations,
a folded up gallon sized water flask, fishing twine, 4 hooks, 2
animal traps. There is a seal-skin canvas, wrapped tightly and
bound with twine, containing two daggers and four iron spear
heads. There is also a pouch with four 25gp gems in it. There is
a nonmagical healing ointment that cures 1d4 points of damage
per application (four applications).

THE KEEP

The Keep is a large square tower standing in the center of the
Yard. A ditch rings the Keep on all sides. There is a stone bridge
that runs up to the stairs leading into the keep. The tower has
no windows, only arrow slits and crenellated battlements. It
dominates the Yard.

The tower looms over the Yard. Her bleak stone facade
bears no hint of decoration or comfort. The few arrow
slits promise a dark interior, and the top is crowned with
battles, angled and broad. The whole of it is guarded by a
shallow ditch, lined with iron spikes. The gate is closed,
though the drawbridge that leads to it spans the ditch.

THE DITCH

The ditch was once 12 feet deep and steep, but it has filled in
over the years and only a shallow depression remains. It is easy
enough to cross over and through, coming to the walls of the
castle itself.

THE BRIDGE

The bridge spans the length of the ditch, connecting with a
broad set of steps that lead into the castle. The bridge is in good
shape and only a few feet above the ground.



THE KEEP

The Keep is a square tower with six floors (or levels), including
the roof. It is about 80 feet tall with straight stone walls, and
arrow slits starting on the first floor, 12 feet or so above the
ground. It has crenellated battlements on the top two floors.
Climbing the side is possible, but there is no way to enter one
of the arrow slits. The interloper would need to climb to the
rooftop levels.

Inside there is little natural light, and none where there are no
arrow slits. The characters will need some form of light to see. It
is dark and damp throughout.

A barghest has taken up residence in the Keep and lingers here
on the edge of nowhere, waiting for prey to enter his lair. Some
other creatures occupy the space, but have little interest in the
barghest.

PLAYING THE BARGHEST

The barghest dwells on the first floor in the trophy room in-
side the extradimensional space created by its rope trick rope
(see New Magic Items, below). For full details about his lair, see
Room F4 Trophy Room. He is hungry and constantly looking for
someone to kill so that he can feed upon their soul, increasing
his own power. He should not be played as a passive monster
waiting in his lair for the party to find him and attack.

As soon as he learns that there are intruders, he uses his supe-
rior knowledge of the keep to find out who and what the party
is, how many there are in the party, and any other information.
He takes the shape of a wolf if he needs to, to move more quietly
and mask himself in case he is seen. He uses his misdirection
ability to drive characters off course or separate them so that he
can safely kill them.

The Castle Keeper should track the barghest’s movements
against those of the characters and use his minor illusion, pass
without trace, and dimension door abilities to confuse and mis-
lead its prey, opening the players up to its attack.

ORGAMNIZATIOM OF MAP

Access to each level is not easy, as the keep was designed for
defense. For instance, the entrance steps lead past the ground
floor and up to the first floor, where a second set of steps lead up
to the second floor. This is the only entrance, so the characters
will find themselves on the second floor in short order. After
that characters are able to go in about any direction. Because of
this, the rooms of each floor are listed by their area and number.
Ground floor rooms are G, first floor rooms are F, second floor
rooms are F, and so on. This will necessitate the Castle Keeper
flipping back and forth in the book, but it cannot be helped. It
may be necessary to study the map carefully before play begins.

ENTERING THE KEEP

There are three entrances to the Keep. The front gate and steps
allows one immediate access. The secret passage that leads from
the tree-line to the Well, ladder and on to Room S3 and up the

outer wall to the arrow slit in Room T3 where the climber will
have to pull down the bricking.

The arrow slit in Room T3: The wall here is weak and can be
pulled down by anyone brave enough to climb up to the win-
dow. It is noticeable from the ground. Assuming the charac-
ters look around the castle before entering it, a successful DC
12 Wisdom (Perception) check allows them to notice that the
bricking around that particular arrow slit has collapsed, and sags
heavily, meaning the mortar has fallen away. A climb up and a
hard pull on the bricking opens the arrow slit to entry.

CONMNMOM FEATURES

There are several features common to the whole castle. The
following three areas pass through several floors. Their peculi-
arities are noted here.

WeLL

The well is very deep, passing through the ground floor, the first
floor and to the second floor. It is inaccessible from the ground
floor. It is accessible through a small door on the first floor in
Room F6. The main wellhead, where water was drawn for the
bulk of the castle, lies in Room S3. The well has a metal-rung
ladder built into the wall that goes from Room S3 all the way
to the water line, about 60 feet below the bottom of the Keep.

The allip from Room S3 sits upon the edge of the well, looking
down. It sees anything crawling up. If by chance a character
begins coming up from below, the allip fades back into the room,
attacking whoever comes over the lip of the well.

At the bottom of the well is a small stone room and a stone pas-
sage. The passage leads one out under the Yard, the Berm, and
into the valley where it opens beneath a large stone. The stone
itself must be lifted to exit the tunnel. The exit lies upon the
edge of the tree line on the north flank of the valley.

CweuiLar Star CAsE

The circular staircase spans the tower from the ground floor to
Roof A, giving access to all the floors. It is the main method of
getting around the Keep. It is narrow and very steep. The steps
are worn in the center from countless boots.

Tower Staxr Case

The tower stair mimics the circular stair, though it winds up
in sharp 90-degree angles. It is set in the main defensive tower
and passes through the Arrow Rooms on the first, second and
third Floors. The stairs are easier to move up and down, being
broader than the circular stairs, but they too are well worn.

Area 1 EntrAMNCE

The bridge runs into a set of steps that lead up into the castle
walls. They are roughly as wide as the bridge (about 10 feet),
but where they enter the Keep they quickly narrow to only six
to seven feet wide as they climb up to the first floor, bypassing
the ground floor, ending in Room F1.
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The remnants of the door stand where the stairs first narrow,
about 10 feet inside the Keep. It was once a wooden door with
iron banding and hinges. But all of that has fallen away so that
only the ruin of it remains. Passing on up the steps requires
nothing more than walking.

There is nothing on the steps. However, if the characters are
noisy, the barghest that occupies the keep may detect their
entrance. The barghest has a passive Perception of 15(+5);
if intruders make any significant noise within 120 feet of the
creature’s position, allow it to make an active Perception check
against a DC of 10. If the barghest detects intruders, he quietly
leaves the trophy room, Room F4, where he is hiding and heads
to the top of the steps. He listens to the party. He shadows them
if possible, but hides too, attempting to figure out how many
and how dangerous the party is. For more on the barghest, refer
to Room F1 below.

