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NOTES

A decade ago, nine stalwart warriors, common men and women, faced
the sinister Slavelords and prevailed! To save loved ones stolen by the
evil Slavers, they braved the rugged wilds of the Pomary and fought
fierce goblins and orcs thar guarded the Slavelords’ secrets. They van-
quished many villains, from the wicked priestess Pieta and her thief
comrade Dirk to the blind warrior Icar and his elven mistress Markessa,
whose cruel craft reshaped bodies and minds. At last they found the
Slavelords’ stronghold, In the hidden city of Suderham, in the maw of
M. Flamenblut, they confronted the masters: the evil priest Stalman
Klim, the half-orc assassin Theg Narlot, the drow swordswornan
Edralve, the illusionist Lamonsten, the female thief Ketta, and the monk
Brother Kerin, When the champions vanquished their foes and scattered
them to the four corners of the Flanaess, the mountain awoke, its ﬁery
blood consuming the Slavelords’ city.

— The telling of Blodgett the Survivor

It has been over 10 years since the Slavelords were defeated. Though
their raids harried only the Wild Coast and lands of the Bright Desert,
reports of entire villages disappearing made the Slavelords the scourge
of the free lands. Recently, ships flying the yellow sails of the Slavers
have been sighted as far north as Nyr Dyv, the lake of unknown depths.
People are being stolen from their homes, and the scourge of the
Slavelords has returned!

Using THis Book
This product features adventures in the world of Greyhawk, the D&D®
game’s original setting. Preparation is required.

This adventure has been designed with a loose structure and can easi-
Iy be placed into any fantasy campaign. Attention is focused on detail-
ing sites critical to the Slavers. Story ideas are presented as guidelines,
and the Dungeon Master may use these to create adventures to suit the
heroes. While an order is proposed, the DM may run episodes in any
order. The DM should add clues to direct heroes to the next site of an
adventure. For instance, once the heroes defeat the Slavers at Slavers
Cove, they may find a map or journal detailing where the next Slaver
base is located. GREYHAWK® campaigns feature a lot of action, and the
DM may want to provide the heroes with magical healing or a safe
haven where they may recover. The ultimate goal is to expose the
Slavers, rescue any kidnapped friends, and eliminate the threat of the
Slavelords once and for all.

The DM will need copies of the DUNGEON MASTER® Guide,
Pla)/cr's Haudbook, and MONSTROUS MANUAL™ tome to prepare.

The DM may use GREYHAWK:
sy world as the setting for the
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Thmughout the domains of Dyvers, Greyhawk, and the Wild Coast,
other allies and spies of the Slavelords scheme to enrich their masters
and weaken the free lands, Spies include low-ranked Slavers, humanoid
brigands, and members of the Scarlet Brotherhood, the Earth Dragon
Cult, and the Alliance. They report to regional directors. These spy
captains appear to be the same woman in different guises—an evil elven
sorceress and one of the original Slavelords by the name of Markessa,
In truth, all of the spy captains are actually duplicates, created by the
original Markessa {who dwells in Kalen Lekos in the heart of the
Pomarj) by using surgery and brainwashing on other elven mages. These
spy captains promote the misconception that they are the same person.
They work together like devoted sisters, each believing herself to be the
“true” Markessa. Needless to say, they create confusion and déji vu
when encountered by the heroes.

Cast oF HEROES

This adventure is designed for five to eight heroes of levels 4-5. Each
character should have no more than one or two temporary magic items,
such as scrolls, and one magic weapon, armor, or other limited-use
magic item. As with all GREYHAWK aclventures, this one may be adapt-
ed for characters of any level. It is possible for the Dungeon Master to
adapt any adventure to challenge most hero levels. Experienced DMs
already know how vo alter challenges, but here are some rules of thumb.

Adapting Adventures to Hero Level

1. Emphasize role-playing. Storytelling should be more important
than rules and combat. Encourage players to work as a team, supporting
each other and developing creative solutions. They should try negotia-
tion or cleverness over brute force when possible. A story that creates a
sense of wonder, danger, humor, awe, and excitement is the best tool to
make great adventures.

2. Monsters are not stupid! Even the biggest brute should have a
sense of self-preservation and develop strategies to use special abilities,
such as climbing or webs. Intelligent monsters should be as smart as the
heroes, using negotiation and wits.

3. Tricks and traps hurr all levels! If the DM can prevent detection
or distract a hero long enough to trigger a trap, it can hurt characters of
all levels despite their Armor Classes, Damage inflicted can be increased
to keep challenges equal for the heroes.

4. Beginning-level adventures should minimize points of damage
inflicted and emphasize the drama of the challenge with sights and
sounds. Damage should be threatened, but avoidable. The DM should
let nonplayer characters suffer major damage, frightening the players
with what could be their heroes’ fate. If an early challenge proves too
difficult for the heroes, the DM may have the foes flee or panic (-2 to
attack rolls) or surrender after suffering an amount of damage or
encountering something they fear or when their leader is defeated.

Mid-level adventure challenges should inflict basic damage and still
emphasize the drama. The number of foes should equal the heroes’
numbers. Foes use allies and clever strategies. Encounters with foes may
be deleted if the danger is too great.

High-level adventures should inflict two to three times basic damage.
Clever strategies should be emphasized, and the number of foes should
equal two to three times the herces’ numbers. Foes use allies, monsters,
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and magic. Foes should have planned strategies, reinforcements, escapes,
and clever use of their resources and environment. Adventures use mis-
direction and distractions.

Quick CHARACTER CREATION

This method may be used if the Dungeon Master must create new non-
player characters or the players need to create new heroes quickly.
Assign the following scores to a hero’s six abilities: 16, 15, 12, 11, 9, 8.
Or, for an NPC who is weaker than a hero, use these scores: 15, 13,
11, 10, 8, 6. Heroes start at 3rd level, characters at 1 HD or 1st level.
Distribute 6 bonus points among each NPC's level and ability scores.
Each hero begins with one weapon, one week’s rations, a knife, water-
skin, one temporary magic item, one permanent magic weapon or
defense, 3d6X5 gp, and one persona] item of the DM’s choice. When
the heroes are assembled, give the players this list of additional team
possessions to be divided among the party: a lantern, 50 feet of rope, a
filled waterskin, two bottles of wine, four flasks of oil, one tinderbox, a
mule, and a tent. Nonplayer characters begin with less: one weapon or
makeshift weapon, basic armor, 3d6 gp, two skills or nonweapon profi-
ciencies, and the tools of his or her trade. The DM may give an NPC
one minor magic item for every three levels of experience. The DM

should create and present heroes and characters with basic backgrounds
and motivations.

GETTING STARTED

Have the players select the heroes they are going to play ahead of time.
The DM should take about half an hour to adjust encounters to chal-
lenge the level of characters selected and make notes regarding which
challenges were chosen.
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SUGGESTED ADVENTURE OUTLINE

This product features important locations and strongholds under the
influence of the Slavelords. Tt also examines various agents and spies of
the Slavelords, plus their personal agendas. However, these sites and
people have only vague links that tie them together into a grand adven-
ture, This section proposes a storyline that the Dungeon Master can use
to lead the heroes to explore and adventure in each of these sites, This
is only a suggested order and adventure theme; the DM should feel free

to create his or her own story and order.

Making Friends & Getting Familiar. The Dungeon Master may begin
by introducing the heroes to the town of Dyvers and the challenges that
lie theremn. They should be given an opportunity to make friends or meet
family members who dwell in the town, and who care about the heroes.
Through story development—rescues, secking personal aid, family ties,
and shared experiences—hopefully the heroes will come to care for their
friends, The DM should lead the hetoes through some minor adventures
to give them a chance to become familiar with the setting. They could
thwart a smugglers’ ring and earn the enmity of the rogue alliance. They
may slay rampaging monsters and explore the countryside. Or they may
bring a thief or assailant of innocents or a noble to justice. During this
time, the heroes should discover abandoned scenes of carnage, missing
people, and rumors about suspected slave raids, Word is out that
humanoids—gnolls, goblins, orcs, and ogres—are behind the disappear-
ances. A reward is offered for information leading to the arrest of the cul-
prits. The DM should provide the heroes with clues that lead to an inves-
tigation of the Blackthorn Caverns in the Gnarley Woods. Care should be
taken so that the heroes don't discover the precise location of the
entrance to the Blackthorn Caverns. Thus, it will prove difficult for them
to return with an army and destroy this haven of evil. The heroes may
stumble on the site in the dark or during a storm, or they may chase a
band of humanoids back to their lair or be captured by humanoid raiders
and have to escape these caverns. The heroes should barely escape with
their lives.

Slave Raids Hit Home. When the heroes return to Dyvers after their
abortive raid on Blackthormn, they should witness the end of a slave raid
on an outlying manor house by the Pirates of the Yellow Veil. They
can only stop a few of the raiders, and are too late to prevent the ship
from setting sail and escaping. The heroes should discover that several
of their friends were either slain by the Slavers or nabbed in the raid.
With a reward offered by the mayor of Dyvers and the added motiva-
tion of rescuing friends, the heroes should be driven to pursue the
Slavers. The DM should create a string of clues that will lead the
heroes to the secret Slaver way station in a warchouse on West Gate
Island. There they discover evidence that the Pirates of the Yellow Veil
are actually agents of the Slavelords. They are back in business. Before
the heroes can interrogate any captured villains, the captives are slain by
an assassin’s bolt.

On the Trail of Kidnappers. In order to track the Slavers to their
secret base on the Nyr Dyv, a patron of the heroes surreptitiously offers
to help them set a trap for the Slavers. The heroes are to sail forth on a
decoy ship, supposedly laden with cargo and passengers bound for the

Wild Coast. Their patron will

and down the coast of the Nyi
Slavers strike against the ship,

make sure that the word is spread up

Dyv to alert the Slavers. When the

the heroes may be able to capture them

or follow them back to their base using locate object on the stolen

cargo. The Slavers will take th
Whether the heroes track the S
prisoners does not matter, The
slaves, and capture or slay the §

bait, and a naval battle must be fought.
lavers to their lair or are carried there as
must find a way to safely free the
IZIVQTS.

At Shivers Goves The heroes s lead them to the first secret base
of the Slavers hidden on the southern shore of the Nyr Dyv, either as

prisoners or as bounty hunters.

But a sea-boar (a monster with the head

of a giant wild pig and the body of a sea serpent) prowls the waters,
and the heroes will need to find a way past him, quietly if they are an

invasion force, The Slavers are
cient warning will put up a gog
their own lives, Subterfuge and
vent the Slavers from getting a
heroes sneaking aboard the Sla
it. Whatever the outcome, the

prepared for intruders, and given suffi-
d fight to protect their captives and save
a commando raid are called for to pre-

way. This invasion may end with the

er ship, the Eternal Sun, and capturing

heroes should discover clues that lead

them to other secret way stations along the Selintan River and to the

port of Hardby.

Voyage of the Eternal Sun Witﬂ the commandeered slave ship in their

possession, the heroes may now‘

sail down the Selintan searching for the

Slavers” hidden way stations. Tﬂese include an old shipwreck, a rogue
Rhennee barge, a ferryman at Ford Keep, and a smugglers’ cave up the
Yarpick Creek. In the process they may encounter another one of the

ships secretly used by the Slavers—the Longspan or the Radiance. The
journey ends at the Port of qu‘Hb}', where the heroes encounter a misun-

derstanding with the Hardby

Ntnrines, being in possession of a contra-

band smugglers ship. Though the mistake may be sorted out, the heroes

should find themselves stranded

in Hardby, their ship confiscated. They

should spend some time interacting with the locals, perhaps engaging in
one or two side treks to High Pass, Fishtown, or Megas Landing. They

should run afoul of the rown’s jelitics and the Slavers’ agents, who

attempt to eliminate them. Eve

tually, the heroes are conscripted by the

city to perform pest exterminatibn in return for dropping all debts they

come to owe to the city.

Battle of Bright Tower. While
are sent with a patrol to help ¢
insects and a dozen grubs. On
encounter a large band of orcs
CHVCI'IIS). The Orcs Outnllmber
heroes will flee back to the safi
them, they give chase. If the he
brigade of gnolls and ogres con
orc bﬂnd. Tlle he['DE:S are Caug

until they reach Bright Tower

posted to the Bright Tower, the heroes
cterminate an ankheg hive of eight giant
their way back to the fort, the heroes
cading north (to reinforce Blackthorn
the heroes almost ten to one, and wise
ty of Bright Tower, When the orcs spot
oes head north, they encounter a

ning south from Blackthorn to meet the
t between the two forces and must flee
t sunset. In an effort to keep their pres-

ence secret, the orcs attack Bright Tower under the cover of night with
reinforcements from Blackthorn. The heroes must somehow sutvive

until Hardby can send militia by noon the next day.
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Structures and Conveyances

All structures have the following characteristics: AC (Armor Class);
SP (structural hit points); Cover (AC adjustment when hidden
behind); Saves (saving throw score versus special attacks; a successful
save either halves or negates effect); SZ (size).

Example:

Building, wooden: AC 7; SP 8 per 10x10; Cover +2 AC; Saves 17;

7. H (10x10).

Conveyances and siege weapons have the following additional char-
acteristics: MV (movement rate; for ships this may be oar, sail, or
combination oar/sail); THACO (base chance to hit AC 0); #AT
(number of attacks per round); Rg (range figures for minimum,/
short/medium/iong; medium range is at —3 to hit; long range —5);
Dmg (damage to small to man-sized targets, large or bigger targets,
and fraction of damage to structures); Team (number of animals to
pull a conveyance); Crew (the number of men to operate a con-

veyance of siege weapon at peak performance); Cargo (carrying
‘ capacity in tons); Pass (the number of passengers or troops it may
carry); Space (wt) (the space a siege weapon takes up on a ship, mn
number of SP [and reduction of cargo tonnage]; see “Artillery” on
page 23).

Examples:

Wagon, small: MV 15; Crew 1-2; Team 1-2; AC 7; SP 18; Ram +1;

Cover +2 AC; Saves 15;:SZ L. (5)(12)(5); Cargo 2 tn; Pass 2.

Ballista, light: MV 9; Crew 1; AC 7; SP 4; THACO 12; H#AT %

Rg —/8/16/24; Dmg 1d6 S—M, 1d8 L, %0 ST: Cover 0; Saves 15;

Space (wt) 5(]); SZ S (2x2x3).
Other information is provided for ships: Dm (lengthxbeamXdraft
[minimum depth of water needed to float the ship]); Manv.
(maneuver bonus; see the section on Naval Combat); Arm (siege
weapons a ship is capable of carrying); Ram (Ram Factor; see the
section on Naval Combat; some land conveyances also have Ram
Factors),

Example:

Cog: Dm 90x20x4.5; MV 9 sail; Manv. 1d6; Crew 4-20; AC 7;

SP 51; Arm up to 2 hvy artillery and 1 It artillery; Ram 0; Cover +5

AGC; Saves 16; SZ L; Cargo 150 tm; Pass 5.

Damaging Structures
Heroes may find opportunities to cause damage to structures. Rules
for causing structural damage are recapped here.

Most weapons are not designed to damage wooden, stone, or
metal structures, though there are exceptions. Most weapons inflict
one-quarter normal damage, rounded up. Blunt weapons cause half
damage, rounded up. Small missiles cause no damage. Piercing and
sharp weapons cause one-quarter damage only to wooden structures,
and none to stone or metal ones. Chopping weapons and heavy
swords cause half damage to wooden structures only. Fire causes full
damage to wood and one-quarter damage to other materials. Damage
inflicted by siege weapons varies based on the type of missile. Usually
artillery causes half damage.

Putting Things to Rest. Following their tour of duty at Bright Tower
Keep, the heroes once again journey south, this time into the Wild
Coast. They should make the town of Carnakh their base of operations,
while exploring the Wild Coast and Woolly Bay and participating in
orc hunts, monster exterminations, raids into ruins, and searching fur-
ther for connections to the Slavelords. The trail should lead to Sevant's
Tower, across the river from Sevant’s Cove, in one of two ways. The
heroes may follow a suspected Slaver agent from Hardby or another vil-
lage to Sevant’s Cove, and thence to the haunted tower. Or, one of the
residents of Carnakh is the retired warrior Suzo, Intrigued by the
heroes’ growing reputation, he approaches them to help recover his
brother Sonjar’s body from Sevant’s Tower. He and Sonjar once served
the wizard Sevant, until he was slain by a rival wizard. Sonjar died in
that tawer, but Suzo managed to escape. He has regretred never return-
ing for his brother’s remains.

Into Enemy Hands. With the defeat of Vessa, the black-skinned
Markessa, at Sevant’s Tower, the heroes receive a commission from
Greyhawk or Hardby to pursue the Slavers into the Orc Empire. The
heroes must journey south from Safeton into enemy territory, avoiding
humanoid tribes and trying to blend in as mercenaties. Their path even-
tually leads to Port Elredd, where they spy one of the surviving slave
ships and must dig up clues to the Slavelords’ secret identities and

goals. The clues and friends they discover here will lead them south
into the Orcish Empire of the Pomar;j. 7

Desperate Times. Once they enter the Pomarj, there’s no turning back
for the heroes. Clues should lead them to the City of Highport in the
Pomarj. There, they must follow the path of the first Freedom Fighters &
who defeated the Slavelords, destroying the Slavelords’ thriving market-
place and freeing all the slaves they can. Then the heroes must strike
out across the wild lands of the Pomarj, searching for some fabled fort
of the Slavelords hidden in the Drachensgrab Mountains.

Slaying the Slavelords. Either as prisoners of the Slavelords, or mas-
querading as mercenaries, the heroes must ferret out the location of the
secret capital of the Slavelords, the mountain city of Kalen Lekos.
There, they at last come face to face with the sinister Slavelords and the
secrets behind their power, hidden deep within the temple of the Earth
Dragon. But defeating these villamns and their demigod patron is the
stuff of legend, and demands hetoes of great courage and valor, or at
least an unrelenting drive for vengeance and greed for the Slavelords’
hidden treasure trove.



This chapter explores the city of Dyvers, its people, and its surrounding
lands. Also presented are game statistics for typical land and seagoing
conveyances and rules for managing naval combat during this adventure.
Two sites linked ro the Slavelords are detailed for further adventures,
including a secret cove where kidnapped captives are held until they can
be shipped to the Pomarj, and a deadly lair of humanoids, hidden in the
depths of the Gnarley Forest.

HisTorY oF THE CiITY

Dyvers is an independent city nestled on the southwestern shore of the
Nyr Dyv, or “Lake of the Unknown Depths.” Because of its location at
the mouth of the Velverdyva River, most water traffic from nations to
the west of Dyvers—Veluna, Bissel, and Furyondy, on the northern
shore of the Nyr Dyv—passes through the city.

Once just a river town, a part of the Gold County of the Ferrond
satrapy of the Great Kingdom of Aerdy, the city originally named
Dyvar (“deep water”) became a hub for river and lake traffic. As the
power of the Great Kingdom waned with its Overking’s sanity, the
Viceroy of Ferrond sought to distance his people from the troubles of
Aerdy. In the war that followed to free Ferrond from the Great
Kingdom's control, Dyvers's contributions of food, money, weapons,
and soldiers proved vital to claiming the eventual victory, Count
Thrommel I, heir to the viceroy, was crowned the first King of
Furyondy in Dyvers in 254 CY. For a time Dyvers served as the capital
of this new nation. In 288 CY the capital was moved to the more cen-
tral and better-defended city of Chendl. Despite this change in status,
Dyvers continued to prosper as a trade city.

Eventually, Furyondy’s ties with the theocratic nation of Veluna
made the leaders of Dyvers increasingly uncomfortable. The Gentry of
Dyvers saw Veluna's policies as too restrictive. Fortunately, friendly
relations between that nation and Dyvers's sovereign state finally
prompted the cosmopolitan city to declare its independence from
Furyondy in 526 CY. King Thrommel II of Furyondy allowed this act
to pass unchallenged so long as taxes continued to make their way into
the Furyondian treasury. Both Furyondy and Dyvers viewed the rise of
the city of Greyhawk as a financial threat and felt that an independent
but allied Dyvers would go far in maintaining fair levels of trade.
Dyvers still retains a portion of the colors and symbols of Furyondy’s
flag in its own coat of arms.

The years after the fall of the Tcmpie of Elemental Evil in 569 CY
were another turning point in the history of Dyvers. The city was
forced to increase its military forces in order to defeat humanoids flee-
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m or the Knights of the Hart, whom

Magister Larissa then turned to defend Dyvers's eastern border from

the domain of Greyhawk, which had hemmed the city in. She dispos-

sessed two minor Dyversian no
learned they planned to switch
property over to another noble

bles on the eastern border when she
allegiance to Greyhawk, Turning their
family, she directed them to build a cas-

tle just beyond the town of Maraven, guarding the eastern road to

Greyhawk. This castle, Eastgua

d, solidified Dyvers's eastern border

with Greyhawk and ended all tilk of losing western lands through
defection. Larissa also had the rioad to Greyhawk improved to increase

trade, and warned che directing
of any Greyhawk soldiers withi

oligarchy of Greyhawk that the presence
n 10 miles of Maraven would be consid-

ered an act of war. The oligarchs assured her that Greyhawk had only

peaceful intentions toward Dyv

ers, and Larissa has since been able to

turn her attentions inward to promote the welfare of her citizens.