GROUND FLOOR

The ground floor has no outside windows, arrow slits or any
connection with the outside. By and large it is protected with
5-10 feet of stone. The ground floor contained the barracks for
the occupants, but also the sealed up room that contains the
Ring of Brass, Room G6.

&1 Garnisom

This is the barracks for the soldiers who occupied Ringshead.

This large room is mostly empty. The remnants of wood
bedposts and dust lie upon the floor. Several entrances
lead from the room. The one thing of real note is the
mummified body that lies against the wall, several arrows
in its chest, one pinning its left hand to the breast.

There is little that remains of the beds, most of them having
long ago rotted away, turning to dust. Several wooden posts pet-
rified over the years however and remain upon the floor. Several
sconces adorn the walls.

The mummified body sits with its back to the wall, its right leg
bent at the knee. This is the body of Elgifu who came here some
years ago seeking the Ring of Brass. In her hand was a magic
coin that she hoped to use to navigate the planes, taking her to
the Highlands far to the north. Her pursuers, Corilyn and his
three mercenaries, pursued her here. They found her, catching
her unawares while eating in Room G3 and killed here in the
G1Garrison Room.

There are three arrows in its chest, one pinning its left hand to
the breast. A fourth arrow is lodged in the back of the leg, forc-
ing the knee to bend. The body wears a leather jacket with a
tattered shirt beneath it. Pants and boots are bare rags, but the
broad belt around the body’s waist is in unusually good shape.
Her right hand lies next to her, flattened, with most of the bones
in it broken, seemingly crushed by a boot or something heavy.

Upon closer examination, the body is revealed to be that of a
woman, probably in her mid-30s or 40s. Either the characters
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deduce what happened to her naturally, or a successful DC 10
Wisdom (Medicine) identifies her cause of death. Her hand was
crushed so violently that the imprint of the coin remains on
her mummified flesh. Anyone looking closely can see it. The
shape is several rings within rings. Anyone with knowledge of
the Rings of Brass may recognize it as one of the symbols used to
signify the magical portals, requiring a successful DC 15 Intel-
ligence (Arcana) check.

In either case, Elgifu was shot in the back of the leg while flee-
ing from Room G3, fell against the wall, turned, slumped down
and was shot three more times at very close range. She threw
up her left hand to defend herself while holding the coin in her
right hand.

The belt is magical, granting the user the ability to see through
walls. For more, see New Magic at the end of this book.

G2 SurrLy Roowm

This room served the garrison for supplies. The walls are lined
with metal pegs, well anchored despite the years, constructed
by the dwarven engineers who set them there. What weapons
and shields hung there none can say, for they are now long gone.
The room is empty.

G* Doonc Haw

Elgifu was in this room eating when she was discovered. Her
plate and dish remain at the table.

A stone table, built into the floor dominates the room.
On the table are scattered dishes but at the head a plate
and pewter mug, clearly set as if someone had been
eating and drinking.

A smattering of pewter dishes lie scattered about the room,
mostly on the floor, though some are on the table. The dishes
on the floor are the same as the ones set upon the table. Elgifu
simply picked them up.

The pegs that line the wall are all evenly spaced. A successful

DC 5 Intelligence (Investigation) check reveals that they once
held shelves that probably held dishes.

Ga& SerceanTls CHAMBER

This room served as the sleeping quarters of the sergeant of the
guard. A stone cot built into the corner dominates the room. A
square stone shelf built into the wall sits opposite the bed.

Leaning against the wall tied in a bundle is a pick axe, maul, and
four iron wedges. The handles on all the tools are old but still

serviceable. If used for digging, have the character swinging the
tool roll a d20; the haft breaks on a roll of 1-5.

G5 StorAcE

This room contains old, largely disintegrated barrels. One is in-
tact enough to hold dirt or water.



GG DunceEon

This small room is closed and the iron door is locked, but the
keys hang on a ring on the hallway wall. Inside are four mana-
cles set on the floor. Each manacle is only a few feet long and
each was used to secure a prisoner by the foot. The room could
hold up to four prisoners.

&7 TewrLe

This room served the dwarven All-Father as a temple and a
watch room where he could keep an eye upon the Ring of Brass
in the next room. The humans had little use for the room, fear-
ing it as a holy place, and largely left it alone.

The room is accessed by steps leading up from Room G6.
Each of the six steps has a gargoyle carved into its front,
noticeable to anyone who looks. They are horrid looking
creatures. Entering the room unbidden, without the proper
password that has been long since lost, activates these gar-
goyles. Once the creatures become aware they watch what
the party is doing. If there are still people on the steps, they
hesitate, waiting for everyone to enter the temple. They then
detach from the steps, flying up and into the room, attacking
everyone they see.

The room is large, but oddly shaped. The back wall is
dominated by a giant frieze of four panels, each panel
part of a story of a single dwarf. In the center of the room
stands an altar that looks much like an inverted hammer,
the haft to the floor. A narrow corridor snakes off to one
side, and in the corner is a wall that was clearly added
long after the original construction.

As the party is moving about and into the room, the gargoyles
attack. Note the gargoyles are smaller than normal and their hit
dice are reduced to 4d8. For larger or more experienced char-
acters, give the gargoyles more Hit Dice, up to their standard
amount (7d8+21) and hit points (52), or increase the number
of gargoyles if necessary.

GARGOYLE, & (CE Medium Elemental) HP 30 (HD
4d8+12), AC 15, Spd 30ft, 60ft (fly). Str 15 Dex 11 Con 16
Int 6 Wis 11 Cha 7. Perception 10. Bite +4 (1d6+2), Claws
+4 (1d6+2). SA darkvision 60ft, False Appearance (indistin-
guishable as inanimate statue while motionless), Multiattack (1
bite 1 claw), immune to poison, exhaustion, petrified, poisoned,
resistance to nonmagic weapons that aren’t adamantine. Chal-

lenge 2 (700 XP).

CoRrIDOR: This small corridor leads to a stone cot and table
built into the wall. Here the All Father slept and tended his du-
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ties. Carved into the walls are a number of runes. If deciphered,
they are magical runes, a prayer to the All Father. If a cleric
reads them they gain an extra prayer of healing spell for the day.