Larissa Hunter, Magister of Dyvers, female human F9: AC 2 (plate mail,
Dex bonus); MV 9; hp 81; THACO 12 (8 with longsword+3, Str bonus);
HAT 3/2; Dmg 1d8+4 (longsword+3, Str bonus); SA longsword +23,
Frost Brand: SD resistant to firet SZ M (510" rall); ML champion (15);

Str 17, Dex 15, Con 17, Int 11,

Wis 14, Cha 13; AL LG; XP 1,400.
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Magic items: longsword +3, Frost Brand, +6 vs. fire-based creatures—
glows at temperatures below 0° F, resistance to fire, extinguishes flames;

elixir of life, potion of super-heroism.

GENERAL INFORMATION

Dyvers is a walled city with a long riverfront. It has five districts: the
Royal Grounds, which hold the homes of petty nobles, the base of the
Free Army, and the palace now used as the city hall and mayor's office;
the Docks district, a low-class neighborhood along the waterfront; Old
Town, the center of business, manufacture, and rogues; the River
Quarter, four islands a few miles offshore; and the Trade District, a
middle-class area held mostly by merchants and guild members.

Entry into the city is free, either through the docks, the two gates for
toad traffic, or the four minor gates for pedestrians and handcarts. A
tent town of foreign merchants stands outside the eastern gates. These
merchants don’t wish to buy booth space within the Trade District, but
must still pay a fee amounting to a 5% tariff plus 5% tax to the watch
to police the tent market.

The Magister of Dyvers is elected by representatives of the city's
noble upper class, called the Gentry of Dyvers, and carries the title His
(or Her) Excellency. These representatives and most candidates for
office include influential mages, scholars, veteran warriors, and priests,
all of whom are freemen landowners, minor nobles, or wealthy mer-
chants. The Gentry owns all farmland around Dyvers, and leases it to
freemen to work as sharecroppers in feudal fashion.

Dyvers lays claim to approximately 2,000 square miles of land outside
the city walls, running mostly east to west along the south shore of the
Nyr Dyv and the Velverdyva River. This tettitory is known as the Free
Lands of Dyvers. It includes a section of the Gnarley Forest to the south,
the town of Caltaran to the west, and the town of Maraven to the east,
with Castle Eastguard marking the eastern border of the Free Lands.

Dyvers owes much of its prosperity to trade caravans coming from
Furyondy and Veluna. It also receives the bulk of boat and barge traffic
from upriver, since it is impossible to miss Dyvers as one enters this
corner of the Nyr Dyv. Its location also makes it a good stopping point
for those traveling east. Dyvers has a long-standing rivalry with its
neighbor, the free city of Greyhawk, and there is often fierce competi-
tion between the two for trade, property, and publicity.

The coinage of Dyvers is a modified form of that issued by
Furyondy. Its gold wheatsheafs, silver wagons, and copper commons
have circulated into nearby territories, while the platinum citadel and
electrum galley are less common and are normally only found within
the city itself.

Dyvers’s chief exports are ships and shipbuilding materials. It has
two shipyards, one located outside the city walls to the west and the
other on Great Crown Island, one of the four islands of the River
Quarter. Wood for shipbuilding is cut in the Gnarley Forest, then
floated down the Serault River to Caltaran, where it is stacked on flat-
boats or barges and sent to the shipyards.

Dyvers’s fishermen bring in pike, gar, trout, and bluefish from the
Velverdyva, and bass, salmon, turtles, and a carplike fish of golden
color from the Nyr Dyv. These fish are sold to the locals and served in
all the city's inns and restaurants rather than being exported. The rest
of the city’s revenue comes from wool, clothing, meats, cheese, locally
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brewed ales, and food grown o
An enterprising rancher nan
land three years ago and fenced
axebeaks; the beeflike meat is g
The large feathers are coveted
utilitarian purposes.

Sejorr, male human F5: AC 7
THACO 16; #AT 1; Dmg 1d8§
(12); Str 14, Dex 16, Con 9, Iy

Special equipment: ring of ay

Axebeaks (2-7):AC 6; MV 1
Ding 1d3/1d3/2d4; SZ L (7'
N; XP 6S.

Special Abilities: Axebeaks ar
pursue until fed or killed. Their

n the fertile banks of the river.

ted Sejorr purchased a section of farm-
it off to make a ranch for domesticated
aining popularity, as are the large eggs.
by the Gentry for fashion, medicinal, and

shield, Dex bonus); MV 12; hp 32;
(longsword); SZ M (6" tall); ML steady
t 9, Wis 8, Cha 7; AL NG; XP 65.

ian control.

; HD 3; hp 15; THACO 17; #AT 3;
tall); ML unsteady (7); Int animal (1) AL

fast runners and aggressive hunters that
cry is a loud honking that can be heard for

half a mile. During mating season, males make a deep thrumming sound.

Dyvers's population is mostly human (Oeridian, Suel, or a mixture of

the two), with a respectable nu
ulation of dwarves and halfling
make frequent visits to trade in
sight. The city works hard to n
demihuman groups.

The major faiths of Dyvers ir
Ehlonna (forests), Zilchus (mon|
Pelor (sun, healing), Hieroneous
brought here by the Baklunish nf
Xerbo (sailing, business), Osprer
with Obad-Hai (nature) having

farmers. There are large temples

mber of half-elves and a very minor pop-
5. Gnomes from the nearby Kron Hills
the city, and so are not an uncommon
haintain amiable relations with these

clude: St. Cuthbert (zeal, discipline),

ey, business), Fharlanghn (roads, travel),
(chivalry, justice), Istus (fate, destiny;
erchants), Olidammara (music, revels),

n (ships, sailors), and Rao (peace, reason),
1 minor following among the western

to St. Cuthbert, Zilchus, and Xerbo with

smaller buildings honoring the other gods. Travelers to Dyvers are encour-

aged to worship at and donate t

their god of choice, and some priests

solicit contributions from wealchy travelers at the marketplaces. Priests of
Ehlonna, Fharlanghn, Hieroneos, and Istus often recruit daring champi-

ons with heroic legends to underttake important missions for their temple

or to serve the welfare of Dyvers

Like the other nearby countries, Dyvers is concerned about the threat
of the Orcish Empire of the Pomarj to the south. Several plans for a gen-

eral evacuation have been forme
ber of boats available at any timi
their wealth close at hand in cas
would flee to Furyondy, some t
Greyhawk except as a last resort.

The Dock and Old Town resids

1, and a close watch is kept on the num-
e, with most people keeping a portion of
> the need for flight should arise. Most
Caltaran, while few would choose

The average wealth varies by district.
ents average 1d10X10 gp each. Those in

the River Quarter and Trade District average 1d20x20 gp. The Royal

Grounds inhabitants often have
available. With so much wealth
excellent locks are used on all d

1d100x100 gp value in coins and gems
kept secreted in homes and businesses,
ors (—20% to Open Locks attempts)

and three squads of 2—6 town watch patrol each neighborhood, with larg-

er forces in the richer districts.

Laws in Dyvers are fair and practical, though they tend to view con-

tract breaking and theft more h

arshly than vandalism, assault, or murder.
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In most cases, hefty fines and confiscation of property or forced services
are used as punishment. Branding, imprisonment, dismemberment (cut-
ting off ear, hand, or foot), and execution are reserved for the most egre-
gious of crimes. Weapons are legal in the city, but each use of destruc-
tive magic within the township carries a fine and mandarory public serv-
ice (100 gp and 1 hour per spell level X experience level of caster).
Failure to pay fines results in enforced service or conscription in the bor-
der militia until the debts are worked off.

Thieves in Dyvers do not have an organized guild. Most thieves will-
ing to work together be]ong to a criminal gang called the Alliance. The
Alliance was formed 200 years ago when several criminal families joined
forces to eliminate their rivals. The Alliance has several legirimace. busi-
ness fronts and maintains a low profile with its criminal activities. It
controls most llmjor crimimal Op{‘mtions in the Ci[}’. The Alliance has
even been known to execute criminals who stir up trouble (such as mur-
derers or those who steal from the nobles), since those activities are bad
for business. There is an ongoing deadly feud between the Alliance and
Greyhawk’s Thieves Guild.

The main police force of the city is the Watch of Dyvers, about
three hundred fifty in number and known for the large, flashy coat of
arms they wear on their surcoats. The watch is strongly backed by the
church of St. Cuthbert and handles such duties as patrolling the streets,

managing prisoners, and running “nuisance courts” for minor com-
plaints and fines. Justice here is less strict than in Greyhawk, with most
punishments involving forced labor (street cleaning, waste removal, and
so on) or fines. When conflicts between the watch and the Alliance
threaten to become too dangerous, high-ranking members of both
groups have an informal meeting to resolve the problem.

Captain Elishas Pomentier, male human F8: AC 3 (chainmail +2);
MV 12; hp 60; THACO 13 (12 with mace+1); HAT 3/2; Dmg 1d6+3
(mace +1, Ser bonus); SZ M (6'2" tall); ML champion (16); Str 16,
Dex 14, Con 11, Int 10, Wis 15, Cha 14; AL LG; XP 650.

Notes: Captain Elishas is a practical man who doesn’t like to see

trouble in his town and acts swiftly to either encourage troublemakers to

move on or put them to public service.

Lieutenants Wesker & Plotz, male human F6 & F7: AC 5 (chainmaﬂ);
MV 9; hp 36/42; THACO 15/14; #AT 1 (Wesker), 3/2 (Plotz);
Dmg 1d8+1 (iongsword, Str bonus); SZ M; ML elite (14); Str 16,
Dex 12, Con 12, Int 12, Wis 9, Cha 12; AL LG; XP 270/420.

Notes: Wesker oversees the Dock District and shipments. He has a
shrewd business mind and is difficult to fool. Plotz oversees Magistrare

Larissa’s guard (all sergeants) and security of the Royal Grounds.
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Sergeants, F5: AC 6 (scalemail); MV 12; hp 30; THACO 16; #AT 1;
Dmg 1d8 (longsword); SZ M; ML steady (12); Inc 9, Wis 10; AL LN
XP 175.

Notes: Unlike their captain, these soldiers don't mind cracking a few

skulls or breaking a few bones.

Corporals, F3: AC 0 (scalemail); MV 12; hp 18; THACO 18; #AT 1;
Dmg 1d8 (longsword); SZ M; ML steady (12); Int 9, Wis 10; AL LN;
XP 65.

Notes: Even good soldiers may be tempted to look the other way in
return for collecting fines that they can pocket themselves. But, heinous
crimes are not a joke, and these men will not rest until the culprits are

brought to justice.

Watch guardsmen, F2: AC 7; MV 12; hp 12; THACO 19; #AT 1;
Dmg 1d6 {short 5word); SZ M; ML average (10); Int 8, Wis 9; AL LN;
XP 35.

The Free Army of Dyvers numbers about two thousand soldiers and offi-
cers, all well armed and equipped, although their training is rather uneven,
with many soldiers working only part-time and meeting for monthly drills.
Most of the troops are natives, although nearly a third are immigrants who
signed up for five years in order to be eligible for low-cost leases on land.
Most of the Free Army is stationed at the Free Army Barracks in the city,
with garrisons in Caltaran and Eastguard. Hieroneous is the most favored
deity of the soldiers, and the church is heavily involved in military affairs.
The Free Army patrols the eastern side of Dyvers's coast frequently, with
western patrols taking place less often. The Rhennee (an olive-skinned race
of gypsies that live most of their lives on barges) and pilots of other small
boats are allowed to anchor anywhere along the river and come up to 100
feet ashore (limiting the amount of crops trampled and livestock stolen).
Shore visits are overnight only.

Free Army Soldiers, F3-F8: AC 6 (scalemail); MV 9; hp 7/ level;
THACO 18/17/16/15/14/13; #AT 1 or 3/2; Dmg 1d8 (longsword);
SZ M; ML elite (13); Int 9, Wis 10; AL LN;

XP 65/120/175/270/420/650.

The Rovers are a small force of twenty rangers who work along the bor-
der of the Gnarley Forest. They refrain from going in too far so as to
avoid patrols from Celene, the isolationist elven nation to the southwest.
Ehlonna is the patron deity of the Rovers, and they are strongly allied
with the sylvan elves, swanmays, and Gnarley Forest Rangers.

Rovers, R5: AC 5 (hide armor, Dex bonus); MV 12; hp 35; THACO 16;
#AT 1 or 2; Dmg 1d6 (short sword); SZ M; ML champion (15); Ser 13,
Dex 15, Con 15, Int 10, Wis 14, Cha 8; AL NG; XP 270.

Spcc:,lf Abilities: Animal Hand]ing. Animal Llore, Survival, Tracking;
Move Silcntly 40%, Hide in Shadows 31%.

The Free Marines of Dyvers number almost a thousand, including offi-
cers, and are well equipped and well trained. The Free Marines are
made up of sailors and warriots. They operate a number of oared gal-
leys, small cogs, and other boats out of a base on one of the four
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islands in the River Quarter.
the city. They often cruise ng

Their headquarters is on the waterfront in

rth to the coastal Furyondian town of

Willip as part of their training, even though the Furyondian navy
patrols the Nyr Dyv for pirates. In general, the Free Marines do not

like the Rhennee.

Outlying farms suffer occasional raids from humanoids (typically
orcs, gnolls, hobgoblins, or ogres). Bandits and wolves from the Gnarley
are also occasionally a problem, with stranger creatures such as ankhegs,

giant beetles, giant snakes, large spiders, and owlbears being even less

common. Evil cults based in
rare but dangerous, worshipin
secrets), Tharizdun (entropy,
The DM may create adventu
tures, or the Alliance or Slave

erbobonc and southern Furyondy are
g evil deities such as Iuz, Vecna (evil
insanity), and the Elder Elemental God.
es featuring encounters with these crea-
rs may use these creatures as foils in their

attempts to eliminate nosy heroes. A random encounter chart can be

found at the end of this secti

Dock DisTRICT
The Dock District is a low-cl
flophouses, dingy apartments

IL.;

ass part of town, Its buildings consist of
tiny homes, inns, taverns, brothels, gam-

bling dens, and restaurants that cater to sailors and dockworkers.
Almost all of the coastline here is made up of docks and piers, with

only a few gaps to allow dire
damaged or wrecked ships for
through this district after dar
drunken or unconscious resid

The westernmost portion
wall, which angles nearly a hu
is considered Lighthouse Stre
the shore, The demarcation b
is Black Street, a wide avenue
from the west wall’s northern
the east wall.

t access to the water, such as for beaching
salvage. The watch makes regular rounds
k, both to break up fights and to drag
ents back to their homes.

t the Dock District is defined by the city
ndred feet into the river. The eastern end
et, which ends at the small lighthouse on
etween the Dock District and Old Town
paved with flat black stones that runs

edestrian gate to its opposite number on
g PP
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DDI. Lighthouse
This old lighthouse was renovated in 589 CY with the use of magic
and a team of dwarven masons. The lanterns were replaced with contin-
ual Iight spells and a series of mirrors. The lighthouse can be seen up to
30 miles away on a clear night. It is tended by a delegation from the
church of Pelor, A pair of rampant statues (a ki-rin and a lion) flank
the entrance to the lighthouse.

Karmin & Verantha, female humans P6 of Pelor: AC 6 (bronze scale);
MV 12; hp 30; THACO 18; #AT 1; Dmg 1d6 (staff) or 1d4+1 (sling);
SZ M; ML champion (15); Ser 11, Dex 10, Con 12, Int 11, Wis 15,
Cha 13; AL NG; XP 420.
Special Equipment: magical fone—can cast divination and scrying.
Spheres: Major—All, Charm, Creation, Elemental (Air), Guardian,
Healing, Necromantic, Protection, Sun; Minor—Summoning, Wards.
Spells Memorized (5/4/2): DM's choice.

DD2. Yellow Pier
This pier was painted bright yellow a dozen years back, and although
most of its original color has faded, the name has stuck. The dock-
master for this section of the docks is an old sea dog named Krankor,
who is on the payroll of the Alliance. He is just in it for the money.
He cares very little for people in general and even less for uppity folk
from Greyhawk. Krankor takes care of docking needs at the Yellow
Pier and keeps his ears open for rumors about the Slavers. If ship-
ments for the gang need to be loaded or unloaded with ne questions
asked, the Yellow Pier is where they are taken. Krankor makes
arrangements for the pier to be available and empty when it is needed
for this purpose.

Krankor, male human F3: AC 5; MV 9; hp 16; THACO 18; HAT Y;
Dmg 1d6 (short sword); SZ M (5"4” tall); ML steady (11); Ser 14,
Dex 11, Con 14, Int 12, Wis 13, Cha 8; AL NE; XP 65.

DD3. Temple of Osprem
Osprem is a relatively benign power that stands guard over those who
travel on the sea. With the recent increase in slaving raids on land and
on the water, her priests have gained popularity, dispensing blessings ro
sailors and vessels, and even being hired to accompany voyaging ships.
The high priestess of the temple is Shenree, who aspires to join the
Gentry of Dyvers by acquiring enough land to qualify for that group.
Once in a position of political power, she'll use her influence to
increase the leverage of her church in the city’s workings.

Shenree, female human P9 of Osprem: AC 6 (scalemail); MV 12; hp 45;
THACO 14; #AT 1; Dmg 1d6+2 (rridrnt of submission); SZ M (4-'11"
tall); ML elite (13); Str 10, Dex 9, Con 9, Int 15, Wis 13, Cha 14;
AL LN; XP 1,400.
Special Equipment: trident of submission.
Spheres: Major—All, Animal (sea creatures only), Divination,
Elemental (Water), Healing; Minor—Charm, Necromantic, Travelers.
Spells Memorized (5/4/3/2/1): DM'’s choice,
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OLp Town

Old Town is another lower-class part of Dyvers. It has the same sorts
of buildings, businesses, and establishments as the Dock District, but it
caters to commoners with professions other than sailors and dockwork-
ers, such as craftsmen, unskilled laborers, bodyguards, gamblers, visiting
traders, shipwrights, poor merchants, and unsuccessful adventurers.
Thete tends to be a lot of overlap between this area and the Dock
District, especially during festivals, and the town watch makes sure to
stay visible during the night. People with a reasonable amount of
income usually try to move to the Trades District.

Old Town's north end is defined by Black Street. Its east end is
Lighthouse Street, and its southwest border is the west city wall. The
southeast portion of Old Town is broken by the low, broad hill that
elevates the Royal Grounds above the city.

OT1. League of Assassins
Operating under the guise of mercenary bodyguards, the League of
Assassins is a small organization kept under the watchful eye of the
Alliance. Those who know the League's true nature rarely call for an
actual assassination, preferring to use the skills of its members to intim-
idate their targets rather than eliminate them. Victims of the League
usually get by with a bearing, a broken bone, or occasionally a near-
drowning in the lake. Felbon is the head of the League. He has consid-
ered starting a dialogue with the Thieves or Assassins Guild in
Greyhawk just to get the Alliance off his back, though he knows if he

makes a move too soon he'll be killed.

Felbon, male human T5: AC 5 (Ienﬂler, ring of protection +1, Dex
bonus); MV 12; hp 22; THACO 18; #AT 1; Dmg 1d6 (short sword);
SZ M (5’4" wall); ML champion (15); Str 13, Dex 16, Con 8, Int 15,
Wis 13, Cha 11; AL LE; XP 175.
Special Abilities: backstab X3, detect poison, disguise, espionage.
Special Equipment: ring of protection +1. i
Thief Abilities: PP 15, OL 40, F/RT 25, MS 70, HS 65, DN 15, &
CW 70, RL 0.

Assassins, T3: AC 8 (leather); MV 12; hp 13; THACO 19; #AT 1;

Dmg 1d4 (dagger) + poison; SZ M; ML elite (14); Int 12, Wis 11;

AL LE; XP 65. 9
Special Abilities: backstab X2, detect poison, disguise, espionage.
Thief Abilities: PP 15, OL 40, F/RT 25, MS 40, HS 35, DN 25,

CW 60, RL 0. o

OT2. House of the Toothy Smile

While half-ores are not such a cause for alarm as they are on the Wild
Coast, they are still looked upon with suspicion by many people of
Dyvers. To combat this, a half-orc adventurer named }al the Friendly
founded the House of the Toothy Smile, which is part employment
agency and part public relations center. Jal locates destitute or needy
half-orcs and finds them respectable employment as guards, laborers, or
other legal means of support appropriate to their talents, His efforts to
publicize that many half-orcs are willing to be hard-working citizens

have done much to keep public sentiment from turning against
humanoid half-breeds. He paid a wizard to enchant the doorway of the



building to glow red if a person of evil alignment walked through it.
This allows him to screen potential threats to the reputation of his peo-
ple. Painted above the door are the holy symbols of Rao, Heironeous,
and St. Cuthbert—three Lawful Good deities that Jal pays some hom-
age to and whose support in his endeavor couldn’t hurt. Since he has
worked with half-orcs from many different regions and walks of life, he
has extensive contacts in the city, even with rehabilitated criminals.