ALTAR: The altar is in excellent shape. However, the hammer
portion of it, at the top, is covered in countless cuts, scrapes and
abrasions. It is worn with use, though there are no signs that it
was used recently.

WalL: The Keep is made of large blocks of stone. This wall is
brick and poorly mortared. It is not connected with the doorway
at all, but built against it. It was put here by the Ethrum to block
off access to the Ring of Brass in Room G8. The brick and mortar
are weak; however, the wall itself is four feet thick. Unless magi-
cally moved, the pickaxe and maul are the only ways through.

GS SeaLer Roow

This room held the Ring of Brass, a circular pit, covered by a
large wooden trap door. When the Ethrum occupied the Keep
they sealed the entrance to the room with loose brick and mor-
tar as noted in Room G7.

As the last of the wall falls away, and the dust clears,
your light spills across a large square room. The walls
are unadorned and there are no furnishings. But the
center of the room is dominated by a large covered well
twelve feet in diameter, its stone lip raised four feet off
the ground. It is covered with a large iron lid, upon
which are carved many runes. The stone of the well is
carved with runes similar to those on the lid. A chain
hangs from the ceiling, connected on the one end to a
large ring in the iron lid’s center, and attached through a
pulley to the link on the far wall. A set of low steps leads
up to the top of the well head.

They characters have discovered one of the fabled Rings of
Brass. Anyone with historical, scholarly, or religious knowledge
has a chance to know what they are looking at; possible checks
to reveal the answer include Intelligence (Arcana), (History),
or (Religion) against a DC of 20.

Removing the lid is easy enough. Pulling the chain lifts it effort-
lessly, for the lid has no weight.

The stairs on the outside of the well reflect similar stairs that lead
down into the well. The stairs leading down vanish into the dark.
They wind down the well 50 feet to a stone floor. That is the be-
ginning of the tunnel. From there the Coin of Yorgach is usable.

The tunnel and stairs inside the well are carved with count-
less thousands of runes, many set in layers. They are unreadable
without magic or a rune mark, and even then, each rune is set
upon other runes and joined with still others, making reading
even a simple sentence a laborious, time consuming task. To
read one step would take an individual at least a day.

Presumably the characters will have one of the Coins of Yor-
gach, either taken from the barghest or the orc chief beyond the
berm. They can use it to pass on to the Haunted Highlands, or
if familiar with other Rings of Brass, to those locations as well. If
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they take this route, read Ring Upon the Lake below and begin
the adventure in the Players Guide to the Haunted Highlands
or Castle Keepers Guide to the Haunted Highlands.

THE RING OF BRASS

The world of Aihrde sits upon the Maelstrom. The roots of Eah-
rtaut, the Great Tree, break the surface of the world and grow
throughout the Maelstrom, passing near or through many planes.
Many return again by circuitous paths to the world of Aihrde.
The roots are innumerable and the length of them uncountable.

During the Days before Days, a group of giants tunneled into
the roots and attempted to come to Aihrde, but they failed
and returned from whence they came (see Codex of Aihrde).
Later, during the Goblin Dwarf Wars, the dwarves discov-
ered these hollowed roots and began to explore them. Being
distant relatives of the giants, they unraveled the maze, and
in the space of many years, mastered their pathways. They
created doors in the roots that allowed them to pass into
and out of the world, using the hollowed roots of Eahrtaut as
their pathways. These doors they called the Rings of Brass.
They created many of these doorways and used them in their
long wars with the goblins.

In time however, the dwarven realms fell away to war, plague,
and sorrow, so that many forgot about the Rings and the tunnels
through the world.

But some kept that knowledge close and sought to master them,
giving them the ability to travel whither they would through the
Maelstrom and the many worlds.

Travel: Travel in the rings can be done by foot, which is a la-
borious prospect, or if one knows their intended destination,
they can will themselves through the tunnels to that spot. Oth-
er magics, sorcery, runes, and spells also allow movement. For
more details please consult the Codex of Aihrde.

FIRST FLOOR

The first floor is roughly 12 feet above ground level. It has a few
arrow slits but is largely blocked off from the outside. The steps
from outside lead into Room F1 Foyer.

F1 Fover

The entrance steps lead up to the foyer and guardroom. The
foyer is empty but for a few torch sconces. It is well lit, however,
by two arrow slits that look out over the Yard beyond. An open
door leads to Room F2 Guard Room and a broad set of steps
lead up Room S1 Great Hall.

There is nothing of further interest here.

F2 Guaro Roow

The room is a simple guard chamber with a stone cot built into
the wall. The arrow slits look out over the Yard.

Piled in the corner of the room are four backpacks with bed-
rolls attached. These packs belonged to Corilyn and his men.



When they entered the Keep they set their packs here while
they searched the place. As noted below, they never returned.

All the packs are in terrible condition, but do have the sup-
plies the men carried. Each of the bedrolls is rolled up tight in a
ground cloth. Though the blankets are brittle to the touch, the
seal-skin ground cloths are in amazingly good condition. Inside
each pack are eight days of rations, a water flask, a rope, a grap-
ple, flint and tinder, and personal affects that include a comb, a
paring knife, some fish hooks, a deck of playing cards, scissors,
some parchment, a dried ink bottle and lip balm.

The playing cards are a deck of many things, but this deck
operates in a peculiar fashion. Pulling a card out has no ef-
fect. However, if someone sits down and plays any card game
with the deck, the winning card played by the winning player
activates the magic; roll this card randomly on the list pro-
vided in the core Gamemaster’s Guide to determine which
card is pulled. Otherwise the deck looks and acts as a normal

deck of cards.

FZ Svar CuaAmBER

A monstrous spider has taken up residence here, preying upon
the rare small mammal that wanders into the room. It is highly
aggressive and very hungry. It lurks over the door, braced against
the wall and lintel. The first person through the room suffers
the spider’s attack.

SPIDER, GIANT (unaligned L beasts): HP 34 (HD 4d10+12),
AC 14, Spd 30ft, 30ft (climb). Str 14 Dex 16 Con 16 Int 2 Wis
11 Cha 4. Perception 10. Stealth +7. Bite +5 (1d8+3 plus
2d8 poison plus poisoned, paralyzed /1 hr (Con DC 11 half);
Web +5 (5/6, 30ft, hp 5, AC 10. Target restrained. DC 12 Str
neg.). SA blindsight 10ft., darkvision 60ft., spider climb, tremor
sense on web, immune to webs, poison, bludgeon and psychic
damage, fire vulnerable.