Jal the Friendly, male half-orc F6: AC 5 (chainmail); MV 9; hp 58;
THACO 15 (13 with longsword+2); #AT 1; Dmg 1d8+3
(]ongsword—f-z_. Str bonu\s); SZ M (6'1" tall); ML s[eﬂdy {]2); Str 16,
Dex 9, Con 16, Int 13, Wis 9, Cha 10; AL NG; XP 270.

Special Abdlittes: infravision 30'.

Special Equipment: longsword +2, ring of the ram.

OT 3. Watch Station
This large building serves as a police station, small court, and jail run by
the watch. The dungeons can comfortably hold about two hundred pris-
oners, with the typical population about half that. The location of the
station on a major road means the watch has quick access to most parts
of Old Town (which is where most of the crimes occur). One wing of
the building is for the nuisance courts, and is usually packed tightly with
people complaining about another’s actions or standing before a judge
for a petty offense. The station chief is Bartjan, a jolly fat man who
enjoys using the power of his ring of trurh to trick suspects into contra-
dicting their own stories and then confessing.

Bartjan, male human F6: AC 7 (studded leather); MV 12; hp 32;
THACO 15; #AT 1; Dmg 1d8 (longsword); SZ M (5’9" tall); ML
steady (12,); Str 12, Dex 14, Con 15, Int 12, Wis 12, Cha 12; AL LG;
XP 270.

Special Equipment: ring of truth.

TRADE DISTRICT

The Trade District is one of the newer parts of the city. The first build-
ings were constructed here a few years after the relocation of the
Furyondian capital to Chendl. Broad sections of this district feature
shops, restaurants, and taverns, often with the owner living on-site in a
SIT].ﬂ.]_[ apﬂm}lﬂllt ﬂbOVC tht‘ bllsl:ﬂ(‘ss. OI]E‘ Sectiﬂﬂ iS CHJIEd thf COmmDn
Market and is nothing but rows upon rows of tiny wooden booths with
colorful awnings reserved for merchants and traders, Other sections have
larger buildings, including warehouses, homes, libraries, guildhouses, inns,
apartments, temples, theatres, and jails. The more affluent non-nobles of
Dyvers make their homes in this district, including wealthy merchants,
retired military officers, adventurers, merchants, and diplomats. The river-
front of the Trade District is mostly clear, with only a few small, private
docks and piers. The homes along the waterfront are larger, more grand,
and more expensive than in any other part of the lower city. The watch’s
presence here is primarily to deter petty crimes during the day.

The collection of tents outside the eastern gates of D}'vers is consid-
ered part of the Trade District. The city does not allow merchants to
assemble outside any other part of the walls, and requires them to pay a
small fee for the watch to patrol the area—equal to 5% tariff and a 5%
tax on goods sold. When the tent town first began to appear, crime

Slavers

e -~

deterred buyers, and so the Magister decided to corral these foreign

merchants into one area and generate revenue from them. The fee is less
than the cost of renting a boqth in the Common Market or buying a

storefront, and so the foreign

ers tolerate it.

Lighthouse Street marks the border between the Trade District and
the Docks District. The buildings in that area tend to be a little smaller

and more run down than in t
eastern and southern border i

he rest of the Trade District. Most of the
the city wall, which extends into the river

for nearly a hundred feet, while the Royal Grounds hill defines the

SOUthWE‘.St Corner.

TDI. Thrommel’s Arch

Of the two gates suitable for

arge traffic, the eastern one (which con-

nects to Greyhawk Road) is called Thrommel's Arch. Named for

Thrommel I, this wide gate is

topped with an arch of stone decorated

with Furyondian heraldry. The bronzewood gate is closed every night

and can be barred from withi
at the gate, alert for any unac
monsters, or evil cultists) or t
the town with goods for sale.

Sergeants, F5: AC6 {bcafema
Dmg 1d8 (longsword); SZ M,
XP 175,

Notes: Unlike their captain

skulls or breaking a few bones|

Corporals, F3: AC 6 (scalemal
Dmg 1d8 (longsword); SZ M
XP 65.

1. Four members of the watch stand guard
eptable persons (such as evil humanoids,
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Max the Lucky, male human T5: AC 10; MV 12; hp 36; THACO 18
(17 with Juck blade dagger +1); H#HAT 1; Dmg 1d4+1 (Iuck blade dagger
+1); SZ M; ML steady (IZ}; Str 11, Dex 14, Con 11, Int 9, Wis 8, Cha
13; AL NE; XP 175,

Special Equipment: luck blade dagger +1 (no wishes left).

Thief Abiliries: PP 65, OL 45, E/RT 35, MS 20, HS 20, DN 25,
CW 90, RL 0.

TD3. Common Market
The shops that run the length of Black Street are run by independent
merchants. The prices are cheap, and the product quality is average.
The watch is more visible in the Common Market than in other parts
of the Trade District, One unusual shop is run by a redheaded Suel
woman named Kendra. She sells toys and games from many different
countries and cultures, even some from as far away as the jungle conti-
nent of Hepmonaland.

Kendra, female human F3: AC § (chainmail); MV 9; hp 16; THACO 18;
#AT 1; Dmg 1d6 (short sword); SZ M (54" rall); ML steady (11);
Str 12, Dex 13, Con 10, Int 12, Wis 13, Cha 8; AL NE; XP 65.

TD4. Four Legs Are Better
This unusual business is run by a gray elf, with centaurs as employees.
The elf, an enterprising woman named Filanda of Courwoaod, left
Celene due to disagreements with Queen Yolande's isolationism, stayed
in Verbobonc for a time, then left there over religious differences and
moved to Dyvers to start up an enterprise with a few centaur friends.
Four Legs Are Better hires out centaurs to work for the Carters and
Cabbies Guild, hauling freight for the merchant family of Lamontek (of
whom former slavelord Lamonsten the Lazy is a member), guarding
caravans [hrough the Gnarley (soutb to the Wild Coast and west to
Verbabonc), carrying news and packages to cities within a week’s travel,
and even as field plowers and livestock herders (although the last two
are considered low-grade work). The company is making a good profit
and plans to expand its operations into Verbobonc and Narwell in
another year or two.

Filanda of Courwood, female gray elf R7: AC 7 (studded leather);
MV 12; hp 44; THACO 14; #AT 3/2; Dmg 1d8 (1ongsw0rd) or 1d6
(bow); SD 90% resistant to charm and sleep; SZ M; ML elite (14);
Str 13, Dex 13, Con 14, Int 10, Wis 14, Cha 10; AL NG; XP 175.
Special Abilities: species enemy: gnolls (+4 to attack, —4 reactions);
Animal Handling, Riding (Land-based), Survival, Tracking; Hide in
Shadows 31%, Move Silently 40%; infravision 60'; detect secret doors on
a roll of 1-2 on 1d6.
Notes: Filanda has a great hatred for gnolls, and will slay one rather

than carch it.
Centaurs {4): AC 5, MV 18; HD 4, hp 20; THACOD 17; #AT 3; Dmg

1d6/1d6 + weapon 1d8; SZ L; ML elite (14); Int average (10); AL NG;
XP 175,
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RovaL GROUNDS

The Rayal Grounds are separated from the test of the city by a low hill
(usually called Royal Hill}). City streets lead up steps or paths carved
into the hill, but the edges of the hill itself are kept clear of buildings to
provide a clear field of fire should the city be attacked. The two largest
buildings on the hill ate the Old Palace and the Free Army Barracks
(formerly the Royal Furyondian Barracks). A grassy plain covers part of
the hill near Old Town and is used as a parade ground, while a similar
plot near the barracks is used for military maneuvers by the Free Arwny.
The rest of the hill is covered in townhouses, mansions, and gardens
owned by the nobility of Dyvers, the majority of which live in the
Royal Grounds (with the remainder living in estates scattered across the
countryside).

The city wall curves around the southernmost part of the hill, with a
single pedestrian gate allowing the outside world access to the richest
part of Dyvers. Near the edge of the hill is a secondary wall and gate,
built to defend against an invasion front the south.

RGI. Old Palace
This sprawling building once housed the king of Furyondy and his staff
when Dyvers was the capital of that nation, but since the relocation of
the capital to Chendl and the subsequent secession of Dyvers, the place
has become the offices of the Magister and her staff as well as contain-
ing meeting rooms for the Gentry and formal courts for serious offens-
es. The place is well guarded, and any serious atrackers will soon find
themselves surrounded by supplemental troops from the Free Army
barracks to the south.

Licutenant Plotz, male human F7: AC 5 (chainmail); MV 9; hp 42;
THACO 14; #AT 3/2; Dmg 1d8+1 (longsword, Str bonus); SZ M; ML
elire (14); Str 16, Dex 12, Con 12, Inc 12, Wis 9, Cha 12; AL LG;
XP 420,
Notes: Plotz oversees Magistrate Larissa’s guard (;111 sergeants) and =
security of the Royal Grounds. e

Sergeants, F5: AC 6 (scnlemai]); MV 12; hp 30; THACO 16; #AT 1;
Dmg 1d8 (longsword); SZ M; ML steady (12); Int 9, Wis 10; AL LN;
XP 175.

RG2. Barracks
The extensive barracks of the Free Army provide a place to sleep for
about twelve hundred of the City’s soldiers. Other sections of the bar-
racks building provide administrative offices, officer’s quarters, and
other sorts of things expected from a mi]itary building. The barracks is
not particularly fortified, as the Free Army is expected to defend the
city in times of need and not hole up in their own barracks.

Free Army Soldiers, F3—F8: AC 6 (scalemail); MV 9; hp 7 /level;
THACO 18/17/16/15/14/13; #AT 1 or 3/2; Dmg 1d8 (longsword);
SZ M; ML elite (13); Int 9, Wis 10; AL LIN;

XP 65,120/ 175/270/420,/650.

RG3. Academy of Sorcery

While the Academy of Sorcery in Dyvers is nowhere near as large and



renowned as the Free City’s Guild of Wizardry in Greyhawk, it is an
institute worthy of respect. Academy wizards are all required to do
charitable works for the city (usually minor tasks such as casting con-
tinual light spells in Old Town, ESP to aid a trial, and so on), which
irritates some but for most generates personal interest in the city.
Their office is a stone building near the east tower on the Royal
Grounds defensive wall, and it is not unknown for Academy wizards
to defend Dyvers with long-range spells when large creatures threaten
the city. The current head of the Academy is Hodar, an expatriate of
Urnst with a great resentment against the Free City's Guild of
Wizardry for unknown reasons. Hodar is one of the few who can
truthfully claim to have been in the Ghost Tower of Inverness,
Imnprisoned in Urnst for delving into forbidden magical research, he
earned his freedom by retrieving an item for the late Duke Justinian
of Urnst. Hodar provides local magical assistance for the Slavelords
and relays messages (via dream spells) to the slavelord Kent in the
Pomarj (see “Deep in the Pomarj: Kalen Lekos™). His only motiva-
tions are a need for money for research and his dislike of Greyhawk.

Hodar, male human M13: AC -1 (brﬂcezs ACH, cloak +2, ring +3);
MV 12; hp 43; THACO 16 (13 with staff of striking +3); #AT 1; Dmg
1d6+3 ’\’smﬁ"of'sm'kfng +3); SZ M; ML srcady (11); Str 8, Dex 13,
Con 10, Int 18, Wis 7, Cha 14; AL N; XP 4,000.

Special Equipment: bracers of defense AC4, cloak of | protection +2,
ring of feather falling, ring of protection +3, staff of striking +3.

Spells Memorized (5/5/5/4/4/2): lst—burning hands, charm
person, magic missile, light, shocking grasp; 2nd—darkness 15" radius,
ESP, fog cloud, invisibility, web; 3rd—blink, dispel magic, fireball, haste,
hold person; 4th—fire shield, polymorph other, polymorph self, wall of
ice; Sth—cone of cold, conjure elemental, passwall, wall of force; 6th—

chain lightning, disintegrate.

RG4. Walgrim’s Mansion
Walgrim Emirian is the eldest son in a long line of warrior nobles.
After adventuring for several years and fighting in military campaigns
against [uz and the Great Kingdom, he retired with an injury to his
sword arm inflicted by a strange sort of undead. Priests have had a hard
time repairing the damage, and he has not fully recovered the use of his
arm despite spending most of his personal and family fortune on vari-
ous magical treatments. Recent rumors have him courting the wealthier
females of the Gentry and merchant class in order to restore his family’s
wealth (his noble lineage is a good prize for most potential matches).
‘Walgrim Emirian has gotten money from the Slavelords and a promise
that in exchange for his help they will do whatever it takes to get his
arm fully cured. Walgrim is well traveled and has many old friends that
can provide information or favors to his new “friends.”

Walgrim Emirian, male human F11: AC 2 (chainmail +3); MV 6; hp
71; THACO 10 (6 with longsword +2); HAT 3/2 (2 with longsword+2,
specialization); Dmg 1d8+5 (longsword +2, Str bonus); SZ M (6'5"
tall); ML average (10); Str 17, Dex 11, Con 15, Int 10, Wis 8, Cha 13;
AL LN; XP 2,000.

Special Equipment: chainmail +3, longsword +2.

Slavers

RivER QUARTER

The River Quarter is actually four islands at the mouth of the
Velverdyva River, Arranged in a “Y” shape, one is a military site and
three are dotted by settlements of fisherfolk and dominated by whatves
and warehouses owned by citizens.

The Free Marines of Dyvers number almost a thousand, including
officers, and ate all well equipped and well trained. The Free Marines
are made up of sailors and watrriors. They operéte a number of oared
galleys, small cogs, and other boats out of a base on one of the four
islands in the River Quarter. Their headquarters is on the waterfront in
the city. They often cruise north to the coastal Furyondian town of
Willip as part of their training, even though the Furyondian navy

patrols the Nyr Dyv for pirates. In general, the Free Marines do not
like the Rhennee.

Marines, male humans F1 (60): AC 8 (leather); MV 12; hp 6; THACO
20; #AT 1; Dmg 1d8 (longsword) or 1d6 (bow); SZ M; ML average
(10): Inc 9, Wis 9; AL LN; XP 7.

Notes: dedicated, enthusiastic young men and mercenaries.

Mates, F3—F4 (8): AC 7 (studded leather); MV 12; hp 18/24; THACO
18/17; #AT 1; Dmg 148 (battle-ax); SZ M; ML stcady (12); Int 10,
Wis 9; AL LN; XP 65/120.

Captains, F5—F6 (4): AC 6 (hide armor); MV 9; hp 35/42; THACO
16/15; #AT 3/2; Dmg 1d8 (longsword); SZ M; ML elite (13); Int 9,
Wis 11; AL LN; XP 175/270.

RV1I. Great Crown Island
Great Crown Island is the southwesternmost island of the group. The
most tmportant edifices here are the lighthouse on its upstream end and
the second of Dyvers's two fine shipyards. Game statistics for ships and
land and ship mounted artillery to defend the river quarter are listed
here.

Caravel: Dm 70x20%5; MV 12 sail; Manv, 1d6+1; Crew 10—40; AC 5;
SP 54; Arm up to 3 hvy artillcry; Ram 0; Cover +5 AC; Saves 15; SZ L;
Cargo 200tn; Pass 20.

Cargo ship: Dm 70X25x4; MV 6 sail; Manv. 1d6; Crew 5-30; AC 6; SP
36; Arm up to 2 hvy artillery; Ram 0; Cover +3 AC; Saves 18; SZ L;
Cargo 100tn; Pass 10.

Cog: Dm 90x20%4.5; MV 9 sail; Manv. 1d6; Crew 4-20; AC 7; SP 51;
Arm up to 2 hvy artillery and 1 It artillery; Ram 0; Cover +5 AC; Saves
16; SZ L; Cargo 150tn; Pass 5.

Fishing, rowboat: Dm 8x4x0.5; MV 6 oar; Many. 1d6; Crew 1-2; AC 7;
SP 8; Cover 0; Saves 19; SZ §; Cargo 0.1tn; Pass 3.

Fishing, skiff: Dm 16x6x1; MV 3 oar, 6 sail; Manv. 1d6+5; Crew 1—4;
AC 7; SP 5; Cover 0; Saves 20; SZ S; Cargo 0.25 t; Pass 2.
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Galley: Dim 100x20%3; MV 9 oar, 9 sail, 15 com; Manv. 1d6+3; Crew
61-120; AC 4; SP 28; Arm 1 It artillery; Ram +1; Cover +4 AC; Saves
16; SZ L; Cargo 1tn; Pass 8-24.

Keelboat: Dm 20xX6X1; MV 6 oar; Manv. 1dé+1; Crew 1-6; AC §; SP
4; Cover +2 AC; Saves 19; SZ M; Cargo 0.5tn; Pass 6.

ArtiHery
Flaming missiles add +3 damage to S—M, 42 to L, and X2 to ST.

Ballista, light: MV 9; Crew 1; AC 7; SP 4; THACO 12; #AT 1/2; Rg
—/8/16/24; Dmg 1d6 5-M, 1d8 L., X0 ST; Cover 0; Saves 15; Space
(wt) 5(1); SZ S (2x2%3).

Ballista, medium: MV 6; Crew 2; AC 6; SP 6; THACO 14; #AT 1/3;
Rg 1/10/20/30; Dmg 2d6 S—M, 2d8 L, x% ST: Cover +1 AC; Saves
14; Space (wt} 10 t.}): SZ M (4x4x3).

Ballista, heavy: MV 6; Crew 3; AC 5; SP 8; THACO 17; #AT 1/4; Rg
2/12/24/36; Dmg 3d6 S-M, 3d8 L, X} ST; Cover +2 AC; Saves 13;
Space (wt) 15 (5); SZ L (5%6X3).

Catapult, light: MV 6; Crew 1; AC 7; SP 8; THACO 14; #AT 1/2; Rg
]5,/’7/—/32; Dmg 1d12 S—M, 2d8 L, x% ST; Cover +1 AC; Saves 13;
Space (wt) 6 (1); SZL (6X4><5).

Catapult, medium: MV 3; Crew 3; AC 6; SP 12; THACO 15; #AT 1/3;
Rg 15/—/-/32; Dmg 2d12 S-M, 4d8 L, x% ST; Cover +2 AC; Saves
12; Space (wt) 12 (3); SZ H (8x6X7).

Catapult, heavy: MV 1; Crew 5; AC 5; SP 15; THACO 16; #AT 1/4;
Rg 18/—/~/36; Dmg 3d12 S—M, 6d8 L, x% ST: Cover +3 AC; Saves
LE: Sp:lcc (wt) 18 (5% SZG (15%8x9).

Springal: MV 3; Crew 3; AC 7; SP 5; THACO 17; #AT 1/3; Rg
3/6/12/18; Dmg 1d6 each S~M, 1d6 each L, X0 ST; Cover +1 AC;
Saves 17; Space (wt) 5 (1); SZ H (6x8x12).

Trebuchet MV 0; Crew 8; AC 5; SP 20; THACO 17; #AT 1/4; Rg
24/—/—/48; Dmg 4d12 S—M, 8d8 L, x% ST; Cover +2 AC; Saves 11;
Space (wt) n/a; SZ G (20x12x25).

RV2. Leviathan Rock
Lﬁviathﬂn R()l:k iS t}le hOH]E' DF the Secondar}-’ Conmlﬁﬂd center Of thﬁ
Free Marines. Very little grows on this island other than scrub plants,
but th(’ l'ﬂﬂrl'l]ﬁs keep fhﬂir bﬂsﬁ Well Stock€d erh fOOd and WEQPOHS.

RV 3. West Gate Island
West Gate and East Gate Islands are held by most to be the landmarks
that divide the Velverdyva River from the Nyr Dyv. The Alliance owns
about a third of the warehouses on West Gate in the name of several of
its legitimate businesses. Vel Ashandrin’s people make sure that the
Slaver ships have a safe place to make port. If they have human cargo
that needs to be stored in an emergency, a small private pier can be used

15

on West Gate Island to unload them (usually in large boxes so as to
not arouse suspicion) into an Alliance warchouse.

The Alliance warehouse has actual wares stored here, mostly cloth,
furnishings, china, and art objects. There is a locked strong room that
contains 2,000 gp and 10,000 gp worth of exotic spices. A killer dog
prowls this room, and the gold chest is trapped with a cloudkill spell
that will fill the entire room. The slaves are stored in a secret room
reached through a false stack of crates. This room is sunken beneath the
floor, and barely 4 feet tall. There are always 916 (1d8+4-8) enforcers
present, as well as other Alliance members.