There is nothing of value here, as the spider has not had any
victims.

Fa Troruy Roon

This is the lair of the barghest, though it is unlikely that he is in
the room, as he moves about the castle attempting to capture a
character alone or unawares.

Unlike much of the castle, this room retains a great deal
of its luster. Heads of all manner of beasts, deer, wild
cats, buffalo, a basilisk and others beside adorn the wall.
They show some signs of decay; an eye missing here,
some fur there, but whatever magic was set upon them
to preserve them clearly remains. The rug on the floor,
however, has enjoyed no such magical help, for it is
tattered, stained dark in places, and reeking to the high
heavens. Several exits lead out from the room.

The barghest sleeps upon the ruins of the carpet, which itself
was once bound with magic, but time and the violence of the
dark-hearted fiend has ruined it. The dark stains are his drop-
pings, dried feces and urine.

The barghest possesses a magical rope trick rope that, when-
ever vertically suspended from any surface, acts exactly like a
rope trick spell. He has suspended the rope from the nose of the
buffalo, hanging it there. He climbs into the extradimensional
space whenever he sleeps. He also stores his treasure there, and
hides there if necessary. For more on the rope trick rope see
New Magic, below.

Anyone taking the time to investigate the trophies notices the
odd rope hanging from the buffalo’s head with a successful DC
5 Wisdom (Perception) check.

DEVIL, BARGHEST (LE Medium Fiend): HD6d8+6 (HP 37),
AC 15, Spd 30ft. Str 17 (+3) Dex 15 (+2) Con 13 (+1)
Int 15 (+3) Wis 14 (+2) Cha 14 (+2). Saves: Str +6, Dex
+5, Wis +6. Perception 15 (+5), Stealth +5, Survival +5.
Multiattack: Bite 2d6+3 piercing and Claw 1d8+3 slashing.
Multiattack (2 claws and bite), Change Shape (goblin or woly),
Consume soul (those killed can’t be raised), feed (gain 1 HD/3
victims killed), Pass without trace (wolf form), Spell-like abilities
(Save DC 15). At will—change self, levitate, minor illusion, mis-
direction; 1/day—charm monster, dimension door, fear. Once the
barghest kills a foe, it feeds upon it, destroying the victim’s soul.)

The barghest’s treasure and lair lies within the rope trick rope
space. He will never leave this item behind and therefore fights
to the death if it is found. Within he’s piled his treasure.

TrEASURE: The barghest has hunted for years, even beyond the
confines of Ringshead Keep. Inside of his rope trick rope space
he has collected a small treasure trove: 400gp in assorted coin,
a ring with a blue sapphire in it, wrought in gold and platinum,
worth 125gp. There are 4 gemstones each worth 25gp. He has a
periapt of health and a +1 scimitar taken from Corilyn.

F5 AnTe-CHAMBER

This room once served the Keep as a preparation room. Here
the hunted creatures were stuffed, magically preserved, and
made presentable for mounting on the wall. There is little left of
this, save a stone cot in the corner that looks as much as a shelf
as it does anything else. There is nothing of value in the room.

FG Rep Cuarmers

These served as the Lord’s bedchamber both in the days of the
dwarves and the Ethrum, for it is the only bedchamber with
access to the well as noted below. There is a long, broad stone
bed here, arrow slits that offer defense and fresh air, and access
through a door to the steps above. There is access to the well
through the alcove in the corner.

The room is cool, filled with fresh air, but largely empty.
It has one large, broad stone bed set between the arrow
slits, but on the bed is the skeletal remains of a man, his
hands outstretched before him. As if frozen in time. His
ragged clothes have largely fallen into dust. A belt and
scabbard, wasted away with time, circle his waist. All
that remains of any value are his iron soled boots.

The body is that of Elgifu’s slayer, Corilyn. Close examination
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of the right boot (Wisdom (Medicine) DC 5) reveals a small
chunks of bone lodged into the sole where he stomped on her
hand to get the ring. But her slayer did not live for long, for
he fell afoul of the barghest who took the guise of the woman
and fooled him into thinking she came back from the dead,
then slew him by choking him. The barghest then devoured
his soul, leaving the man caught in limbo, his soul unable to
enter the Endless Pools and his body frozen as he died, the
bones petrified in place.

If a cleric examines the body, a successful DC 20 Wisdom (Reli-
gion) check allows them to identify that the body is hollow and
no echo of its soul remains. This means that burial would serve
no purpose and more importantly, that the soul was ripped from
the man’s body.

There is nothing of value in the room.

Arcove: The alcove is simple embrasure that allows the occu-
pant to open a small door in the wall, lower a bucket into the
well and draw up fresh water. The door is three by two feet, large
enough for someone to squirm through and into the well. Once
in the well, they discover a ladder as noted above.

F? Arsrow Roow

This small room had no purpose except for defense of the Keep.
Anyone in the room can fire arrows or crossbow bolts through
the arrow slit into the Yard beyond. Stairs in the corner tower
lead up or down to the adjacent floors. There is nothing of value
in the room.

SECOMND FLOOR

The second floor consists of the old administrative offices of the
Keep, including the Great Hall and the Lord’s chambers. Access
is gained from the first floor, Room F1 or the stairs deeper in
the Keep.

S1 Great Haw

This is the Great Hall, the first significant room that guests
entered whenever they entered the Keep. It is plain and una-
dorned. At the far end of the hall is a single stone chair, built
into the wall. Here the dwarves of old, and later the men, kept
court, feasted, entertained, and carried out all the normal func-
tions of a Lord.

There is little of value in the room. However, one of the soul-
less victims of the barghest haunts this room. As noted, Cori-
lyn brought three mercenaries into the Keep with him, and all
died at the hands of the barghest. One turned into a wight and
haunts the Great Hall and Room S7. There is a 1 in 2 chance
he is in this room.

If he is, he clings to the ceiling, hiding in the shadows, watch-
ing the party. If light is shined his way he moves with ex-
traordinary speed, crawling across the ceiling like a spider.
He crawls over any character left alone or standing apart and
drops upon them.
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WIGHT (NE Medium Undead) HP 45 (HD 6d8+18), AC 14,
Spd 30ft. Str 15 Dex 14 Con 16 Int 10 Wis 13 Cha 15. Percep-
tion 13(+3), Stealth +4. Life Drain +4 (1d6+ 2 necrotic, plus
DC 13 Con save or HP maximum reduced by damage taken
until victim finishes long rest. Death if max HP = 0, and rises 24
hours later as a zombie); Longsword +4 (1d8+2); Longbow +4
(1d8+2, 150/600ft). SA Immune poison, exhaustion; resist ne-
crotic and bludgeoning, piercing and slashing form nonmagical or
non-silver attacks); Sunlight sensitivity (disadvantage on attacks
and Wis (Perception) rolls based on sight in sunlight).

For the wight's treasure, see Room S7.

S2 Arrow Foown

This small room had no purpose except for defense of the Keep. Any-
one in the room can fire arrows or crossbow bolts through the arrow
slit into the Yard beyond. Stairs in the corner tower lead up or down
to the adjacent floors. There is nothing of value in the room.

S* WeLL Roow

This small room is set off the Great Hall and is the main ac-
cess to the well that supplies the Keep with water. The room is
held by a large iron door that is still intact, set into its hinges by
dwarves long ago. It has survived the ages.

The room is accessible from the well, if they climb into it from
Room F6, as noted above.

The door is locked from the inside. The heavy key remains in the
door. A rogue can attempt to pick the lock with a DC 12 Dexterity
check using thieves’ tools, or if the characters are truly enterpris-
ing, they can slide a flat object under the door, such as one of the
ground cloths found in Room G2, and attempt to push the key out
of the key hole, onto the object, and pull it back under the door
with a successful DC 15 Dexterity check; if the check fails, the key
bounces off the object and lands farther away from the door.

The door gives way to a small hall that opens into a room
only six feet across, but long. The air is heavy and still. It
draws the air from your lungs. As your light chases the
dark into the shadows a wave of exhaustion washes over
you. You spy an arrow slot covered and jammed with
debris, and down the room, a well-head. Crouched upon
it is the figure of a man. His clothes are in tatters as he
looks down in the darkness below.

The room is home to a mindless allip, the hollowed soul of a
second one of Corilyn’s men. This unfortunate soul did not die
as his companions did, but rather suffered the torment of the
barghest, who drew his soul from his living body. So the man
fled in torment, bolting himself in the well room. As his body
died, it became the hollow form of an allip. He sits there now, a
living husk of a man, with no soul, bereft of hope.

ALL® (NE Medium Undead) HP 48 (9d8), AC 13, Spd 30ft
(fly). Str 6 Dex 13 Con 10 Int 12 Wis 10 Cha 18. Perception
10 (0). Stealth +8. maddening touch +6 (Spell touch attack;
1d4 wisdom drain; lasts until victim completes long rest; allip
gains 5 temporary hit points) SA babble (all creatures within
60 ft. DC 15 Wis or affected as per hypnosis for 1 minute.



New save end of each turn to end and immunity for 24 hours);
madness (anyone attempting to use mind affecting effects DC
15 Wis or driven mad per confusion, 1 minute. New save each
turn to end); incorporeal movement (move through solid objects
and occupied squares but 5 force if turn ends inside an object).

Challenge 3 (700 XP)

TRreASURE: The allip has little in the way of treasure, as he has
slain no one over the years. He does however, have what he was
carrying in his last battle when he died. He wears it still, though
he does not use any of it in combat. He is in tattered black
clothing, shirt and pants, old boots and a broad cloak. Belted at
his side are a +1 long sword and a pouch with 67¢gp. The cloak
is magical in that it never stains and repairs mundane damage
to itself each day at dawn.

The corridor that leads off to the outer wall is not an arrow slit
but an actual window, closed with iron shutters. It too is locked
with a simple bolt.

Sa& Living CuarBeR

One of the Keep’s living chambers. It has a stone cot built into
the wall though no other defining features. The room is open
and airy as it has three arrow slits for windows.

This served any number of purposes depending on the age.
Guests, relatives, children, etc. dwelt here at one time or the
other. The room is decently lit during the day due to its three
arrow slits. The air here is fresh. There is nothing of value in the
room. However scrawled on the wall, just above the cot where
one’s head lies are the words “Let me out of here.” They are
scrawled in Ethrum.

They are meaningless, carved by a noble child of Ethrum who
sought freedom from her domineering father.

S5 Conirvion Area

This area served as a common area for Room S4 and Room S6.
The long steps lead up to a small area where long ago people sat,
studied, embroidered, or carried out whatever tasks or enjoy-
ments occupied their space in time.

There is an altar frieze carved into the wall. It is of a faceless
human with his held up so that the hands flank the head. It is
the All Father and has heard the prayers of countless people
over the long ages. Anyone who prays to the All Father heals
1d8 hit points. A cleric who prays regains 1d4 levels worth of
any combination of 1st- and 2"-level spell slots. A creature can
only gain these benefits once per week.

S§ Living CHAMBER

These living quarters are large, 20 by 20 feet, and are one of the
few with no arrow slits. Here the Lord or master of the tower dwelt.

The door here is iron and stuck in the frame. No one has opened
it in long years, and to do so now requires a successful DC 20
Strength check. Up to two people can push at the door; the
second person helping gives advantage to the roll of the first if
they succeed on a DC 10 Strength check.

The door opens, grinding reluctantly against the floor.
But fresh air assails you, carrying with it the smell of
birds and bird droppings. As you enter, a large crow
drops from the window and flies lazily away, cawing as
he goes. The room is largely empty.

A large, stone bed dominates the inner wall, easily big enough
to fit two humans. Otherwise the room is empty.

There is a secret door in the corner that leads to a safe room,
used by the occupants to hide from intruders if the Keep should
be overrun. Within are several shelves, upon which sit 10 jugs of
wine, with four packets of food set on the shelves next to them.
A trunk sits in the corner.

The wine is drinkable, though tastes as much like vinegar as
wine. The food is inedible.

The trunk is locked. The key is attached to the bottom of the
trunk. Anyone who lifts the trunk and looks can’t help but no-
tice it. Opening it requires a successful DC 18 Dexterity check
with thieves’ tools. Breaking the trunk is possible but takes
some time and effort.

TrUNK CONTENTS: 300gp, 10 5gp gems, and a silvered dagger.
There are also three sets of clothing. There are riding pants,
a shirt and boots with a cloak, a wide brimmed hat (folded), a
heavy wool dress with cloak and boots (clearly for a woman or
elf), and a smaller dress and boots for a child. In a small leather
pouch at the bottom of the trunk is a ring.