Vel Ashandrin, male human T9: AC 3 (srudded leather, cloak +1, Dex i

bonus); MV 12; hp 36; THACO 16; #AT 1; Dmg 1d6 (short sword); e

SZM (5'2" tall); ML stcady -(12); Str 11, Dex 17, Con 12, Int 11, i

Wis 8, Cha 12; AL NE; XP 1,400. 2
Special Equipment: cloak of protection +1. V4
Thief Abilities: PP 65, QL 50, F/RT 45, MS 60, HS 45, DN 15,

CW 25, RL 30. o

Notes: Vel is one of the high-ranking Alliance bosses, overseeing most
of the racketeering that goes on in the city. He is the Slavelords’ liaison to
the Alliance, having a personal interest in the downfall of Greyhawk 2
because the Thieves Guild had his wife assassinated. Any repairs to the

Slaver ships come from his finances, for which the Slavers reimburse him.

Count Dodger, male human T10: AC 4 (leather +2, Dex bonus); MV
125 l\p 60; THACO 12; #AT 1; Dmg 1d6+1 {short sword +1I% SZM
(62" tall); ML champion (16); Str 13, Dex 16, Con 13, Int 11, Wis 8,
Cha 16; AL NE; XP 1,400.

Thief Abilities: PP 85, OL 60, F/RT 65, MS 20, HS 85, DN 5,
CW 80, RL 40.

Notes: Count Dodger is the most powerful member of the Alliance. He
is the illegitimate son of a camp follower, and rhough he does not know
his father, he believes he has noble blood. He is constantly trying to prove



his legitimacy, and enjoys embarrassing those with noble lineage who
insult him. The count is concerned with levying merchant protection fees

and tracking on wealthy strangers,

District leaders /Enforcers, T6/E3 (5/50): AC 7 (studded leather);
MV 12; hp 24: THACO 18; #AT 1; Dmg 1d6 (short sword); SZ M;
ML elite (13); Int 9, Wis 9; AL N; XP 270/65.

Thief Abilities: PP 75, OL 70, E/RT 45, MS 10, HS 5, DN 15, CW
70, RS0

Notes: District leaders oversee and organize crime and fencing of goods.

Enforcers are the Alliance’s soldiers.

Thieves, T3: AC 8; MV 12; hp 12; THACO 19; #AT 1; Dmg 144
(daggcr}; SZ M; ML average (10); Int 8, Wis 7; AL CN (E); XP 65,

Thief Abilities: PP 35, OL 40, F/RT 25, MS 40, HS 5, DN 25,
CW 70, RL 0.

Killer dog: AC 6; MV 18; HD 3+3; hp 18; THACO 17; #AT 1; Dmg
2d4; SZ M (5' long); ML steady (11 Int low (6); AL NE; XP 120,

RV4. East Gate Island
Shrockom, the eastern village on East Gate, is mostly made up of coun-
try homes owned by the more reclusive noble families of Dyvers.

THE CATACOMBS

The bedrock to the southwest of the Nyr Dyv is primarily limestone.
This relatively soft rock has made it easy for the city to establish an
effective sewer system. Originally, waste and refuse were dumped into
the river, but shortly after Furyondy declared its independence from the
Great Kingdom, the mayor of Dyvers (a practical and somewhat fop-
pish wizard named Karmos) set into action a plan te expand upon
some of the limestone caves that dotted the shore of the Velverdyva.

After two years of magic;ﬂ and mundane labor, the Catacombs were
completed. Far less ominous than their name implies, the Catacombs
were a series of linked tunnels under the city connected to small drains
in some of the larger streets. The tunnels also connected to the river-
front, allowing some limited circulation of materials, Captured monsters
(mainly gelatinous cubes and an otyugh) were then introduced to the
CataCOmbS iﬂ Order to PTOCESS the LlnSElVGr}’ matETI‘aIS that were t]’l(‘TE-
after dumped into them via the narrow street drains. As the city grew,
more tunnels were completed, and some of the larger buildings (such as
the Old Palace and the Royal Furyondian Barracks) were given their
own sewage drains.

Today, the Catacombs wind across the underside of the city, touch-
ing the Velverdyva in the middle of the Dock District, the Trade
District, and near the conjunction of the two. The otyugh has long
since been eaten, but the gelatinous cubes prove to be sufficient for the
job of waste disposal. The sewer pipes in the streets and homes are
both too narrow for the cubes to enter and beyond their reach, while
the exits to the river are protected by a series of high steps that the
cubes cannot climb.

Especially vile criminals are often polymorphed into gelatinous cubes
when the population of the Catacombs becomes low. Such people usu-
ally lose their own minds in the face of starvation and imprisonment in
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a sewer, The Academy of Sorcery has one larger access pipe for the pur-
pose of restocking the Catacombs, which is normally kept covered with
a heavy stone lid. The Alliance is also rumored to have a similar
entrance in one of its secondary headquarters, and the rumors also sug-
gest that they use the tunnel to dispose of bodies.

In any case, the Catacombs are not a safe place to be, and since their
natrow drainpipes make them practically useless for infiltrating most
buildings, they are left alone (if not taken for granted) by the people of
Dyvers.

Gelatinous Cubes (1-3): AC 8; MV 6; HD 4; hp 40; THACO 17;
#AT 1; Dmg 2d4; SA paralysis 5d4 rds; SZ L (10 cube); ML average
(10); Int non- (0); AL N; XP 650.

Special Abilities: Nearly invisible, gelatinous cubes gain —3 on surprise
rolls. They are immune to electricity, fear, hold, paralyzation, polymorph,

and sleep attacks. Cold slows them 50% if they fail to save.

Rats (2-24): AC 7; MV 15, swim 6; HD J; hp 2; THACO 20; #AT 1;
Dmg 1; SA disease; SZ T (1" long); ML unreliable (3); Int 1; AL N;
XP7.

Dyvers, THE FRee LAnDS

Caltaran (pop. 870)
Caltaran sits on the bank of the Serault River. It is ruled by a noble
tamily, the Grandhearths, who also look after farmers, riverfolk, and
woodsmen in the “westlands” across the Serault, some of the most
remote portions of the Free Lands of Dyvers. A small stone bridge
crosses the Serault, and a toll is collected from all mounted, cart, and
wagon traffic that wishes to cross that fern-lined river. Across the
Velverdyva is the Furyondian town of Dianrift. The two are linked by a
ferry, with Dyvers collecting the toll of those departing from Caltaran,
and Furyondy receiving the payments of those from Dianrift. A garri-
son of the Free Army is stationed in Caltaran, but duty there is light.

Maraven (pop. 530)
Maraven is an old village that marked the boundary between the territo-
ries of Dyvers and Greyhawk for three score years. For most of its his-
tory, it played the two cities against each other in order to remain semi-
autonomous, although it paid taxes to Dyvers for military protection. It
was an open hideout for thieves and other criminals, attracting smug-
glers, pirates, con artists, the Rhennee, and political refugees from many
nearby lands. When Castle Eastguard was completed in 590 CY and
Her Excellency Larissa began using it as a base for a portion of the Free
Army, the rougher elements in the town moved elsewhere, and the mer-
chant council that rules Maraven was forced to declare its loyalty to
Dyvers. It still serves as a harbor and trading center, and the Rhennee

are still welcome in town.

Castle Eastguard
This walled castle has two eastward-facing towers, ready to spot any
unusual activity on the Greyhawk Road. It can sleep one hundred fifty
people, although it is normally garrisoned with only a hundred soldiers
of the Free Army. Ten swift horses are stabled within the outer wall,
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not for cavalry but for carrying messages to Maraven and Dyvers.

Eastguard is well stocked with weapons and has facilities to repair and
create more, The Rovers are welcome at the castle, and there are usually
one or two Rovers present at any particular time, resupplying and trad-
ing news.

Free Army Soldiers, F3-F8: AC 6 (scalemail); MV 9; hp 7/level;
THACO 18/17/16/15/14/13; #AT 3/2; Dmg 1d8 {:Iongsword];
SZ M; ML elite (13); Int 9, Wis 10; AL LN; XP 65/120/175/270/
420/650Q.

The Nyr Dyv
The Lake of Unknown Depths is said to have once held a number
(sources vary between three and seven) of very magical islands called the
Isles of Woe, which apparently sank beneath the waters over a thousand
years ago. The Isles are reputed to have been the home of the wizard-
priest Tzunk, who used the Codex of the Infinite Planes to rule an
empire. Other sources claim that the archlich Vecna ruled his ancient
domain from an island in this area. Regardless of these rumors, the Nyr
Dyv is a hub of marine traffic for all countries that abut it. Even the far
reaches of the Flanaess trade here using the lake’s great tributaries or the
two large rivers that drain from it. The lake is also home to most of the
Rhennee, and the barge-people are said to know the Nyr Dyv very well.
Piracy is rare on the lake, as the Furyondian marines have rtaken great
pains to arrest independent buccaneers and chase away the predatory
craft of Tuz. Strange sea monsters make regular appearances, and most
warships have had ar least one conflict with such a creature that sought
to sink it or steal its crew.

Villages and Farmsteads
The Free Lands of Dyvers are dotted with small settlements of farmers
and fisher-folk, usually no less than 5 miles apart and home to about
one hundred people. The more sparsely populated regions have single-
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family farms that grow a few acres of crops and tend a handful of ani-
mals. The soil is rich enough that even such meager efforts are adequate
to support an average-sized family.

Gnarley Forest
Parts of this old forest are claimed by each neighboring nation, It is
home to sylvan elves, gnomes, woodsmen, and tribes of humanoids and
bandits. A group of about two hundred woodsmen and half-elves called
the Rangers of the Gnarley Forest seek to foster ties among the good
people of the Gnarley to drive out evil. A sorority of swanmays, scat-
tered druids, and even a few werebears act independently to achieve
their goals.

In addition to these residents, the Gnarley is also home to monsters
such as ankhegs, giant beetles, giant snakes, large spiders, and owlbears,
which occasionally raid outlying farms but usually are content to remain
within the forest. A greater threat is the secret humanoid lair of
Blackthorn, a series of underground caverns with a concealed entrance.
The ogres, orcs, and gnolls of this place have been tunneling downward
to make connections with duergar tunnels even deeper in the carth. The
combined force of these creatures would present 2 danger to any of the
nearby settlements. The Gnarley is also the home of several unusual
sites, such as Skorane (a town depopulated by plague but now inhabited
by a death-priest and his undead minions), Zendrelda's Tower (owned
by a mad wizard expecting the world to soon end in a flood), the Fern
Groves (a haven for faeriekind), and Bad Deep (an ancient battle site
that scems to have sickened and killed all living things nearby).

SLAvE Raips on THE Nvyr Dvyv

Where It's Happening
For the past year the ships of the Slavelords have been caretully explor-
ing the waters of the Nyr Dyv, occasionally capturing a small fishing
boat and taking its crew for slaves, or making a short run to the shore
to snatch a stray child or field hand. These disappearances have been
blamed on monsters, humanoids, magic, and simple wanderlust, Now,
familiar with the lake, the slaving ships have unfurled their yellow sails
and begun to make raids against coastal towns and larger ships.

Small towns and villages in the Domain of Greyhawk and southern
Furyondy have been raided frequently, with attacks on places in the
Free Lands of Dyvers being very rare. Fishing ships from Greyhawk,
Furyondy, and Dyvers have been boarded, their crew dragged into the
slave ships and never seen again. There are few signs of struggle at any
of the targeted sites or ships. The Fuxyondian navy has stepped up its
patrols in the western waters of the Nyr Dyv. However, on the two
occasions when the Royal Navy spotted the yellow sails, the Slavers
were able to disable the Furyondian ship and escape or successfully
board and capture the vessel. His majesty’s ship has not been seen since,
and is presumed sunk.

Curiously, the Rhennee have given contradicting stories about the
Slavers. Some report that no Rhennee barges have been targeted by the
Slavelords, while others claim to have lost an entire branch of their
family when a barge was taken. As the Rhennee are mistrusted by most
who live in this area, their stories are always taken with a grain of salt,
and the conflicting tales in this case don't help the situation.
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Much speculation has started about from where these Slavers might
be operating. It 1s known that the last group of Slavelords worked out
of bases along the Wild Coast and the Pomarj, but the presence of the
orcish armies of Turrosh Mak in the Pomatj and the southern Wild
Coast would make it difficult to land there. Evidence against the idea

that the Pomarj might be a Slavelord stronghold has grown stronger

since reports from the Furyondian marines who survived the battle with

the Slaver ship; the crew of the enemy ship was entirely human. Some
point out that the half-orc “Emperor” of the Pomarj has not been

averse to working with human mercenaries in the past, and he might be
doing so now. As always, the Scarlet Brotherhood—a racist nation far
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Duchy of Urnst (just south of the County), and Greyhawk. The cogs
are to all appearances normal, but their cargo holds are slightly smaller
than typical for a ship of their size. Secret panels allow access to hidden
rooms where slaves can be kept. The names of the cogs are the Eternal
Sun, the Longspan, and the Radiance. None of these ships have their
names painted on the side in order to avoid being recognized as the
same ships that do the slaving,

Of course, the Slavelords are not yet so brazen as to send their ships
out with the yellow sails unfurled all the time. The yellow sails are kept
carefully wrapped in brown canvas and tied to the crossmasts. A few
expert tugs on key ropes will release the thin, colored sails, which are
tied in place over the existing sails, When the Slavers wish to conceal
their identity again, they can pull the top ropes free and quickly stow
the yellow sails, restoring them to their readied position when they are
unobserved.

The slave ships are well prepared for attack and defense, bolstered
by magic that makes their job much easier. Each ship carries a priest of
the Earth Dragon and a wizard. The wizards carry nonlethal spells
such as color spray, sleep, and hold person, which makes the raids easi-
er for the Slavers and doesn't damage the merchandise. The wizards
also prepare spells to conceal and aid escape such as wall of fog, fog
cloud, stinking cloud, phantasmal force (and its more powerful incar-
nations, to make rain, fog, or the like), and gust of wind. The priests
use spells such as augury to rate potential slaving targets, the various
cure magics to help the crew, silence 15" radius against enemy spell-
casters, obscurement to supplement the actions of the wizards, and call
lightning on days with the appropriate weather to disable weaponry on
enemy ships.

The Slavers choose their targets carefully, using information funneled
to them from their masters and agents in Dyvers, backed up by spells
and instinct. When seeking to raid watercraft, the Slavers approach
under the premise of carrying a message, looking for a person, request-
ing aid, and so forth. If a targeted ship is alone, quite often the slave
ship will attempt to claim its prey quickly and not bother with showing
its colors. If the Slavers are approaching a number of ships and don't
feel at risk, chey often show their colors in order to strike fear into the
hearts of the other ships while they close upon a single targeted vessel.
Ships are fired upon with ballistac and grappled to pull close enough
for the spellcasters to affect them. Boarding parties storm the ship, if
resistance remains after the magic strikes. Statistics for ships and rules
for naval combat are listed at the end of this section.

When the Slavers plan to raid a coastal town or village, they usually
send one or more spies into the town in the guise of caravanners, mer-
chants, wandering laborers, ot adventurers. After the spy gets the lay of
the land—how many people live there, and their ability to defend them-
selves—he returns to his rendezvous poin, often a nearby town or
another ship, or sometimes uses magical means to communicate with his
ship. The raid is then executed, usually near dark or at night—the slave
ship moving in, yellow sails unfurled, deploying one or more rowboats
directly at the settlement after sending a secondary force to the flank the
target in order to herd people toward the water and catch stragglers.
Nonlethal spells and weapons such as bolas and nets are used to disable
the townsfolk. Normal weapons are used sparingly and only on people
who present a threat, such as militia or others with weapons. When the

raiders have collected as many slaves as their ship can hold, they chase
off the remaining townsfolk, loot livestock and drinks, and return to the
ship, setting a building or two on fire to give the survivors something to
distract them from pursuit.

When they return to the ship, the Slavers sort out the slaves, killing
any deemed too weak or useless and tossing them in the Nyr Dyv. The
yellow sails are taken down, and the ship is then steered away from the
town in a direction roughly perpendicular to their next destination. The
remaining slaves are sorted by age and gender, stripped of any useful or
dangerous items, given a sleeping drug, bound, and placed in the hold'’s
hidden compartments. After a few hours of sailing, the ship turns
toward its next stopping point, appearing no more suspicious than any
other vessel out on the lake.

Laden with slaves, the cogs make their way down the Selintan and
into Woolly Bay. There they transfer their cargo of flesh to other
Slavelord ships (see “North Woolly Bay” for details on the second leg
of their journey), then make their way back up to the Nyr Dyv o
repeat the cycle. The sailors on the cogs are heavily armed, which their
captains justify by pointing out that humanoid-crewed ships of the
Pomarj have been growing more bold in their attacks against decent
folk in the bay, and so every ship has to be well defended.

The two times that the slave ships have been discovered by the
Furyondian Royal Navy—both times because they were delinquent in
hiding their yellow sails after a raid, an error for which they were
severely reprimanded—they were fortunate enough to have been rela-
tively rested. Both times they were able to gain an advantage by throw-
ing injured captives overboard, distracting their foes long enough for
them to make decisive strikes against their opponent’s leaders and ship-
board weapons. In the first fight, a lightning bolt from a call lightning
spell struck the Furyondian craft’s mast, rendering her becalmed and
giving the Longspan the chance to get away. When the Eternal Sun was
attacked, the ship’s priestess was able to crack the Furyondian hull with
a well-placed bolt of lightning. The crew of the crippled ship tried a
hasty boarding action, but the Slavers easily repelled them. Many half-
drowned sailors were plucked from the water and added to the cargo
that night.

As the Slavelords build their ruilitary strength, they will start to
divide the duties of their small navy. Some may become dedicated slave-
carriers, dispensing with the need for legitimate trade, while the rest
focus on fighting strength and acting as escorts to the cargo ships. The
warships make their raids on land and sea, while the slower slave-carri-
ers wait at a safe distance. The war vessels will also guard the cargo
ships as they make their way down the Selintan to the next Slaver way
station, It will be some time before the Slavelords have the strength to
do this, but they do not wish to repeat their old errors and be toppled
due to mistakes, and so they encourage and reward patience in their

underlings.

Who's in Charge
The local person in charge of the slaving operation is a woman called
Markessa the Red (see “Slavers Cove”). She divides her time between
an Alliance safehouse in Dyvers and a hidden cove in the Nyr Dyv,
changing her location about once a week to relay information and
orders. Those who have seen her in the city and who don't know her
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true intentions assume that she is some sort of message courier or wiz-
ard-for-hire.

‘Who's Involved
The slave ships aren’t operating in a vacuum. The Slavelords have made
contacts through Markessa the Red with several people in the city of
Dyvers. All of these contacts have financial needs, criminal ties, or a
vendetra against the city of Greyhawk for one reason or another.

Vel Ashandrin is one of the high-ranking Alliance bosses, oversecing
most of the racketeering that goes on in the city. He is the Slavelords’
liaison to the Alliance, having a personal interest in the downfall of
Greyhawk because the Thieves Guild had his wife assassinated. He can
most easily be reached by contacting his employee, Max the Lucky
(area TD2). Vel's people make sure that the Slaver ships have a safe

L e -

place to make port. If they have human cargo that needs to be stored
in an emergency, a small private pier can be used on West Gate Island
to unload them into an Alliance warehouse, usually in large crates so as
not to arouse suspicion. Any repaits to the slave ships come from his
finances, and the Slavers reimburse him.

Hodar the Wizard (area RG3) provides magical aid to the Slavelords

and relays messages (via dream spells) to the slavelord Kent (see “Deep
in the Pomarj: Kalen Lekos™).

Krankor (area DD2) works for the Alliance and is just in it for the

money. He cares very little for people in general and even less for uppity
folk from Greyhawk. Krankor takes care of docking needs at the Yellow
Pier and keeps his ears open for rumors circulating the waterfront.

Walgrim Emirian (area RG4) has gotten money from the Slavelords

and a promise that in exchange for his help they will do whatever it

Slave Ships: Eternal Sun, Longspan, Radiance
Cogs: Dm 90x20x4.5; MV 9 sail; Many. 1d6; Crew 4-20; AC 7; SP
51; Arm up to 2 hvy artillery and 1 It artillery; Ram 0; Cover +5 AC;
Saves 16; SZ L; Cargo 150 en; Pass 5.

Ballistae, heavy (2): MV 6; Crew 3; AC 5; SP 8; THACO 17;
HAT % Rg 2/12/24/36; Dmg 3d6 S—M, 3d8 L, x¥% ST; Cover +2
AC; Saves 13; Space (wt) 15 (5); SZ L (5x6x3).

Catapult, light (1): MV 6; Crew 1; AC 7: SP 8; THACO 14; #AT
% Rg 15/—/—/32; Dmg 1d12 S-M, 2d8 L, X% ST; Cover +1 AG;
Saves 13; Space (wt) 6 (1); SZ L (6x4x5).