The ring is a two-dimensional ring. When worn, the user can,
at will, make himself two dimensional. Doing so make it impos-
sible to see the wearer from the side. For information on the
two-dimensional ring see New Magic Items below.

ST Ante CHaMBERS

This room served as a guardroom and armory. But it is now the
lair of the wight. He skulks in this room, crawling about the
ceiling in tormented agony. If the characters have not met him
in Room S1, they will meet him here. He spends much of his
time on the ceiling and leaps on anyone who enters the room.

As the door swings open, you are pummeled with an
overwhelming stench. The reek of old earth and death
fills your nostrils. Inside you see a long corridor of a
room with several arrow slits, but these are packed with
dirt and what appear to be tiny sticks.

The wight has packed the windows full of dirt, dead animal
carcasses (mostly birds), sticks, and other odds and ends it has
scrapped out of the Keep. The small white sticks the characters
notice are in fact the bones of the birds and rats the wight has
picked up and woven into a foul curtain. All this was done to
block out the sun.

See the wight in Room S1 for full stats. He attacks until killed.

TREASURE: His treasure consists of a leather bag on a leather
rope that he hangs in the center of the corner guard area. Inside
are a leather cloak in amazingly good condition, a pouch with
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35gp, and a set of jade troll knuckles (the Aihrdian dice game)
worth 250gp.

The corner room served as a guard post, and metal racks line
the walls here. They are clearly designed to hold polearms,
crossbows, bolts and the like.

SZ Lorp[s CHaMBER

This small room possesses a fireplace, a small sitting area, and
an open arrow slit allowing in fresh air and light.

An old chair lies in the sitting area, petrified with age. One of
the legs is broken off and lies on the floor.

The fireplace is large, nearly three feet wide. A coal basket
hangs on an iron peg next to it with coal still stacked in it. There
is about 24 hours’ worth of coal to burn here. Ashes in the fire-
place show that someone burned a fire but didn’t clean up. It's
been a long while, though impossible to determine how long.

There is a large key, four inches long, hanging inside the fire-
place. It hangs on the inside wall, over the opening and is only
noticeable if someone looks up and at all sides of the chimney.
It hangs on a chain black with soot. The key is brass, though it
too is covered with soot. The key’s purpose has been lost to time
and has hung there unnoticed for countless years.

S9 Arrow Roowm

This small room had no purpose except for defense of the Keep.
Anyone in the room can fire arrows or crossbow bolts through
the arrow slit into the Yard beyond. Stairs in the corner tower
lead up or down to the adjacent floors. There is nothing of value
in the room.

THIRD FLOOR

The third floor houses the kitchen and living quarters.

T1 ano T2 Arrow Roow

This small room had no purpose except for defense of the Keep. Any-
one in the room can fire arrows or crossbow bolts through the arrow
slit into the Yard beyond. Stairs in the corner tower lead up or down
to the adjacent floors. There is nothing of value in the room.

T HawL avo Arvory

This long narrow corridor is lined with racks built into the wall.
Here the past inhabitants stored weapons, armor, shields, bows,
and crossbows. There is nothing left here save for a heavy cross-
bow and a helmet lying on the floor.

Whatever peculiar happenstance of fate there was, it spared the
crossbow from the ravages of time, and it is in reasonably good
shape. The helmet too is in good shape, only its strap falling to the
mice or rats that have passed through the hall from time to time.

T2 Arrow Foor (WEAKENED)

This small room had no purpose except for defense of the Keep. Any-
one in the room can fire arrows or crossbow bolts through the arrow
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slit into the Yard beyond. Stairs in the corner tower lead up or down
to the adjacent floors. There is nothing of value in the room.

The mortar around the arrow slit has given way and the stones
here are very loose. Even a gentle push on them (or pull from
the outside) will send part of the frame tumbling away, allowing
access or egress as desired.

Ts5 Living CuavBeER

This room served as a windowless living quarter or prison for
guests. Both doors have long since rotted away, and only the
hinges remain, so entering it easy. There is a stone bed in the
corner. It is large enough for two humans to use if needed.

But the third of Corilyn’s men found his way here. After being mor-
tally wounded, he fled up the circular stair and collapsed. Here he
cut off the remainder of his leg and drug himself to the bed. He
pulled himself up on it, but fell off, dying in a heap on the floor.

The room is square without window or arrow slit. A
skeletal body lies upon the floor in a heap of bones
and old tattered clothing. His leg lies by the door, the
remnants of a rat-chewed boot on the foot.

The body is lifeless, but anyone approaching the leg feels a sig-
nificant drop in temperature, and if they are within a few feet,
they can see their breath in the air.

Though the body is dead, the spirit of the man remains. It is not
attached to the body however, only the leg. In death the spirit
did not know which way to turn and wandered to the leg, where
it has hung ever since, looking down upon it, wondering what
happened. If the leg is touched or moved, the ghost materializes
above the leg and begins to howl.

The characters have one full round to vacate the room or the
ghost attacks. It will not pursue them out of the room.

GHOST (CE Medium Undead) HP 45 (HD 10d8), AC 11,
Spd 40ft fly. Str 7 Dex 13 Con 10 Int 10 Wis 12 Cha 17.
Perception 11 (+1), darkvision 60ft. Withering Touch +5
(4d6+3 Necrotic), Horrifying Visage (all who see frightened
(DC 13 Wis neg.) Failing save by 10 also ages 1d4x10 years),
Possession (Recharge 6; Ghost possesses target (DC 13 Cha
neg.). SA Etherealness (action), Ethereal sight (60 ft), Incor-
poreal movement, Damage Resistance to acid, fire, lightning,
thunder and bludgeoning, piercing and slashing from nonmagi-
cal weapons, Damage immunity to cold, necrotic, poison, Im-
mune to charmed, exhausted, frightened, grappled, paralyzed,
petrified, poisoned, prone, restrained.

TREASURE: The man’s equipment was lost in his flight from the
barghest. However, in the boot of the severed leg is a set of high
quality thieves’ tools. These tools give a +1 bonus to thieves’
tools checks.

TS KircHen

Here food was prepared for the Lord and his garrison. There are
two large ovens in reasonably good shape and a stone table built
into the wall.



A good two-dozen iron skillets and pots lay on the floor, on the
table, or hang on metal hooks on the wall. A good two-dozen
ceramic jars line shelves on the walls. A large bin of coal re-
mains along with a host of cooking utensils.

There is little of value in the room aside from a spell scroll
hidden in one of the jars. Anyone searching discovers the
scroll. The scroll should be for a spell caster of the Castle
Keepers’s choice and spells the character does not already
have and include 2 first level spells, 1 2™ level spell, and 1
3 level spell.

ROOF A

Access is gained to Roof A only from above and the tower stair.
The roof is unoccupied and long abandoned.

R 1 Arvory

This small chamber served to house any number of war imple-
ments. The door remains intact and has survived the ravages of
time. Within are the following items:

12 halberds

4 light crossbows
120 bolts

4 tridents

4 war picks

8 iron shields

4 suits of scale mail

8 helms

R 2 Rawy Haw

This open room once housed a number of tables, chairs, and
other sundries. All have long since vanished. Here, men gath-
ered to defend the rooftop, wounded were tended, and they ate,
drank, and prepared for battle.

R T SmrHy

A small furnace with exhaust piping leading out to the roof
dominates this room. Stone benches line the walls, crowned
by a large number of iron pegs. A number of tools remain,
rusted and aged. They are all blacksmithing tools. Any en-
terprising person can clean the tools and make them useful
and ready.

R & Aviary

Built into the wall are a dozen large birdcages, all iron. Here the
Lords of the Keep kept a flock of birds, allowing communication with
other forts. There are no birds and have not been for some time.

ROOF B

The top of the tower is dominated by battles on all four sides,
each overlooking the Yard beyond. Four towers flank the battle-
ments, each accessed by stairs.

RB 1 Wartcu Tower

The watch tower stands markedly higher than the other three.
It is covered in a conical roof with dark colored shingles, only a
few of which have fallen away. Access to the center portion of
the tower is gained by the ramp that winds around it. The ramp
is protected on the outer side by battlements.

This small tower room crowns the entire Keep. The room is only
eight feet in diameter and possesses a single stone bench. Lying
against the wall is a kite shield. Upon its face is carved the like-
ness of a buck deer with large antlers. The shield shines with a
luster than only polished steel can carry.

It is a shield of absorption, left here long ago and forgotten by
all but the birds. For more information on the shield see New
Magic Items.

From here the whole valley unfolds to the viewer.

ER2-RR & Towers

Each of these towers are identical. Though somewhat worn, the bat-
tlements are in amazing condition for their age. Each at one time had
frames for holding large 25-gallon iron pots, enabling the defenders
the ability to dump burning liquids on the enemy below. Few of these
remain, but a large pot on RB 3 lies against the parapet.

RR 5 RATTLEMENTS

There is nothing here, just open to the air. Here men rallied and
fought in days of yore.

RINGS UPOM THE LAKE

The Ring of Brass found in Room G8 connects to any other
Ring of Brass set in the world of Aihrde. Travel is possible any-
where that the characters are aware of a Ring existing. How-
ever, usage of the Yorgach Coin creates the image of the Ring
of Brass that is set in the hills overlooking Lake Ugashtan and,
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if the characters desire, it instantly transports them to that hill-
side in the Haunted Highlands.

Here the Ring is mounted on the wall, set there by the Herald of
Unklar, the demi-god Yorgach. Any passing to this ring first ap-
pears at a set of stairs, carved with runes that lead up. Following
them reveals a circular opening in a cavern wall.

The Ring is open before you. The dark earthy smell of
a cavern pervades the air, covered only by the smell of
burnt wood and charred coal. Peering into the rock hewn
cave you see a band of orcs camped. A dozen strong, they
sit sprawled upon a ledge overlooking a cliff, beyond
which the blue skies reflect a gigantic inland lake.

The orcs are utterly unaware of the characters’ entry into the cave.

Ore, SUB-CHEF (CE Medium Humanoid) HP 37 (HD
5d8+15), AC 18, Spd 30 ft. Str 17 Dex 14 Con 16 Int 9 Wis
13 Cha 13. Perception 10. Intimidation +3. Great sword +5
(2d6+1d8+3). SA Darkvision 60ft; Double move. He wears a
breastplate of beaten brass and carries an iron shield. He wields a
huge great sword. He collects halfling soles and spends all his coin
having them strung to his shield, and upon his belt. They are worth-
less to anyone other than a fellow orc.) Challenge 2 (450 XP).

OrCS, 22 OrRC (CE Medium Humanoid) HP 15 (HD
2d8+6), AC 13, Spd 30 ft. Str 16 Dex 12 Con 16 Int 7 Wis
11 Cha 10. Perception 10. Intimidation +2. Scimitar +5
(1d6+3) or Mace +5 (1d6+3). SA Darkvision 60ft; Double
move as bonus action. They wear hide armor and carry scimi-
tars or maces for weapons. Each orc carries little coin, if any,
but sport their wealth in jewelry. Each possesses 1d12gp in rings,
bracelets, necklaces, etc.).

Welcome to the Haunted Highlands! For more, be sure to
check out all the wonderful source material: Players Guide to
the Haunted Highlands, Castle Keepers Guide to the Haunted
Highlands, Free City of Eskadia and the Area Map.

MNEW MAGIC ITEMS

Ramns or TerMut
Wondrous item, uncommon

If you are a cleric or paladin of Tefnut or any river god or goddess,
or the Og Aust, these golden bands grants you advantage on a
total of three Wisdom saving throws or Wisdom ability checks per
day. These charges return with the coming of the dawn.

Tue Mace Belr
Wondrous item, rare (requires attunement)

You can peer through walls and other solid barriers while wearing
this belt. To use the belt, you must concentrate for 1 minute, after
which you can see through up to 1 foot of stone, 1 inch of common
metal, or 3 feet of wood or dirt, but you cannot penetrate even a
thin sheet of lead. Your vision is hazy and appears only in shades of
gray. You can see beyond the barrier even if the other side is com-
pletely dark. This vision only allows you to see objects, not crea-
tures, and you cannot see things in motion, whether objects or not.
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Rore Trick Rore
Wondrous Item, rare

This magical rope is four feet long and weightless. When you tie
it to any vertical surface, it creates a magical doorway into an
extra-dimensional space as described in the rope trick spell. This
space can hold up to eight Medium or smaller creatures. The
rope itself does not have any weight, nor does anyone climbing
up it. For instance, if the rope were tied off on a branch, a 200
Ib. man could climb the rope without bending the branch.