Captains: The Slaver captains are clever men with wills of iron, and
few are willing to cross them. Sal Benyas, captain of the Eternal Sun,
has an eye for the ladies and considers himself quite handsome despite
several scars. Mar Kell, captain of the Longspan, is cold, ruthless, and a
bit too fascinated by the minds of his captives, studying and testing
them like a child studies ants. Yayson de Marillio is the captain of the
Radiance, and prefers silence, often removing the tongues of those who

talk too lnLlCl'l.

Captains, male humans F§ (3): AC 5 (chainmail); MV 9; hp 31;
THACO 16; #AT 1; Dmg 148 (Iungswordj; SZ M; ML champion
(15); Str 15, Dex 10, Con 15, Int 12, Wis 11, Cha 10; AL LE;
XP 175.

Mates: The first and second mates of these ships are strong, angry, and
vindictive. They don't tolerate defiance and will seek to break one’s
will with ﬂoggings, dippings, and keelhauling.

Mates, male humans F3-F4 (6): AC 7 (studded leather); MV 12;
hp 17/22; THACO 18/17; #AT 1; Dmg 1d8 (Inngsword); SZ M;
ML elite (14); Int 9, Wis 11; AL LE; XP 65/120.

Scouts: Each ship has four scouts who are sent out ahead of time to

SiZ{‘ Llp rheir targcts Zl.l'ld to cause diStflCtiOﬂR or Lll'lloCk gaTCSo

Scouts, humans T2 (12): AC 10; MV 12; hp 8; THACO 20; #AT
1; Dmg 1d4 (dagger); SZ M; ML elite (13); Int 14, Wis 11; AL LE;
XP3s5:

Speczaf Abilities: Disguise, Forgcry. Rlding (Landfbase.d}.

Thief Abilities: PP 25, OL 30, F/RT 25, MS 20, HS 20, DN 15,
CWESRL Q.

Crew: The crew members of these slave ships are mostly pirates,

though there may be a few wartiors as well.

Slavers, humans T4 (12-60){ AC 7 (studded leather); MV 12; hp
12; THACO 19; #AT 1; Dmg 1d4 (dagger); SZ M; ML sready (I 1)
Int 7, Wis 9; AL LE; XP 120,

Thief Abilities: PP 25, OL 35, F/RT 5, MS 50, HS 50, DN 15,
CW 90, RL 0.

Earth Dragon Priests, P7 of Earth Dragon (3): AC 6 (scalemail);
MV 12; hp 36; THACO 16; #AT 1; Dmg 1d6+1 (footman’s mace);
SZ M: ML stcady (12); Str 11, Dex 9, Con 15, Int 11, Wis 15, Cha
10; AL LE; XP 650.

Spheres: Major—All, Combat, Elemental (Earth)), Healing,
Protection, Weather; Minor—Divination, Guardian, Travelers, Wards.

Spei’fs Memorized {5/5/3/1): lst—bf:gh t, cure light wounds,
darkness, magical stone, shillelagh; 2nd—augury, fire blade, hear metal,
obscurement, spiritual hammer; 3rd—call lightning (X2), dispel magic;
4th—cure serious wounds,

Special Equipment: potion of extra-healing.

Slavers’ Wizards, M5 (3): AC 10; MV 12; hp 14; THACO 19; HAT
1; Dmg 1d4 (dagger); SZ M; ML elite (13); Str 9, Dex 13, Con 12,
Int 15, Wis 9, Cha 8; AL NE; XP 270.

Spells Memorized (4/2/1Y; 1st—armor, phantasmal force, sleep,
wall of fog; 2nd—fog cloud, stinking cloud; 3rd—gust of wind.

Slavers
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takes ta cure his arm fully. Walgrim is well traveled and has many old
friends that can provide information or favors to his “friends from the
Wild Coast.” He also provides some leverage among the Gentry, and
has distracted the Council when the topic of the Slavers has arisen.

Szepkurva the Rhennee (see “Slavers Cave,” area 9) initially joined
the Slavelords to avenge herself on her cruel husband. But, in the
months since the time she made that decision, she has come to enjoy
the power she has acquired. Having been raised in a society where
women are second-class citizens, she finds her position exhilarating.
Although she has spent no time with her people since she ran away
and little time in Dyvers, she eventually would like to have the dam-
age to her face repaired. Szepkurva is valued for her knowledge of the
Nyr Dyv, sailing, Rhennee travel routes, and naval patrols. It is her
expertise that has allowed the slave ships to aveid most unwanted
encounters.

NAvAL ComBAT

The following brief rules for conducting naval combat are adapted
from TSR2170, Of Ships and the Sea. Anyone interested in a more
detailed treatment of the subject is encouraged to use the rules in that
book in place of what is given here.

If the DM wants to set up a situation where naval combat is possi-
ble, he or she should describe a scene in which opposing ships are a cer-
tain distance away from one another. If this distance is beyond missile
range, then the ships’ movement rates represent tens of yards per
minute; if it is within missile range, then movement is measured in
yards per minute (one round).

Each round of naval combart begins with maneuver rolls—each ship
makes a roll using its maneuver bonus (for instance, 1d6+2 for a coast-
er or 1d6 for a cog). The ship with the higher result is considered the
“attacker” (even if that ship does not intend to attack) and is entitled
to declare the action it will take in the upcoming round. The other ship
is considered the “defender.” If ships are not adj;i(‘ent to one another,
then the attacking ship's captain has two choices of action: Flee or
Close. If S}lips are adjacent, the Possibfc actions for the attat‘king ship
are Ram, Board, or Flee.

After the attacker has declared an action, each ship determines its
maneuver rating for the current round. This rating is equal to one-third
of the vessel's movement rate plus the ship's maneuver bonus. (Roll the
maneuver bonus again; do not use the result of the maneuver roll.)
Refer to the Maneuver Results table (page 22) to determine the out-
come of this round of combat (or maneuvering, as the case may be).

When the outcome from the Maneuver Results table has been deter-
mined and implemented, one or both of the ships may conduct missile
combat, artillery fire, or ranged magic attacks (if the opponent is in
range); see the following section for more information. Also, the attack-
er may decide—but is not obligated—to follow through with a ram-
ming attempt or a boarding attempt, if the appropriate action was
declared eatlier in the round.

Damage from attacks on a ship may be inflicted against the crew and
passengers or marines, the cargo, or the ship itself. A ship whose struc-
tural hit points are reduced to O or lower immediately begins to sink, If
an atrack 1s mounted against crew or passengers, the DM decides which
specific targets suffer damage. Combat is resolved using standard com-
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bat rules, Ship-to-ship combat is resolved in the following sequence:
missile (artillery & magic) attacks, ramming attacks, boarding actions,
and boarding melees.

Missile / Artillery /Ranged Magic attacks

Marines serve as archers, but only a limited number may attack from
each side of a vessel, based on the craft’s size: S = 5; M = 20; L = 30;
VL = 40. Crew and marines gain the AC cover benefit against missile
fire. Incendiary attacks suffer a range reduction of one-third, rounded
down. Fire damage per round begins at 1d4, and increases to 1d6, 1d8,
1d10, 1d12, and 1d20 each round the maximum score is rolled on a
damage die. In addition, each time a fire grows in size, it starts a second
fire on another target (crew, cargo, oars/ rigging, or hull). To fight a fire,
roll the fire’s damage die once for each firefighter. On a roll of 1, a fire’s
size is reduced by one factor till extinguished.

Artillery and magic attacks function as usual, with the attacker
declaring the type of target (passengers, marines, cargo, or the ship
itself) and resolving hits and damage as normal.

Ramming
Each vessel capable of ramming possesses a Ram Factor, which is added
to ram attack and damage rolls. (A vesse] with a Ram Factor of 0 is
capable of ramming, but gains no bonus when trying to do so.) Vessels
gain a bonus of +1 for every size category larger than the target and
suffer a penalty of —1 for each size smaller (S, M, L, VL). A ramming
vessel must be able to close to O distance and then arracks a ship's AC
with a THACO of 16. The ship that declared the Ram action attacks
first. Then the other ship makes an attack roll with a —4 penalty to see
if it causes collateral damage to the attacker. A ship inflicts 1d6 points
of structural damage per size category (S = X1, M = %2, L =x3, VL
= x4), double this amount to living targets.

Boarding 7~
Before the crew and passengers of one ship can board the other ship, =
the vessels must be adjacent. The ship intending to board must then -

win the maneuver roll for the next round of combat (becoming the
attacker) and also win the roll to determine maneuver ratings for the &
round.

Boarding is easier if grapples are employed. Grapples are thrown
against a ship’s AC at a THACO of 20; heroes may use their own
THACQO scores. For every three grapples attached, rounding down, add
+1 to the boarding attempt. Captains assign crew and marines to either —
board or repel. Subtract the number of defenders from the number of
attackers and divide by 5, rounding up. This score is either added to

the boarding attempt if the attackers have more people, or subtracted if
the defenders have more.

Then roll 1d20 to make a boarding attempt. Add modifiers for
grapples and numbers of attackers vs. defenders. For every point above
a final roll of 15, 10% of the total boarding party crosses over.
Boarding melees then proceed as with normal melee combat rules,
though the DM should take into account the various obstacles and dan-
gerous locations that may impinge on combat. Ropes, rigging, sparring,
prow, different deck levels, and the chance to be thrown overboard
make for an inter(:sting battle.
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Maneuver Results

A -2 missiles this rd.

A —2 missiles this rd.

Declared Result

Action A>2D A>D A=D A<D | 2A<D

Flee  Open (+A rating) Open (A -D) Range change favors  Close (D —A) Close (= D rating)
A +1 next maneuver A 41 next maneuver faster vessel by A —1 missiles this rd.
A +3 missiles this rd. A +2 mussiles this rd 1d10x10 yds. |

Close  Close (— A rating) Close (A-D) Range change favors Open (D —|A) Open (+D rating)
A +1 next maneuver A +1 next maneuver faster vessel by A=l missil!es this rd.
A +3 missiles this rd. A +2 missiles this rd 1d10X10 yds.

Ram  Close (— A rating) Close (A -D) Range change favors Open (D —|A) Open (+D rating)
A +1 next maneuver A +1 next maneuver faster vessel by .
A +2 ramming this rd. A +1 ramming this rd. ~ 1d10x10 yds.

Board 75% A boards D A +2 boarding thisrd.  Range change favors Open (D —|A) Open (+D rating)

faster by 1d10x10 yds.

How to Use the Maneuver Results Table

A>2D: Refer to this column if the attacker’s maneuver rating
for the current round is more than 2 times the defender’s.

A>D: Refer to this column if the attacker’s maneuver rating is
greater than the defender’s (but not more than 2 times greater).

A=D: Refer to this column if the attacker's maneuver rating is
equal to the defender’s.

A<D: Refer to this column if the attacker’s maneuver rating is
less than the defender’s (but not less than half).

2A<D: Refer to this column if the attacker's maneuver rating is

less than half of the defender’s.

Open (+A rating): Distance between the ships increases by the
amount of the attacker’s maneuver rating.
Open (A — D): Distance between the ships increases by the dif-

ference between the two maneuver ratings.

Close (— A rating): Distance between the ships decteases by the
amount of the attacker’s maneuver rating.

A +1 next maneuver: Current attacker receives a +1 bonus in
the following round when maneuver ratings are determined (not on
the maneuver roll when the attacker for the round is identified).

A +3 missiles this rd.; Current attacker receives a +3 bonus on

any missile attacks (including artillery attacks) made in this round

after mancuvering is complete
A +2 ramming this rd.: Cy
a ramming attempt made in th
75% A boards D: If currer
boarding attempt, three-quartej
the defending vessel in this rou

A +2 boarding this rd.: Current attacker receives a +2 bonus to

a boarding attempt made in th

Range change favors faster
between the ships increases or
faster and what each ship’s int

.
rrent attacker receives a +2 bonus to
lis round,

it attacker elects to go through with

rs of the attacking force comes aboard

ind.

ts round.
vessel by 1d10X10 yds.: Distance
decreases depending on which ship is

nt is.

If attacker’s declared action was Flee but defender is the faster

ship, then defender can
between the ships by 1

(if desired) close the distance
11010 yds.

If attacker’s declared action was Close but defender is the faster

ship, then defender can

|(if desired) open the distance

between the ships by 1d10x10 yds.

If attacker’s declared actior] was Ram or Board but defender is

the faster ship, then defender can avoid being rammed or

boarded in this round klby moving away.

TRANSPORTATION

Heroes may travel across the countryside in a number of ways—by
foot, on the back of some beast of burden, by booking passage on some
land conveyance, or on a seagoing vessel. This section presents game
statistics for conveyances as well as the armaments that may be mount-
ed on ships. The DM can use these stats not only to provide the heroes
with a means of transportation, but also for the purpose of running
highway encounters and sea battles.

Land Conveyances

Add +1 point of Movement per added beast in series and +3 for every
pair of beasts in tandem rig.

Carriage, buckboard: MV 18; d:rew 1-2; Team 1-2; AC 8; SP 10;
Ram 0; Cover 0; Saves 17; SZ FI'I (12x5%4); Cargo 1 tn; Pass 4.

Carriage, closed: MV 15; Crcwi 1-2; Team 2; AC 7; SP 12; Ram +1;

Cover +2 AC; Saves 18; SZH

E[15><8X8): Cargo 0.5 tn; Pass 6.

Cart, dog: MV 9; Crew 1; Tear%p 1; AC 9; SP ; Cover +1 AC; Saves 19;

SZ S (5x3x3); Cargo 0.1 tn; P:

Cart, hand: MV 9; Crew 1; Te

::#ss 0.

’I:m 0; AC 8; SP 6; Ram 0; Cover +2 AC;

Saves 18; SZ S (4x3%2); Cargo|0.25 tn; Pass 0.

22



Cart, ox: MV 12; Crew 1-2; Team 1-6; AC 7; SP 12; Ram +1: Cover +3
AC; Saves 17; SZ L (8x5x6); Cargo 2 tn; Pass 1.

Chariot, ]l'ght: MV 21; Crew 1-2; Team 2; AC 6; SP 12; THACQ 18;
HAT 1; Dmg 1d6 S—M, 1d4 L, x4 ST; Ram +1; Cover +2 AC; Saves
16; SZ S (4x3x4); Cargo 0; Pass 2.

Chariot, medium: MV 18; Crew 1—4; Team 2—4; AC 4; SP 15; THACO
17; #AT 1; Dmg 2d6 S-M, 2d4 L, x% ST; Ram +2; Cover +3 AC; Saves
14: SZ M (5>(3><5); Cargo 0; Pass 2.

Chariot, heavy: MV 15; Crew 2-6; Teamn 4—6; AC 3; SP 18; THACOD
16; #AT 1; Dmg 3d6 S-M, 3d4 L, x} ST; Ram +3; Cover +4 AC;
Saves 12; SZ M (6xX4X6); Cargo O; Pass 4.

Coach: MV 18; Crew 1—4; Team 4-8; AC 6; SP 18; THACO 18; #AT
1; Dmg 2d8 S-M, 2d6 L, x% ST; Ram +2; Cover +3 AC; Saves 16; SZ
H (15x8x8); Cargo 0.5 tn; Pass 8.

Iceboat: MV 6 pole, 18 sail; WCrew 1—4; Team 0; AC 8; SP 16; Ram 0;
Cover +2 AG; Saves 17; SZ H (8x15x10); Cargo 0.1 tn; Pass 2,

Wagon, caravan: MV 12; Crew 1—4; Team 4-8; AC 6; SP 24; Ram +3;
Cover +2 AC; Saves 14; SZ H (8x18x10); Cargo 5 tn; Pass 4.

Wagon, covered: MV 9; Crew 1-3; Team 2—6; AC 8; SP 18; Ram +1;
Cover +2 AC; Saves 17; SZ H (5x14x9); Cargo 2 tm; Pass 5,

Wagon, gypsy: MV 12; Crew 1-2; Team 2—4; AC 6; SP 20; Ram +2;
Cover +2/+4 AC; Saves 15; §Z H (6x14x10); Cargo 0.5 tn; Pass 3.

Wagon, hay: MV 9; Crew 1-3; Team 2—4; AC 8; SP 14; Ram 0; Cover
+1 AG; Saves 19; SZ H (6X16x10); Cargo 2 tn; Pass 24 (no cargo).

Wagon, large: MV 9; Crew 1-3; Team 2—4; AC 6; SP 20; Ram +3;
Cover +1 AC; Saves 16; SZ H (6x12x4); C:u'go 4 tn; Pass 8.

Wagon, Prison: MV 12: Crew 1—4: Team 2—6; AC 4; SP 24; THACO
18; #AT 1; Dmg 2d8 S—M, 2d6 L, x% ST; Ram +2; Cover +3 AC;
Saves 12; SZ H (8x12X8); Cargo 0; Pass 12.

Wagon, small: MV 15; Crew 1-2; Team 1-2; AC 7; SP 18; Ram +1;
Cover +2 AG; Saves 15; SZ L (5x12x5); Cargo 2 tn; Pass 2.

Wagon, war: MV 12; Crew 2—4; Team 4-6; AC 3; SP 32; THACO 16;
HAT 1; Dmg 3d6 S—M, 3d4 1, %% ST; Ram +4; Cover +6 AC: Saves
11; SZ H (8x16x8); Cargo 0; Pass 10.

Seagoing Vessels
Bireme: Dm 100%20x3; MV 9 oar, 9 sail, 15 com; Manv, 1d6+3; Crew
61-120; AC 4; SP 28; Arm 1 It a.ttil[ery‘, Ram +1; Cover +4 AC; Saves
16; SZ L; Cargo 1 tn; Pass 8-24.
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Caravel: Dm 70x20x5; MV 12 sail; Manv. 1d6+1; Crew 10—40: AC 5;
SP 54; Arm up to 3 hvy artillery; Ram 0; Cover +5 AC; Saves 15; SZ L;
Cargo 200 tn; Pass 20.

Cargo ship: Dm 70x25x4; MV 6 sail; Manv. 1d6; Crew 5-30; AC 6; SP
36; Arm up to 2 hvy ;lrti]lcry; Ram 0; Cover +3 AC; Saves 18; SZ L;
Cargo 80 tn; Pass 10.

Coaster: Dm 75x18x3%; MV 3 oar, 12 sail; Manv, 1d6+2; Crew 6-13;
AC ; SP 28; Arm up to 2 med artillery; Ram 0; Cover +3 AC; Saves 17;
§Z L; Cargo 180 tn; Pass 8-20.

Cog: Dm 90x20x4.5; MV 9 sail; Manv. 1d6; Crew 4-20; AC 7; SP 51;
Arm up to 2 hvy artillery and 1 It artillery; Ram 0; Cover +5 AC; Saves
16; SZ L; Cargo 150 tn; Pass 5.

Fishing, rowboat: Dm 3x4x0.5; MV 6 oar; Many. 1d6; Crew 1-2; AC 7;
SP 8; Cover 0; Saves 19; SZ §; Cargo 0.1 tn; Pass 3.

Fishing, skiff: Dm 16x6x1; MV 3 oar, 6 sail; Manv. 1d6+435; Crew 1—4;
AC 7; SP 5; Cover 0; Saves 20; SZ 5; Cargo 0.25 tn; Pass 2.

Galleon: Dm 90x22x6; MV 18 sail; Manv. 1d6+2; Crew 20-80; AC 4;
SP 48; Arm up to 4 med artillery; Ram +2; Cover +6 AC; Saves 12; SZ
L; Cargo 200 tn; Pass 20-35.

Great Galley: Dm130x20x4.5; MV 12 oar, 6 sail, 18 com; Manv.
1d6+2; Crew 41-150; AC 3; SP 36; Arm up to 3 med or 2 hvy artillery;
Ram +4; Cover +4 AC; Saves 13; SZ VL; Cargo 150 tn; Pass 10-50.

Keelboat: Dm 20x6%1; MV 6 oar; Manv. 1d6+1; Crew 1—6; AC 5; SP
4: Cover +2 AC; Saves 19; SZ M; C;\rgo 0.5 tn; Pass 6.

Man-O"-War: Dm 120%32x8; MV 21 sail; Manv. 1d6-+3; Crew 24-72; &
AC 4; SP 64; Arm up to 2 hvy and 2 med artillery; Ram +3; Cover +6
AC; Saves 11; SZ VL; Cargo 180 tn; Pass 108.

Slave Galley: Dm100%20%4; MV 12 oar, 6 sail, 18 com; Manv. 1d6+1;
Crew 41-100; AC 5; SP 20; Arm 1 med or 2 It artillery; Ram +1; Cover .
+2 AC; Saves 16; SZ L; Cargo 3 tn; Pass 5-20.

Artillery
Each artillery piece takes up an amount of space. Available space on any
craft equals its number of structural hit points. Each piece also deducts
from the available cargo tonnage. If a craft is unable to hold the weight
of a sicge engine, it may not be mounted. A galley or trireme may
reduce the number of passengers/marines it may carry by 10 for every
ton occupied by an artillery engine. Flaming missiles add +3 damage to
S-M, +2 damage to L, and X2 damage to ST.

Ballista, light: MV 9; Crew 1; AC 7; SP 4; THACO 12; #AT 1/2;Rg

—/8/16/24; Dmg 1d6 S-M, 1d8 L, 0 ST; Cover 0; Saves 15; Space
(we) 5 (1); SZ S (2x253).
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Ballista, medium: MV 6; Crew 2; AC 6; SP 6; THACO 14; #AT 1/3;
Rg 1/10/20/30; Dmg 2d6 S—-M, 2d8 L, X% ST; Cover +1 AC; Saves
14; Space (wt) 10 (3); SZ M (4x4x3).

Ballista, heavy: MV 6; Crew 3; AC §; SP 8; THACO 17; #AT 1/4; Rg
2/12/24/36; Dmg 3d6 S—M, 3d8 L, x% ST; Cover +2 AC; Saves 13;
Space (wt) 15 (5); SZ L (5%6x3).

Catapult, light: MV 6; Crew 1; AC 7; SP 8; THACO 14; #AT 1/2; Rg
15/ B Dmg 1d12 S-M, 2d8 L, %)% ST; Cover +1 AC; Saves 13;
Space (wt) 6 (1); SZ L (6Xx4x5).

Catapult, medium: MV 3; Crew 3; AC 6; SP 12: THACO 15: #AT 1/3;
Rg 15/—/~/32; Dmg 2d12 S-M, 4d8 L, X ST; Cover +2 AC; Saves
12 Space (wr) 12 (3); S7EL (8><6X7:|.

Catapult, heavy: MV 1; Crew 5; AC 5; SP 15; THACO 16; #AT 1/4;
Rg 18/—/-/36; Dmg 3d12 S-M, 6d8 L, x% ST; Cover +3 AC; Saves
11; Space (wt) 18 (5); SZ G (15x8x9).

SLAVERS CovE

The northwestern portion of the Cairn Hills has several long stretches
where the hills meet abruptly with the Nyr Dyv, forming short cliffs
and a winding coast full of caves, short tunnels, and coves. Many of
these coves contain beaches of small pebbles instead of sand. Most of
these are of no consequence and so are not mentioned on maps, making
them suitable places for people seeking privacy. The northern branch of
the Slavelords has chosen such a place—a good-sized cove on the
northwest side of the Greyhawk peninsula that was once the home of a
crazy old sea dog named Kerk, who died just before the Greyhawk
Wars. Kerk had a litcle shack and fishing boat, and would go onto the
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lake every day to catch fish an
and grog,
The Slavers have torn dow

d sometimes trade them for other food

0 old Kerk’s shack and built several build-

ings to take its place. They have also made use of the four caves hol-

lowed out of the cliff face. Th
cove is steep enough that the
alter the configuration of the
enough to hold one of the Sla

e incline of the coast leading into the
minor tidal changes of the Nyr Dyv barely
rove’s beach. The cove itself is large

ver cogs, although one would only be

brought in all the way in an e]%nergmcy. since getting the thing back out
would be a complex and diffidule task. Small rowboats are used to ferry

goods to the land and back w
side the cove.

The Slavers posted here are
of the slave ships, and it may
seen again. The Slavers station
of weeks and then are rotated

hile the ship remains anchored just out-

visited every second or third day by one
be over a week before a particular ship is
ed here remain for no more than a couple

back onto duty aboard one of the ships.

This frequent juggling of crews also prevents the need for recreational

distractions in this secret hide

way, which could attract too much atten-

tion. Very rarely does one of the slave ships drop off its cargo of slaves

here. If a ship’s captain expect!

5 pursuit or anticipates being searched, he

uses the cove to drop off capt
for the human cargo.
The cliff walls of this cove

ves until he or another ship can return

|are steep, but rough (+20% to Climb

Walls attempts). There is a stfeep trail on the eastern wall that winds

its way up the cliffside, wide ¢nough for one person. The trail quickly
fades out once the cliff has been scaled, and it is miles in any direction
before a traveler reaches civilization. The Slavers here have located sev-

eral small caves inland that co

uld be used as fallback points if their

base is ever discovered. The cliff trail is narrow enough that a person

on it will have a hard time do

trail).

dging (+2 penalty to AC while on the
|

The beach itself is composéd of smooth stones, varying in size from

a thumbnail to a handspan. Creeping vines and small shrubs grow in the

back section of the cove, actin
The floors of the caves are

g as camouflage for their buildings.

covered in a carpet of pebbles, although

sleeping areas have had the stones raked aside to reveal smoother rock

and earth. The stones make it
Move Silently rolls).

idifﬁcult to walk in the area (—20% to all

The water of the cove is generally no more than 15 feet deep at its
deepest point, but it gains depth rapidly once it connects with the lake.
The cove is home to several types of small fish and lake plants, none of

which are tasty or large enoug
bottom of the cove is rocky wi

1 to warrant interest by the Slavers. The
here the plants haven’t taken root, with

patches of smooth stones making interesting patterns, much like islands

in a sea.

0. The Bay Waters
The bay just beyond Slavers Cove is the hunting territory of a giant sea-
boar, a strange sea monster with the head of a giant wild pig and the
body of a sea serpent. The first time the Slavers encountered the crea-

ture, they fed it several unluck

y captives and it let the Slavers pass.

Now, every time the Slavers enter this bay, they toss a carcass overboard

as soon as the sea-boar breaks

the surface, blowing its spume 15 feet
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into the air, If adventurers enter these waters, the sea-boar will circle
them, a serpentine form undulating through the waves. If it is not fed,
the sea-boar will bump the adventurers’ craft to encourage their atten-
tion. Next it will break the surface, blowing water into the air and then
dive. If it still isn’t fed, it will breach, leaping high into the air and
crashing back into the waters creating a 10-foot-tall wave. This should
get the heroes” attention.

Sea-boar (1): AC 5; MV 3, swim 12; HD 10; hp 60; THACO 11;
HAT 2; Dmg 3d6 (rnm) and 3d8 (crush\); SA para]‘vtic poison, save at -2;
S7.G (50" long); ML steady (11): Int animal (1) AL N; XP 3,000,

B. Ballista
Each of these locations is a wheeled medium ballista covered in a water-
proof tarp with a stack of ten bolts. Should the cove be attacked, the
Slavers will use the ballistae to hole incoming craft, sinking landing
craft if possible, then retreating if an invading ship opens fire. They are
not averse to turning them on individual invaders.

Ballista, medium: MV 6; Crew 2; AC 6; SP 6; THACO 14; #AT %; Rg
1/10/20/30; Dmg 2d6 S-M, 2d8 L, >} ST; Cover +1 AC; Saves 14;
Space (wt} 10 (3); SZ M (4x4X3); Cost (crew) 600 (2); Build 2 wks.

/
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1. Barracks ~
Each of these two simple wooden buildings is the temporary home of &
68 Slavers trained in sailing and combar, The small buildings are pret-
ty crowded, with eight small bunk beds and a couple of storage chests.
One wooden door with a simple latch and a small shuttered window are
the only means of access. Four of these people are on warch at any
time, two in area 8 and two watching the lake. Each Slaver has 3d6 gp Lt
and 5d8 sp.

Slavers, male humans F1 (12-16): AC7 (studded leatherj; MV 12; hp
9: THACO 20; #AT 1 or 2; Dmg 1d6 (shoﬂ‘ sword) or ldﬁ/ld@
(shortbow); SZ M; ML elite (14); Int 9, Wis 7; AL NE or LE; XP 15.

2. Food Storage
These two buildings have crates of food such as dried beef, hardtack,
salted fish, and reasonably fresh produce brought by the slave ships.
The floor of each of these caves has been dug into to form a 10-foot-
deep pit and covered with a thick plank. The more perishable items are
stored in this cooler space to make them last longer. These spaces can
be used as hiding places or covered with a tarp and a thin layer of dirt
to make them a trap. The doors are held closed by a simple hook-and-
latch arrangement.
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3. Kitchen

This building is where slaves cook meals for the Slavers. A waist-high
metal grate placed over two cooking fires takes up most of the kitchen.
On the grate is a large pot used to make soups or stew and a large metal
grill. The smaller pots and pans, as well as the utensils, are connected via
chains to a beam overhead, preventing them from being stolen by the
slaves and thus used as weapons. The slave cooks prepare two meals a
day, with a pot of fish stew usually left on a slow boil during the day for
the Slavers to snack on. The slaves routinely spit in the food, and the
Slavers are sure that this is happening, but nothing is done about it since
the slaves haven't been caught yet. There are also long loaves of bread
and a smelly goat cheese ripening on a hook.

4. Storage
This small cave holds crates and barrels of supplies and stolen goods:
rope, nets, iron rations, lantern oil, planking for ship repair, nails,
chains, and so on. It is all packed in a haphazard manner, and finding a
specific item requires reshuffling crates,

5. Working Slaves
This chamber is the working and sleeping place of six old women who
were taken in raids along the Nyr Dyv. Although most old captives are
quickly killed, these crones have many workable skills, and so they were
spared. The women repair nets, weave rope, fix clothes, do laundry, and
cook for the Slavers, spending most of their time in here and only leav-
ing the cave when the time comes to make a meal. Their beds are a
latge pile of blankets. They huddle together at night to keep their old
bones warm. The women have been crippled to prevent their escape—
one leg has been amputated at just below the knee and replaced with a
peg. They can hobble around, but would have a difficult time running
and would never make it up the cliff trail in their condition. These
women are survivors, and are determined to live long enough to see
freedom again, but their physical limitations prevent them from achiev-
ing this goal on their own.

This area is also where any excess slaves are kept until one of the
ships can pick them up again. The old women comfort them as much
as possible, but can do nothing to unlock them from their rows of
chains. There is only a 5% chance on any day that additional slaves are

being kept here.
6. The Loo

The far end of this sloping cave is partially submerged; the entire area
smells faintly of human waste. The Slavers use this area as a privy. Four
shovels are chained to the wall here, used to hutl refuse into the water on
the far end of the room. There is an inlet from the lake into the far end
of this pool, keeping the water from becoming too fouled but still
unpleasant to drink or swim in. The inlet is about 3 feet wide and 3 feet
tall at its narrowest point and can be navigated by a man-sized creature
with litcle difficulty as long as he takes a deep breath beforehand and has

an indifference toward what he’s swimming through.

7. Guest Cave

This small cave is separated from the main part of the cove by a heavy
curtain affixed to the ceiling with pitons. Equipped with a bed, small

Slavers
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desk, lantern, and chair, it is used as the guest quarters for any visitor of
importance. There is a 50% chance on any week that Frajax, a priestess
of the Earth Dragon Cult, is checking up on the local operation.

Frajax’s personal wealth is 6d]
gp each.

0 pp, 10d10 gp, and 1—4 gems worth 50

Frajax, female human PS5 of Earth Dragon: AC 6 (scalemail); MV 9; hp

33; THACO 18; #AT 1; Dmg
+1 on saving throws vs. damag

(14); Int 9, Wis 14; AL LE; X

1d6+4 (pick, Earth Dragon bonus); SD
ing effects; SZ M (5'6" tall); ML elite
P 975.

Special Abilities: light or magical stone once per day.

Special Equipment: Quaal’s
Spheres: Major—All, Comb

feather token (bird).

t, Elemental (Earth), Healing, Protection,

‘Weather; Minor—Divination, Guardian, Travelers, Wards.

Spells Memortzed (5/3/1):
2nd—chant, spm'ma.f hammer, s

8.

st—Dbless, cure light wounds (X3), faerie fire;
ence 15" radius; 3rd—meld into stone.

Guardpost

This widening in the cave is being used as a guardpost to protect the

lesser Slavelords who live here

This guard is actually very lax, since

anything coming in here would have to get through everyone outside,

and so they are allowed to sit
guards are here on duty at all 1
at night so their leaders can sle
of those in area 1.
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the Nyr Dyv operation. Szep
considered very attractive unt
catching her with another ma
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age prevents her from smiling
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her brutish husband and swo
somehow.
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a position of power in exchang
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tion on the Nyr Dyv, she arrar
that the Slavers have performe
only regret is that she couldn’t
sold down the river.

at a table and play card games. Two
imes. They are required to remain quiet

ep. The guards are taken from the ranks

eutenant Sepp

arated from the main tunnel by a heavy
itons. Behind it is a bed, desk, lantern,
1 map of the Nyr Dyv and its coastal
many notations in a strange language

of Szepkurva, second in command of
kurva is a Rhennee woman; she was

il her husband cut up her face after

n. Now she has long, jagged scars run-
r nose. Minor nerve and muscle dam-

r or frowning more than slightly.

s called by most non-Rhennee, escaped
re that she would get back at him

liscovered her in Dyvers and offered her
e for utilization of her knowledge of the
ediately began planning the enslavement
eks after the Slavers started their opera-
1ged the one raid against a Rhennee barge
d — against her husband’s barge. Her
smile as he was clapped in chains and

Because of her extensive travel upon the lake, Sepp has been an
invaluable adviser for determining the most advantageous times and

locations to strike. Long-time
with little sympathy for the ot

ing her position of power outs

prejudice against the Rhennee has left her
her river people, and she has been enjoy-
de her peoples’ chauvinistic society. Her
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treasure is 8d12 gp, 12d8 sp, 5d6 cp, a gold ring worth 100 gp, and a
100-gp gem.

Szepkurva, female human T6: AC 7 (leather, Dex bonus); MV 12; hp
20; THACO 18 (17 with light crossbow +1); #AT 1; Dmg 1d4 (dagger)
or 1d4+1 (light crosshow +1); SA backstab for X3 damage; SZ M (51"
tall); ML steady (12); Int 13, Wis 9; AL N ; XP 1,400.

Thief Abiliries: PP 25, OL 30, F/RT 35, MS 50, HS 55, DN 25,
CW 80, RL 10.

Special Equipment: light crossbow +1.

10. Escape Tunnel /Storage
The more fragile, perishable, or weather-sensitive supplies for the
Slavers are stored here, aware from the common sailors and the exposed
location of the other storage cave (area 4). The supplies are kept to the
sides, leaving a clear path into the water that covers the floor of this
area. In addition to being a convenient soutce of water for Szepkurva
and Markessa the Red, the cave can be used as an escape route, as the
floor of the cave slopes gently downward, eventually becoming a com-
pletely submerged tunnel that opens up into the Nyr Dyv. Should the
cove be attacked and it appears that the Slaver forces will be overrun,
some will use this route to escape or possibly attempt a surprise rear
attack upon the invaders.

11. The Lesser Slavelord
Half of the floor of this oblong cave is underwater. The dry part has a
large desk and chair that has three stacks of neat papers upon it. The wet
part has a wooden platform suspended 3 feet above the warer level by
several strong planks. Several stepping stones and a ladder allow access
to the top of the platform, upon which stands a legless bed. This odd
sleeping arrangement was organized by Markessa the Red, the leader of
this branch of the Slavelords’ plan. If she isn't sleeping or eating, she is
usually working with Szepkurva to coordinate the next place to attack.
The Slavelords communicate with her via messages carried by visiting
Earth Dragon priests (either verbally or on an item beating a magic
mouth spell), or (if time is of the essence) she sometimes receives a send-
ing or dream spell from Nadanru, the wizard slavelord (see “Deep in the
Pomarj: Kalen Lekos™).

Markessa the Red is a short female elf with fair skin, red-golden hair and
an evil look about her. She wears red studded leather armor and a dark red
cape, which she uses to add flourishes to whatever gestures she makes.
However, this was not her original identity. She once was a Keoish sylvan
elf by the name of Tynley. Catching the eye of the slavelord Markessa, she
was brainwashed and surgically altered to look like Markessa. Now
Tynley's original personality is gone and she considers herself to be the real
Markessa, although when she is in the presence of that woman she is
extremely timid and almost devoid of personality; otherwise she is as ruth-
less and talented as the original. There are very fine scars on certain parts of
her face and body, belying her elaborate “disguise.”

Markessa the Red carries her spellbook, 6d20 gp, 4d20 sp, 3d20 cp,
d10 gems worth 10 gp each, and 1d6+6 gems worth 50 gp.

Markessa the Red, female elf F5 / M5: AC7 (studdcd l{:athcr}; MV 9,
hp 35; THACO 16; #AT 1 or 3; Dmg 1d6 (short sword) or

27

paign through a simple alliance.

1d4/1d4/1d4 (darts); SD 90% resistance to sleep and charm; SZ M
(45" tall); ML elite (13); Tnt 13, Wis 12; AL NE; XP 2,000.

Special Abilities: infravision 60,

Special Equtpmcnc short sword +1.

Spellbook (4/2/1): 1st—color spray”, comprehend languages, detect
magic, idtnnfv, magic missile®, phantasmal force®, protection from evil, read
magic, shocking grasp, sleep®, wall of fog; 2nd—alter self, darkness 15"
radius®, fog cloud, invisibility*, magic mouth, scare; 3vd—lighming bolt,
vampiric touch®,

* Indicates memorized spell.

Markessa the Red maintains alternate quarters in the Old Town when
she visits Dyvers. Her apartment is over a small confectionary that spe-
cializes in marzipan and honeycomb. When in town, Markessa the Red
takes on the role of Ruja the thief, 2 messenger by trade and a gossip by
habit, She darkens her skin with hemp dye and uses kohl to make her

features €ven more seductive.

Markessa the Red does not like to draw attention to herself, but will

use all of her wiles to distract heroes who get too close to her secrets. If
she fears the heroes are leaming too much, she will poison the confec-
tioner’s sweets with a drug that causes victims to lose 1d2 Strength each
day, until they are cured or die. This should keep nosy adventurers busy
with the cityside epidemic this is likely to cause.

AbppIiTioONAL ADVENTURE IDEAS

Caverns of Blackthorn

Southeast of Dyvers in the Gnarley Forest is a hidden lair of
humanoids. Several hundred orcs, gnolls, and ogres have lived here for
years, raiding human and demihuman settlements on the surface and
retreating here to a place that the forces of good have not yet found.

Once this place was just a small shaft hidden in the middle of a

yarpick thicket leading to some limestone caverns. The orcs have %

labored hard to expand these chambers into a humanoid lair. They cut K
a more convenient path to the surface, and have connected it to a set of
deep tunnels that unites it with a section of UnderQerth. With the rise
of the Orcish Empire, this secret base can be tied to the Slavers’ cam- £

* Humanoids or their deep-dwelling duergar allies may become inter-
ested in an easy source of slaves. The UnderQerth can also provide
another route for transporting slaves to the Pomarj withour attract-
ing as much attention as overland travel.

* The Slavers may send emissaries to Blackthorn, seeking allies to

strike against Greyhawk. While they are too far away to easily

reach the city, they can harry the Gnarley Rangers and any south-

ern patrols that the Greyhawk militia deploys. s

The Earth Dragon Cult sends priests to convert these humanoids to [/

worship the god of Mount Drachenkopf. This has the potential of

turning the humanoids against the Slavers, which would create some
interesting conflicts as the creatures of Blackthom mobilize and
march into the Pomarj. . . . The priests may use bribes of weapons,

b fy
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magic items, slaves, riches, or simpler pleasures such as alcohel to
convince the orcs of Blackthom to sign an alliance pact.



1. Upper Cavern

This chamber lies 250 feet below the surface and was originally
accessed by a ladder in the center of the ceiling (1A), which led down
from a shaft to the surface that opened in the middle of a thicket. Orcs
managed to cut a tunnel with stairs up to the surface (1B), providing a
more convenient way out of the depths. The room is full with a variety
of harmless giant mushrooms of all sizes growing on manute and refuse.
These mushrooms are 2 main staple in the humanoids’ diet. The place
recks of sweat, filth, and mold. Only a small amount of light filters in
from the hole in the ceiling. Guards are posted in this room at all times:
two ogtes, six gnolls, and ten orcs. So they don't attract too much
attention, they remain very quiet so it isn’t likely they can be heard
from the surface.

Gnolls (6): AC 5; MV 9; HD 2; hp 11; THACO 19; #AT 1; Dmg 2d4;
SEL (7’ tall); ML steady (11); Int low (6); AL GE;: XP 35.

Ogres (2): AC 5; MV 9; HD 4+1; hp 28; THACO 17; #AT 1; Dimg
1d10+2; SZ L (9’ tall); ML steady (11); Int average (8); AL CE;
XP 270,

-
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Orcs (10): AC 6; MV 9; HD| 1; hp 5; THACO 19; #AT 1; Dmg 1d8;
SW fight ar —1 in sunlight; SZ M (6’ tall); ML steady (12; Int average
(8); AL LE; XP 15.
Special Abilities: infravision 60'.