Two-Divensionar Ring
Ring, very rare

When you expend a charge from this ring as an action, you
transform into having only two dimensions: you have height
and width but no depth. You can squeeze through any space by
turning sideways so long as the space allows sufficient height.

While two-dimensional, as a reaction or a bonus action you can
turn sideways, effectively becoming invisible, although you can
still be seen with true seeing. You gain immunity to all attacks
and magical effects, but at the same time you cannot cast spells,
make attacks, or affect objects or your surroundings.

The ring has 4 charges. It regains 1d3 charges every dawn. Once
activated, you remain two-dimensional until you spend a charge
to return to normal.

SuELs oF ABSORFTION
Armor (shield), rare (requires attunement)

When holding this shield, it increases your Armor Class by 2. In
addition, when you activate this shield as a reaction, you gain
resistance to bludgeoning, piercing, and slashing against non-
magical weapon attacks until the start of your next turn.

The shield has 3 charges. Each time you activate its power, it
expends one charge. It recharges 1d3 charges at dawn. If the
shield has no more charges and you activate its power, the shield
shatters after absorbing an attack.

YorcacH Com

Wondrous item, very rare

When Unklar fell and the Winter Dark ended, the orcs were
bereft of their god, and returned to the worship of many lesser
deities. Many of these sought to gather their scattered people
together, to rebuild and regroup. One such was Yorgach, the
Herald of Unklar, a mountain of an orc, and a god to his people.
To this end he sought to take advantage of the Rings of Brass
and fashioned four coins, each impressed with the memory of
his lair, set in the far north of the Highlands.

While standing at one of the Rings of Brass, you can active
this coin as an action by holding it in your hand and squeezing.
This conjures the image of the Ring of Brass set in the Haunted
Highlands. The image remains for 1 minute. During this time,
any creature that moves into the image teleports to that gate,
which itself stands upon a high cliff overlooking the southern
shores of Lake Ugashtan. The ring can be used once per day.



THIRD FLOOR

CASTLE RINGSHEAD

1 SQUARE = 10 FEET
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Class, Fighter, Ranger, Rogue, Assassin, Barbarian, Monk, Wizard, Illusionist,
Cleric, Druid, Knight, Bard, Paladin, Race, Demi-human, Dwarf, Elf, Gnome,
Half-Elf, Halfling, Half-Orc, Hit Dice (HD), Hit Points (HP), Alignment,
Lawful Good (LG), Lawful Neutral (LN), Lawful Evil (LE), Neutral (N),
Neutral Good (NG), Neutral Evil (NE), Chaotic Good (CG), Chaotic Neutral
(CN), Chaotic Evil (CE), Level, “to hit”, Damage, Experience Point, Saving
Throw, Player Character (PC), Non-player Character (NPC), Turn Undead,
Spell, Arcane, Divine, Magic, Spell Resistance, Item, Equipment, Armor,
Weapon, Potion, Rod, Staff, Wand, Scroll, Ring, Wondrous Item, Artifact,
Cursed,d4, d6, d8, d10, d12, d20, d%, round, and turn.

DEsiGNATION OF ProbuUCT IDENTITY: Product identity is not Open Game Cotent.
The following is designated as product identity pursuant to OGL v1.0a(1) (e) and
(7): (A) product and product line names, including Castles & Crusades, Castles
& Crusades: Player’s Handbook, Castles & Crusades: Monsters and Treasures,
Castles & Crusades: Castle Keeper’'s Guide; (B) logos, identifying marks,
and trade dress; (C) all artwork, logos, symbols, graphic designs, depictions,
likenesses, formats, poses, concepts, themes and graphic, photographic and
other visual representations; (D) logos and trademarks, including Castles &
Crusades, Castle Keeper, SIEGE engine, and Troll Lord Games, or any other
trademark or registered trademark clearly identified as product identity by the
owner of the product identity, and which specifically excludes the open game
content.

All text, artwork, and maps appearing in this book is property of and copyright
2007 Troll Lord Games. All Rights Reserved. Castles & Crusades, C&C,
Castle Keeper, Troll Lord Games, and the Castles & Crusades and Troll Lord
Games logos, and products published by Troll Lord Games are Trademarks of
Troll Lord Games. All Rights Reserved.

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.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners
who have contributed Open Game Content; (b)”Derivative Material” means
copyrighted material including derivative works and translations (including into
other computer languages), potation, modification, correction, 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
clearly identified as Open Game Content by the Contributor, and means any work
covered by this License, including translations and derivative works under copyright
law, but specifically excludes Product Identity. (e) “Product Identity” 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 registered trademark clearly identified as Product identity by
the owner of the Product Identity, and which specifically 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. You must affix such a notice to any Open
Game Content 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.

3.0ffer 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 and/or You have sufficient rights to grant the rights conveyed 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.

8. Identification: If you distribute Open Game Content You 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 Reference 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.

5th Edition Role Playing Stains Upon the Green, Copyright 2019, Troll Lord
Games; Author Stephen Chenault.



7 ARVYVEBRNTBRE

Stains upon the Green thrusts the characters into the Tar Kiln, where the ruins of
an old dwarven ring fort offers them refuge from the wilderness and its many dangers.
Beyond the parapet’s walls and the ruined barbican that breaches them stands a keep,

built on these borderlands long ago. Abandoned now to the wilderness, its secrets

are ripe for the taking. But within it lies a secret portal that others wish to use, to
bridge the gap between worlds.

The adventure is set upon the borderlands known as the Tar Kiln, a wilderness
that lies beyond the northern marches of the Kingdom of Kayomar. Here the

5’ rolling hills and mixed pine and hardwood forests give refuge to creatures great and
small; boars the size of ponies, giant wolves, and massive cave bears. There are also
5 bull-headed men and long toothed tigers, grim faced giants, and trolls. They come

for the hunt, for the elk and deer are plentiful and large. It is a broken country,
littered with tar pits that lay in bleak silence like stains on a canvas.

It is designed to introduce characters to the Rings of Brass, magical portals that
5 lead to dwarven roads carved through the planes. It is specifically designed for
use in bridging the Lands of Ursal in Aihrde with the Free City of Eskadia in the
Haunted Highlands. It is modular however, allowing its use in any setting of
the Game Master’s choice. The plane travel aspects are not germane
to the adventure and can be discarded if desired.
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