2. Fountain Cavern

This incredibly large cavern lies| SO0 feet below the surface and is divided
into two sections by a 7-foot-high wall of piled rock. Unlike the upper cav-
ern, this room is suftused with light almost as bright as day. The eastern
part of the cavern is dimmer due to the shadows cast by the rock wall. The
source of the light is a strange geyser of water that glows like liquid sun-
shine—bright enough to be painful to look at, but completely without heat.
The water shoots upward from|a 1-foot-wide hole in the floor, reaching
nearly 10 feet before falling to the ground and forming a small pool that
drains off to the south. Only the water that is being pushed upward glows.
Once it falls, it quickly loses its|radiance and appeats to be like ordinary
water. Removing the water from this chamber by any means causes it to
cease glowing, The light secems to encourage the growth of food mush-
rooms and squash, and the air seems less rank.

The glowing water has magjcal properties. Anyone showering in it

receives the benefits of a cure light wounds spell. Immersion in the pool
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where the water originates quickly heals all damage as well as all diseases,
burns, lesions, and body decay (such as mummy rot). The residents of
Blackthorn know of the fountain’s properties, and so they have not tried
to stop its flow, even though most of the humanoids hate the light.

A portion of the southern part of this cave is actually a cliff face that
drops another 500 feet to area 5. The water from the fountain spills
over it in a gentle waterfall. If this slick rivulet is avoided, it is a rela-
tively easy to climb between the two caves.

3. Gnoll Cavern
This 8-foot-tall cavern was well under way a few months after the con-
nection between areas 5 and 6 was completed. It is now inhabited bya
band of sixty-five gnolls, their mates, and young. The gnolls were sent to
the cavern because they and the orcs were the only two races that could
fit in this area, and between the twa of them the gnolls have the greater
tolerance for the light from the fountain in area 2. The area is dirty and
nearly as filthy as a typical orc or ogre lair.

Gnoll males (62): AC 5; MV 9; HD 2; hp 11; THACOQ 19; #AT 1;

Dmg 2d4; SZ L (7' tall); ML steady (11); Int low (6); AL CE; XP 35.
Notes: Gnolls are large hyenalike humanoids that run in packs. They

prefer to ambush or attack from a flank. They favor swords, polearms, and

bows. These gnolls have 2d4 gp each; gnoll leaders have twice that amount.

Gnoll females (20): AC 5; MV 9; HD 3+1; hp 16; THACO 17; #AT
1; Ding 2d4+2 or weapon +2; SZ L; ML steady (11); Int low (7 AL
CE; XP 120.

Gnoll young (15): AC §; MV 9; HD 1+1; hp 6; THACO 19; #AT 1;
Dimg 1d8; SZ M (6" tall); ML steady (11); Int average (8); AL LE;
XP 35,

Gnoll leaders (3% AC 4, MV 9; HD 3; hp 17; THACD 24, 21, 19;
HAT 1; Dmg 2d4+1; SZ L; ML steady (11; Int average (8); AL CE; XP
120.

4. Ogre Cave
This cave is only 300 feet below the surface and is home to forty male
ogres, twenty-one females, and fifteen youngsters. The place is absolute-
ly filthy from the many ogres living here over the past decade, for the
ogres have extremely poor hygiene and disgusting personal habits. Lit
by a few torches and a couple of cooking fires, the place 1s gloomy,
smelly, and dank. The main entrance to this room is a winding staircase
from area 2. A less-used ladder in the southwest corner leads down to
the path along the clifftop of the river canyon (see area 7). Several clus-
ters of mushrooms grow here in various corners.

The ogres are the leaders of Blackthom simply because they are the
strongest creatures there. The influence of the duergar (see area 6) is only
minot. The ogre chieftain is a particularly crafty individual. In addition to
their monetary treasure (3d6 gp and 2d10 sp each), the ogres’ tribe pos-
sesses the following magic items, which are divided among the males and
the chieftain: boots of speed, handax +2, potion of healing, potion of
sweet water, ring of protection +2, stone of good luck.
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QOgre males (40): AC 5; MV 9; HD 4+1; hp 28; THACO 17; #AT 1;
Dmg 1d8+6 (longsword); SZ L (9’ rall); ML steady (11); Int average (8);
AL CE; XP 270.

Notes: Ogres are big brutes who live by stealing from others. Ill-

tempered and nasty, they are often mercenaries.

Opgre females (21): AC §; MV 12; HD 2+3; hp 13; THACO 16; #AT
1 or 2; Dmg 1d6+4; SZ L; ML steady (12); Inc average (8); AL LE;
XP 120.

Ogre young (15): AC 5; MV 9; HD 1+1; hp 6; THACO 19; #AT 1;
Dmg 1d8; SZ M (7' tall); ML steady (11); Int average (8); AL LE; ~
XP 35.

Ogre chieftain: AC 3; MV 9; HD 7+1; hp 46; THACO 13; #AT 1:
Dmg 2d6+6 (huge club); SZ L; ML steady (11); Int average (8); AL CE;
XP 975.

5. Noisy Cave
The sound of picks and hammers used to fill this chamber, but ance
the connection to cavern 6 was made, the orcs living here relocated to
that cave. Now this area is not inhabited, though ten orcs are posted
here to guard against any intruders from the upper levels as well as
strange monsters crawling up from the canyon. Large clusters of giant
food mushrooms grow here, 1,000 feet underground, for there is plenty
of nutrition in the refuse left by the working orcs.

The waterfall created by the fountain terminates here, forming a small
stream that flows toward the north end of the river cavern, crossing the
clifftop near the eastern end to spill into the canyon. The ores use this
stream as a source of fresh water. A small stone bridge leads across the
stream onto a narrow path that winds along the north side of the river
canyon. BEventually, it turns into a precarious path that winds its way
down the side of the canyon until it reaches the river.



6. Orc Cave

This large cavern is extremely old, predating all but areas 1 and 2. A large
tribe of orcs lives here among the big mushrooms, three hundred warriors
with seventy females and fifty young. The orcs also have a small herd of
rothé (subterranean cattle) that feed upon the mushrooms and lichen here
and in area 5. The orcs use the rothé for their hait, milk, and meat. They
have no leaders, as those were eliminated by the ogres long ago while the
orcs were little more than slaves cutting rock.

Orc males (300): AC 6; MV 9; HD 1; hp 5; THACO 19; #AT 1; Dmg
1d8; SW fight at —1 in sunlight; SZ M; ML steady (12); Int average (8);
ALLESXE.15.

Special Abilities: infravision 60'.

Notes: Ores use sniping and ambush attacks, These orcs have 1d4+1 sp
each.

Otrc females (70): AC 5; MV 9; HD 1+1; hp 6; THACO 19; HAT 1;
Dmg 1d8; SZ M; ML steady (11); Int average (8); AL LE; XP 35.

Orc young (50): AC 6; MV 6; HD 1-1; hp 4; THACO 20; #AT 1;
Dmg 1d6; SZ S; ML average (10; Int low (5); AETE: XP 15,

Rothé (2-24): AC 7; MV 9; HD 2; hp 9; THACO 19; #AT 3; Dimg
1d3/1d3/1d8; SZ M (4' tall); ML elite (13); Int animal (1); AL N;
XP 35.

Two tunnels on the eastern end of this cave connect to deeper caverns
and eventually pass near a duergar settlement. The duergar plan to use
the humanoids to attack cities on the surface and underground while
they use their magical abilities to infiltrate and steal the real valuables.
They carefully spy on the ogres and act very diplomatically toward
them so as to not arouse their anger. The duergar’s plans may come
into conflict with those of the Slavelords, or the two groups might be
able to work out a mutually agreeable arrangement.

Duergar (3-30): AC4 (chainmail, shield); MV 6; HD 1+2; hp &;
THACO 19; #AT 1; Dmg 1d6+1 (footman’s pick); SD +4 ro saves vs.
speﬂ, immune to pa.ra.lysis, illusions, and peisons, -2 to surprise; SW -2
to artacks, +2 to saves in bright light; SZ S (4" rall); ML elite (13); Inc
average (10); AL LE; XP 420.

Sped;u' Abilities: infravision 120, innate abilities of rn.rarge and
invisibility.

Notes: Duergar age an evil, dwarflike race. They may ride giant spiders
into battle.

Duergar chieftain (1): AC 2 (plate mail, shield); MV 6; HD 4+38; hp 32;
THACO 15; #AT 1; Dmg 1d4+4 (short sword, Str bonus); SD +4 ro
saves vs. spell, immune to paraiysis, illusions, and potsons, —2 4o surprise;
SW —2 to attacks, +2 to saves in bright light; SZ S (4' tall}; ML elite
(13); Int very (12); AL LE; XP 1,400.

Special Abilities: infravision 12(Y, innate abilities of enlarge and
invisibility.

Slavers

Duergar leaders (1 per 6): AC 4 (chainmail, shield); MV 6; HD 2+4;
hp 16; THACO 17; #AT 1; IDmg 1d6+2 (footman's pick, Str bonus);
SD +4 to saves vs. spel], immune to pa.ra.lysis, illusions, and poisons, —2 to
surprise; SW —2 to attacks, +2 to saves in bright light; SZ S (4' tall);
ML elite (13); Inc very (11); AL LE; XP 650.

Special Abilities: infravision 120, innate abilities of enlarge and
invisibility.

Spider, steeder (1-2): AC 4; MV 12, climb 6; HD 4+4; hp 28; THACO
15; #AT 1; Dmg 1d8; SA +8 to damage with weapon; SZ L (12’ long);
ML elite (13); Int low (5); AL CE; XP 975.

Special Abilities: Steeders can leap up to 240 feer, charging their prey
and causing double damage.

Notes: Steeders are ridden as mounts by duergar dwarves.

7. Canyon and River
This canyon is over 1,000 feet deep, having been worn into the soft rock
by the actions of a strong river otiginating miles to the northwest (possi-
bly an underground daughter of the Velverdyva). The canyon walls are
steep, and the only easy way down is to take the path on the northern
side (see area 5). The waterfall caused by the fountain spills out in a
wide arc before ending in the river, The river itself is still very turbulent
and forms rapids for much of its length, the current strong enough to
move large rocks and carry away incautious swimmers. The river contin-
ues to the southeast for many miles, going deeper until finally reaching a
great underground lake, the far side of which is rumored (according to
the duergar) to have a kuo-toan civilization.

Dyvers INTRIGUES

There are many ways a party could become involved in the fight against
the Slavers simply though interactions with important characters in
Dyvers. Shenree, the high priestess of Osprem, could become a member
of the Gentry and push for increased use of her priests on patrol ves-
sels. This would reduce the advantage the Slavers have in naval battles,
causing them to put pressure on Walgrim to oppose her actions. A
more direct approach would be to have Shenree assassinated, which
would draw the interest of the Greyhawk Guild of Assassins and irritate
the Alliance, but would certainly get the attention of Felbon, head of
Dyvers's League of Assassins. Of course, if the heroes already are
involved with Shenree, her death, or even an attempt on her life, would
be cause for concern.

If there is a hero in the party who is known to come from Greyhawk
and appears to be a thief, Felbon may have him tailed to see if he is
trustworthy enough to be approached personally. Should that be the
case, he will try to get the hero to contact the Thieves or Assassins
Guild in Greyhawk on his behalf, saying that the Alliance has a choke-
hold on the dark side of the city and he’s willing to help either group
to get a foothold in Dyvers. Either guild could hire the party to investi-
gate the Alliance, which has the potential of revealing the Slavers’ con-
nection through Markessa the Red or another agent.

A party with half-orcs or anyone who seems tolerant toward
humanoids might make friends with Jal the Friendly at the House of
the Toothy Smile. Jal could confess to one of the party members his
concern about the increasing number of half-orcs in town who report
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being approached by people offering jobs on the Wild Coast. This
wouldn't seem so out of the ordinary, except that anyone having any
orc or goblin blood is usually slain outright in some portions of that
region. A clever party could get one of these half-orcs to agree to taking
a meeting and spy on it, or even disguise one of their group as a half-
orc and wait to be contacted. The jobs are being offered by agents of
the Slavelords, of course, who are in need of half-orcs to act as liaisons
between them and leaders for the humanoid armies in the employ of
Turrosh Mak.

Hodar the wizard can be played as either an employer for the heroes,
asking them to search for minor magic items in the Cairn Hills or the
Gnarley Forest, or as someone to be watched or the subject of a warn-
ing from Greyhawk's Guild of Wizardry. Hodar could be gathering the
magic items as part of a bribe from the forces of the Pomarj to form an
alliance with the humanoids of Blackthorn, or he could simply be arm-
ing the Slavers working the Nyr Dyv. Alternatively, the Guild of
Wizardry might be monitoring Hodar's activities because of the myste-
rious event that caused him to take such a dislike to them. Recently
l'hey may have received a threat from him, Or are E‘r}'ing to make
amends. Similarly, the archmage Tenser (see TSR9576, Return of the
Eight) could be suspicious of his recent activities and is looking for
people to keep an eye on him.

Woalgrim Emirian is easy for the heroes to read. It's obvious that he
wants to heal his arm and needs money to do this. The heroes, especial-
ly novice ones, could be hired or equipped by Walgrim and sent off on
some quest that Walgrim expects to have a high return on his “invest-
ment.” Or, people in tune with gossip or politics could know that he
has been seen in the company of foreigners many times in the past few
weeks. They seem to be giving him orders, unlike his old friends with
whom he relates on a more equal basis.

Earth Dragon Cult
The most obvious way to introduce the characters to the plots of the
Slavers is to have a group of Earth Dragon cultist set up shop in Dyvers
or a nearby small town and begin preaching. A "new” religion is always
something of interest, especially if their priests actually have spells and
are making converts.

Rhennee Woes

Originally, Szepkurva only had her husband’s barge attacked by the
Slavers in order to avenge herself, However, it is possible that her hus-
band wasn’t on that barge at the time, and has been spotted in town or
living on another barge. This news would incire the disfigured woman
to press for more attacks on Rhennee ships until he is caught for cer-
tain. It's also possible that she may have other barges attacked just to
get back at his relatives or as a vendetta against male Rhennee in gener-
al. The latter case would pose some interesting que,sticms 1f the Slavers
only took the males from defeated barges, leaving the women to return
to shore without their husbands,

River Quarter Base
An easy way to bring low-level heroes into this adventure is to have
them hired by a merchant of Dyvers to guard a valuable cargo on its
way to the north end of Furyondy. Their story starts on West Gate
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Island, guarding the warehouse where the cargo is stored. Nearby is the
Alliance-owned warehouse where Vel Ashandrin sometimes stores
slaves. The heroes spot unusual activity going on at that site and soon
discover that the Alliance is holding slaves. This can lead to a political
campaign if the heroes are allied with the Alliance but opposed to slav-
ety. or a military campaign where the Alliance is just the first enemy in
a long line that ends at the Slavelords.

Skirmishes at Sea
The heroes could acquire their own boat or hire themselves out to the
navy of Dyvers or Furyondy in an effort to track down the slave ships.
Dungeon Masters interested in detailed ship combat can use the naval
combat rules in this product, or refer to TSR2170, Of Ships and the
Sea for more detailed information. Those seeking an casier method can
easily improvise enough ship-based exchanges and bring the involved
vessels close enough for boarding actions. Several swashbuckling adven-
tures could be derived from this activity as the heroes come into con-
flict with Slavers, mischievous Rhennee, and even the forces of Iuz, if
they travel north, Eventually the heroes should discover enough clues
through weather, magic, Rhennee knowledge, or following a retreating
ship to discover the location of Slavers Cove. Then they can plan an
invasion, either with active intervention of military vessels or as a covert
stealthy strike.




The mystery of the Slavelords eventually leads the heroes down the
Selintan River to the port of Hardby on the northern shore of the
Woolly Bay. From there, the heroes may explore the Wild Coast in an
attempt to discover the Slavers’ secret outposts. And here, they may res-
cue those kidnapped by the pirates to sell into slavery and perhaps dis-
cover the true goals of the Slavelords,

HARDBY

Hardby is an independent-minded town of over five thousand souls. It
has been under the protection and the control of the city of Greyhawk
for almost 10 years. The city was founded in —278 CY by a Suel wiz-
ard named Ena Norbe, who desired a place to research spells in peace.
Claiming this small harbor on the eastern side of Woolly Bay, she had
her hirelings and local fisherfolk build the town of Norbe Harbor.
Severe storms that winter and a plague that spring resulted in changing
the name to Hard Bay. Ena married the captain of her guards and had
several daughters. Thus began a legacy of Norbe women ruling the
town now known as the Gynarchy of Hardby, Compared to the pirate
towns of the Wild Coast, the Norbe Gynarchy was mild, with the ruler
of Hardby undﬁserving of the title of DESPO(riX,

The Norbe women all proved strong in magic and capable of
defending their home. Many married wealthy merchants or ranking sol-
diers and continued to have many daughters. An early Despotrix
declared that only women could own land in the city of Hardby, and
with the power of Norbe magic to back this edict, it became law.
However, many men were able to prosper by accepting land grants out-
side the Cit‘}i‘. They make a good living ﬁshing, farming, hunting, or
trading, Hardby's strength permitted local merchants to make advanta-
geous deals with other towns along the Wild Coast as well as with the
young city of Greyhawk—then called Selintan—enriching Hardby
through tl‘ﬂdﬂ. Ths deEP bﬂ}’ PI'DVEd Zlble to Ser\’ice bnth ShallOW*draf[
river vessels and larger oceangoing ships. This made it a perfect link
betweeﬂ Tive[' t['ade and sea merfhgﬂts. Throug]’l a marriage Of one Qf
the Gynarch'’s daughters to the mayor of Selintan, the two towns
formed an alliance. Since then, these sister cities have never warred
against each other despite political and mercantile competition as well
as less than cordial relations at times.

Hardby continued to grow. After conquering and burning seven
pirate towns north of Safeton in the early part of the third century CY,
Hardby claimed all the land within 10 leagues of the north shore of
Woolly Bay. This claim was later relinquished when piracy remained
low, though towns of the Wild Coast remained as unruly as ever.

ORTH WOOLLY Bay

During the middle of the third centary the Great Kingdom of Aerdy
placed garrisons in its border towns, including Selintan and Hardby, as
the internal conflict known as the Turmoil Between Crowns wracked
the realm. When these troops were withdrawn from the border towns
in the last quarter of the century, quiet celebrations ensued in the two
cities. That year, a boy-child named Zagig was born to a lesser member
of the Gynarchy and a descendant of Lord Ganz of Greyhawk. He
would later become Lord Mayor of Greyhawk, a powerful archmage,
and possibly a demigod.

During the next 200 years, the status and government of Hardby
changed. While the Gynarch and her family remained in place, a trade
alliance of merchants and river folk slowly took power, enforcing their
rule at first with brute force and later with carefully worded laws and a
well-funded constabulary. Oddly, the Gynarch yielded power without a
fight, possibly because most of the men on the council were related to
women of the Gynarchy. Many believe that the Despotrix still retains
final authority in the city, using the trade alliance to handle routine
affairs, while secretly influencing more important issues. In addition to
these political changes, the city of Hardby started to pay tribute to
Greyhawk for military protection.

Hardby remained relatively secure and prosperous until the
Greyhawk Wars of 582—-584 CY. Humanoid and bandit raids from the
nearby Abbor-Alz hills increased, so Greyhawk sent a garrison of its
mountaineers to protect Hardby. The townsfolk were glad to accept the
additional military presence, especially since the mountaineers were well
paid and disciplined, which prevented disturbances that might have
been caused by less dedicated troops. In addition, enterprises that
catered to soldiers experienced a boom in business from their presence.

When the humanoid armies from the Pomarj invaded the Wild
Coast, Greyhawk sent several warships to patrol the upper reaches of
Woolly Bay to guard against humanoid and pirate attacks. These
marines are largely crewed by Wild Coast slaves freed by edict of the
city of Greyhawk. As such, they are very loyal to Greyhawk and full of
pride in their service. Greyhawk’s mountaineers and the marines were
given power over the ruling council and dictate many practical aspects
of law and justice in Hardby, with the locals still deciding on trade
policies. The Despotrix, an aged wizard named Ilena, has not voiced
any objection to this, as several of the military officers have also mar-
ried into her extensive family. It is likely that she still exerts great influ-
ence over affairs in her city.

Ilena is greatly respected by|the locals as well as by the mountaineers
and marines, This causes some concern for the Directing Oligarchy of
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Greyhawk, who thought to make her lictle more than a figurehead. The
Gynarch has gone so far as to claim a seat on the Greyhawk Council of
Mayors and Manorial Lords, which includes representatives from all
towns and settlements in the Domain of Greyhawk, despite unsubtle
attempts to prevent this. The Gynarch and the Lord Mayor of
Greyhawk, Nerof Gasgal, are unfailingly polite to each other in public,
but obviously hate each other, a sentiment that is shared by several of
the Gynarch’s daughters and granddaughters.

Despotrix Ilena, female human M13: AC 4 (bracers AC 6, ring of
protection +2): MV 12; hp 39; THACO 16; #AT 1; Dmg 1d6
(quarterstaff); SZ M (5'6” tall); ML elite (14); Str 6, Dex 10, Con 9, Int
18, Wis 13, Cha 14; AL NG; XP 4,000,

Special Equipment; ring of human influence, ring of spell turning, robe
of eyes.

Spells Memorized -’\'5/5/5/4/4-/2): 1st—>burning hands, color spray,
detect magic, magic missile, phantasmal force; 2nd—continual Iight, ESP,
invisibility, levitare, web; 3rd—blink, dispel magic, hold person, frghming
bolt, protect vs. normal missiles; 4th—FEvard’s black rentacles, Po{ymozph
other, polymorph self, wall of ice; Sth—adyanced illuston, cone of cold,
teleport, wall of force; 6th—-chain lightning, globe of invulnerability.

General Information
Hardby is a town that relies on its waterways to survive, Most of its
money comes from the trade of goods entering or leaving its docks or
from businesses that support people who work on the sea and shore—
hostels, boarding houses, taverns, inns, brothels, and others, The origi-
nal town wall follows the curve of the bay, though the city has grown
nearly three times as large since that time. A wooden palisade has been
built to protect those sections of town beyond the stone city wall. Two
lighthouses, which double troop garrisons, flank the city on its southern
shore, with a second pair on opposite arms of Hard Bay. Rising from
the water in front of that fourth tower are two massive statues. One
depicts a bearded heavyset man of late middle age, the other a slim,
short, bearded fellow; both have their fists raised as if to box each
other, Decades ago, a Gynarch commissioned these statues to represent
the meaningless squabbles of men. They serve as a symbol of Hardby's
feminine spirit. A small road leads westward from Hardby to the town
of Orz, and another, known both as River Road and North Route,
goes westward along the shores of the Woolly Bay to the town of One
Ford and eventually reaches the city of Narwell.

The old city wall contains the rowdy Dock District, spacious ware-
houses, the residential and meatpacking section known as Fish Town,
and the militarized North End. The rest of the city is divided roughly
between the market Trade Town, where merchants barter with each
other for their wares, and a sprawling residential district called the
Ebbfields that hosts merchants, Greyhawk soldiers, and minor nobles,
as well as artisans’ shops and quality inns. A wooden stockade protects
the buildings beyond the city wall. A few miles inland stands the
Gynarch’s Estate and Hardfield Manor, owned by a minor branch of
the Gynarch family that has long avoided politics. Qutside of the dock
district, the city is pleasant and peaceful, with wide streets, attractive
buildings, and plenty of open space, although it pales in comparison to
the city of Greyhawk.
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Entrance to the city is open to all, whether on foot, by horse or
wagon. A tax of 10% on all goods sold is levied on foreigners trading
within sight of the city. This encourages merchants to pledge allegiance

to Hardby and establish a permanent shop to avoid the higher tax. Due
to the nearness of the Orcish Empire of the Pomarj and the compara-
tively wild Abbor-Alz, carrying weapons is legal in the city, but drawing
a weapon is punishable by a hefty fine and imprisonment.

The Gynarchy has enough younger sisters and cousins to have wiz-
ard advisers present in all courts. They will use divination spells to
verify the truth of statements and evidence in all but minor cases.
Thett, vandalism, and breach of contract often result in sizable fines
or confiscation of property of equal value, or the perpetrator may be
sentenced to perform public service or join the militia (one day of
service equals 10 gp value). Fighting in town occurs often enough that
a strict punishment for fighting would quickly land half the town in
jail; thus, as long as no serious injuries result, those involved are usu-
ally freed within a day. Still, brawls may turn violent enough to result
in one or more deaths, and punishment for such crimes can be just as
brutal. Penalties for manslaughter include payment of a wergilt (100
gp per character level +1), forfeiture of property, being sold into
indentured servitude, and even beheading (depending on how heinous
the crime is).

Maritime legal matters are decided by a ship’s captain who acts as
judge and jury. He may mete out any punishment he chooses. The
Hardby pilot’s office provides services to navigate the bay and trade
inspectors to catch smugglers. The city has no thieves guild of its own,
for most professional thieves in Hardby act as independents or belongs
to Greyhawk’s guild.

Hardby's Trade Council consists of six merchants, six rivermen, and
one judge. Six members (three merchants and three rivermen) are elect-
ed every three years by the merchants, dockworkers, and sailors of
Hardby. The judge is elected every five years by the guardsmen of
North End and staff of the city courts. Currently, all six rivermen on
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the council are from the Greyhawk Mountaineers or the Hardby
Marines.

Hardby currently claims all the land within 15 miles, although such a
claim is somewhat moot since the city is currently controlled by
Greyhawk. Hardby uses Greyhawk coinage, not being large enough or
influential enough to justify minting its own. It commands a decent
amount of trade with salted fish and small farming, but most of its
income derives from shipping goods. Tts major clients are the human
rowns and demihuman mines to the east in the Abbor-Alz sending their
goods west to the Wild Coast and north to Greyhawk and cities along
the Nyr Dyv. Although the Scarlet Brothethood’s blockade of the
Densac Gulf has limited the amount of trade from the south, the dock
masters have high hopes that the United Kingdom of Ahlissa will soon
begin shipping goods westward from the coastal city of Prymp in the
Re{mol‘ Ba}’.

Hardby's population is mostly human. As much as 20-25% are half-
orcs, longtime residents of the region that have proven their loyalty to
the city. The remaining population, less than 1%, are elves, gnomes,
dwarves, and halflings. As in Greyhawk, the churches of Pelor,
Cuthbert, Xerbo, Osprem, and Zilchus are the most popular, with a
small following for the Suel goddess Wee Jas (magic, vanity, law) who
is mainly wotshiped by the Gynarchs. There is also a church of Berei
(home, family, and agriculture) and the recent addition of a temple to
the martial deity Mayaheine (protection, justice, valor; a servant of
Pelor).

Of the six war galleys that the Hardby Marines operate, one is based
in Safeton, one has made port in Hardby, and the other four sail patrols
across the northern part of Woolly Bay. There are at least eighty
Hardby Marines at home in the city at any time—one full crew plus
new recruits. They wear leather armor and carry a cutlass, club, and
knife or light crossbow. Each ship’s crew also includes a wizard and
usually a priest of Pelor or St. Cuthbert. Each ship has a few special
crewmembers trained in the use of grapples, harpoons, pikes, and flam-
ing artillery. The marines are ready to defend the city even if they're on
land.

Wilbrem Carister, a huge barrel of a man with tattoos, is commander
of the marines. He sometimes is overzealous, making forays into waters
controlled by the Orcish Empire and even ma_king an occasional land
raid against small orc war bands. He has a fierce parrot named Erule (a
fomorian giant polymorphed by a goDd mage). In addition to the three
hundred Greyhawk Mountaineers, Hardby has its own militia of one
hundred fifty infantry and one hundred cavalry that often patrol as far

north as the Neen River.

Commander Carister, male human F9: AC 4 (splint mail); MV 9; hp 70;
THACO 12 (11 with sabre +1); #AT 3/2; Dmg 1d8+1 (sabre +1); SZ
M (6' tall); ML elite (14); Str 15, Dex 9, Con 12, Int 12, Wis 8, Cha 11;
AL FIN-XP 975,

Carnivorous parrot (polymorphed fomorian giant): AC 5; MV 1, fly 27
(D); HD 13+3; hp 68; THACO 9; HAT 3; Dmg 1d2/1d2/1; SD causes
s Penalt)‘ to surprise rolls; SZ. S; ML elite (14); Int average (9); AL
NE; XP 3,005.

Militia, F1-F5: AC 7 (studded Ieatherj MV 12; hp 6/level: THACO
20/19/18/17/16; #AT 1; Dmg 1d6 (short sword); SZ M; ML steady
(12); Int 10, Wis 9; AL LN; XP 15/35/65/120/175.

Greyhawk Soldiers, F3—F8: AC6 (scalemail); MV 9; hp 7/level;
THACO 18/17/16/15/14/13; #AT 1 (F3-F6) or 3/2 (F7-F8); Dmg
1d8 (longsword); SZ M; ML %llte (13); Int 9, Wis 10; AL LN; XP
65/120/175/270/420/650.

A GuIDE TO HAanv

The Dock District

The Dock District is made u:p of wharves, docks, loud taverns, flop-
houses, houses of ill repute, tattoo parlors, gambling halls, herbalists,
and other businesses that cater to sailors, On the north end of Dock
District are three great cranes built in 588 CY with dwarven engi-
neering and Gynarch magic, These cranes allow quick transfer of
heavy wares and are quite popular with captains carrying loads of
lumber, ore, or metal ingots. [The Hardby Militia patrols this region
in groups of three. Transgressors are incarcerated in cells in the dock

lighthouse.

I. The Spotted Cow Inn
One of the more famous establishments in the Dock District is a place
called the Spotted Cow Inn. cher than a cow-shaped sign hanging
outside of the inn, there is not}*lmg out of the ordinary about it that
would warrant such word-of-mouth advertising, and the current propri-
etor (the place changes hands often) can't figure it out, but enjoys the
business it brings. |

2. Sign of| the Tarnished Idol
Another strange place is the Sign of the Tarnished Idol. A foul-
mouthed, bad-tempered, half-orc woman named Rughra runs this sleazy
bar. The tavern’s name comes from a tarnished green idol set in a niche
behind the bar; it is said to haye come from Hepmonaland and possess
dark magic. Rughra doesn’t care, and insists that all patrons pay hom-
age to the idol at midnight. Tfne patrons tolerate this “midnight serv-
ice,” which has become a fixture of the bar and of the entire district.
The place is a haven for sailors and adventurers.

3. Danigar’s Pen
A wizard's apprentice runs ong of the local tattoo parlors with a talent
for ink work. D:Lnigar’s Pen is|unique in that he offers to use an erase
speﬂ (for a reasonable charge)gto remove any unwanted tattoos; since
the sailors here are fond of tattooing their arms with the name of their
current lady love, this comes in handy when they eventually run out of
space.

Danigar, male human M5: AC 9 ( (ring ofprorectmn +1); MV 12; hp 13;
THACO 17; #AT 1; Dmg ld4+l (dagger of speed); SZ M (5'9{im}
tall); ML steady (12; Str 7, Dex 13, Con 9, Int 14, Wis 8, Cha 12; AL
NyXPATS,

Spells Memorized (4—/ 2/ 1):|1st—detect magic, erase, magic missile,
sleep; 2nd—Melf’s acid arrow, web; 3rd—fireball.
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Notes: Danigar doesn't like politics, but he loves ale, and if he becomes

tipsy when creating a tattoo, he makes mistakes.

The apprentice’s assistant is a halfling named Gormadoc. This halfling
is secretly an agent of the Slavelords. He works as a spy and a contact
with the local thieves. His innocuous appearance, quiet manner, and
dislike of combat make him a good agent. The Slavers bought his loyal-
ty when they fulfilled his dream to own an elephant—their contacts in
the Scarlet Brotherhood provided a marble elephant created in
Hepmeonaland (the jungle continent far to the southeast). If the
Slavelords need someane in Hardby killed in a manner that's difficult
to trace, Gormadoc can arrange for that person to be killed in a Dock
District brawl.

Gormadoc, male halfling T9: AC 3 (leather +2, Dex bonus); MV 12; hp
46; THACO 16 (13 with short sword +3); #AT 1; Dmg 1d6+3 (short
sword +3); SD 44 on saves vs. magic or poison; SZ S (36" call); ML
steady (12); Str 12, Dex 17, Con 15, Int 9, Wis 11, Cha 10; AL N; XP
1,400.

Special Equipment: marble elephant.

Thief Abdities: PP 65, OL 50, F/RT 45, MS 60, HS 55, DN 5, CW
25, RIL 30
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4. Fish Town
This small district is filled with businesses that salt and pack fish and
other meats, and makes small fishing boats, nets, and other gear. Many
small homes are packed between the larger buildings, The district is
home to fisherfolk, shipwrights, and ropemakers. The odor of fish fills
the air, and anyone spending anytime in this district will reek of fish for
a day. The ground may be slippery, and rank puddles of water fill the
streets. With so many fish present, there are also an inordinate number
of cats and seagulls.

5. Warehouses

Hardby has more than enough large warehouses to take care of any
cargo needs, In fact, some of the warehouse owners are converting some
of their buildings to other businesses just to make storage space more
scarce in the city, hoping to raise the rent. So far, the council of Hardby
is opposed to such an action.

The Scatlet Brotherhood has placed an agent here. Diran Conoriel
poses as the beggar “Ratter”—so named for his pet rat. He occasionally
succumbs to the urge to assassinate people (usually homeless people or
drunks, and never someone who would be missed), although reprimands
from the Brothethood have curbed this habit. The Scarlet Brotherhood
assassin class is described in TSR11374, The Scarlet Brotherhood. If a




DM does not have access to this product, treat Diran as an 8th-level

thief.

Diran “Ratter” Conoriel, male human T8: AC 5 (bracers of defense AC
8); MV 12; hp 41; THACO 17; #AT 1; Dmg 1d6+2 (shorr sword +2,
Iife stealer, 4 lives); SZ M; ML average (10); Str 13, Dex 14, Con 9, Int
12, Wis 9, Cha 12; AL NE; XP 650.

Special Abilities: backstab %3, detect poison, disguise, and espionage.

Special Equipment: cloak of the bar.

Thief Abilities: PP 50, OL 30, F/RT 55, MS 60, HS 55, DN 15,
CW 75, RL 30.

6. North End
North End, also called Highchapel, is the smallest district in Hardby
and is the location of the barracks, city watch station, and courts. The
captain of the city watch is a local man named Kataran, a stern man
when on duty, bur open and friendly when not occupied by work.
Tucked against a corner of the city wall is a small menagerie of animals
run by a noblewoman named Rotanna. Most of her animals are locals
(bear, crow, fox, otter, raccoon, and wolf), though she does have a few
from the more remote regions of the Flanaess (boa constrictor, jaguar,
monkey, and talking parrot). At the center of Highchapel stands a tall
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temple dedicated to Pelor. Mother Storanna, the high priestess, is a
gentle soul and has resided in }Lhe city for nearly 40 years.

Captain Karatan, male human F5: AC 5 (chainmail); MV 9; hp 33;
THACO 16; #AT 1; Dmg Idkﬁ"] (mace); SZ M; ML steady (12); Str

14, Dex 9, Con 15, Int 8, Wis

Rotanna, female human 0-]v1:i

14, Cha 12; AL LN; XP 175.

AC 10; MV 12; hp 2; THACO 20; #AT

1; Dmg 1d3 (knife); SZ M; ML average (10); Int 13, Wis 11; AL NG;

XPE7.

Special Abilities: animal handling, animal training, etiquette, riding.

Mother Storanna, female hum:
12; hp 35; THACO 16; HAT

an P7 of Pelor: AC 6 (bronze scale); MV

1; Dmg 1d6 (staff) or 1d4+1 (sling); SZ

M (5' 17 taﬂ); ML champinn (IL5); Str 9, Dex 14, Con 10, Int 11, Wis

17, Cha 13; AL NG; XP 650.
Spheres: Major—All, Charn
Healing, Necromantic, Protect

, Creation, Elemental (Arr), Guardian,

on, Sun; Minnr—Sunmmning, ‘Wards.

Spells Memorized (5/5/3/1): DM's choice.

Special Equipment: magical
Several agents of the Slavelor
know each other. The contad
Aleeta, fourth in line for offi

font—can cast divination and scrying.

ds are working in Hardby, though few
t of greatest importance is Judge
ce of Despotrix. Only 20 years old, she

grew up during a time of renewed expansion by Greyhawk and has

seen the problems this has ca

used her family. She hates Greyhawk

and Nerof Gasgal in particular, though public opinion seems to be
split on whether she or her grandmother, Despotrix Ilena, hates him

more.

Contacted by the slavelord Nadanm, Aleeta warmed to plotting the
downfall of Greyhawk. She uses her influence as a noble, as well as a
few charm spells, to find out when and where the Hardby Marines will

be patrolling, so the Slavers can avoid them. Since one Marine ship is
always stationed in Hardby, she does not fear that the Slavelords will
double-cross her. She relays information to Vessa by writing it in a

book in her study, while the black elf scries with her crystal ball.

Aleeta, female human MS5: AC
Dmg 1d4 (dagger); SZ M; ML

10; MV 12; hp 11; THACO 19; HAT 1;
steady (12); Str 6, Dex 13, Con 7, Int 16,

‘Wis 8, Cha 15; AL NE; XP 270.

Special Equipment: brooch
fire breath, and invisibility.

Spells Memorized (4/2./1):
phzmtasmaf force; 2nd—alter s

merteors.

iTh
The Ebbfields district hosts re
officers, and minor nobles. It i
estates. Sections nearest to the
maintained and attractive. As t
become plainer, built of half s
still firmly middle-class. On th
are dilapidated and not well ca

f shielding, potions of clairvoyance, ESP,

1st—erase, magrc missile, message,

If, stinking cloud; 3rd—Melf’s minute

1e Ebbfields

sidences of merchants, militia and marine
s filled with parks and private walled

old city wall are made of stone, well

he streets go eastward, the buildings

one, half timber and wattle, but they are

e eastern outskirts, the wooden buildings
red for. This region is almost a slum, but
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the council works hard to maintain minimum standards for upkeep.
Beyond the stockade walls, the few shacks give way to small farms.

7. Mistress of the Coach
Possibly the best inn here is Mistress of the Coach, an expensive place
with a formal dress code that prohibits functional armor and weapons.
No one is permitted to violate this code no matter how much money a
boorish would-be patron waves around.

8. Berei’s Bounty
Berei’s Bounty is a sturdy inn decorated with shafts of wheat. This low-
priced inn s run b)' Shilauna, a former pricstess of Beret who took her

father’s place when he died.

Shilauna, female human P6 of Berei: AC 10 (6); MV 12; hp 24;
THACO 18 (15 with staff of striking); #AT 1; Dmg 1d6+3 (staff of
striking); SZ M; ML steady (11); Str 9, Dex 10, Con 11, Inr 9, Wis 13,
Cha 13; AL NG; XP 420.

Spheres: Major—All, Animal, Divination, Guardian, Healing, Plant,
Protection.

Spells Memorized (4/3/2): DM’s choice.

9. Temple of Zodal

This tiny temple to Zodal (mercy, hope, benevolence) is in actuality
just the home of Zoe, a young, barely educated woman who sells foul-

smelling (but powerless) potions, ointments, and salves to “cure” all ills,

Though she does it for the money, her intentions are good. She directs
anyone who appears to need true healing to the temple of Pelor in
North End.

10. Trade Town
The merchant district of Hardby is typical, although the amount of
traffic that comes through Hardby tends to bring a wider variety of
goods than most cities this size. In addition to the permanent shops, a
broad avenue through the middle of Trade Town is reserved for mer-
chants who prefer open space or cannot afford a shop. Blanket Street
fills up every morning with people peddling items stacked on blankets.
The militia makes sure that rml’!od}-‘ sets up Shop against or beyond the
stockade wall.

One of the merchants is an agent of the Slavelords and a priestess of
the Earth Dragon. Roban lives as a seller of gems, jewelry, and strange
objects of arts, and hires adventurers on the side to explore the Cairn
Hills and Abbor-Alz to search for interesting relics that she can buy
and resell. She has specific instructions for adventurers who know too
much; they are to be sent off on deadly quests. She often alerts bandit,
barbarian, or humanoid contacts in those regions to seal the heroes’
fate.

Roban, female human P7 of Earth Dragon: AC 5 (scalemail, ring of
protection +1}; MV 12; hp 36; THACO 16; #AT 1; Dmg 1d6+4 (pick,
Earth Dragon bonus); SZ M; ML steady (12); Str 11, Dex 9, Con 15, Int
11, Wis 15, Cha 10; AL LE; XP 650.

Specja] Equipment: potion of in visibility.

Spheres: Major—All, Combat, Elemental (Earth), Healing, Protection,

Weather; Minor—Divination, Guardian, Travelers, Wards.
Spells Memorized (5 /5/3/ 1): DM’s choice.

11. Lighthouses
Four lighthouses on the south side of town serve not only as harbor
beacons, but also as garrisons for the local militia and gaols for convict-
ed criminals. The towers are eight stories tall and have been painted in
different fashions to be more identifiable from a distance. The right
and left towers on the bay are painted half white (toward the open
water) and half black. The other two are decorated with three rings and
three diamonds respectively.

I12. Farms

Several large farms lie beyond the stockade walls. Crops of wheat, rye,
potatoes, squash, and a variety of other vegetables, as well as chickens,
rabbits, goats, and cattle, provide food for the city.

Intrigues in Hardby

The Slavelords and the Scarlet Brotherhood both have agents planted
in Hardby to spy on the forces of Greyhawk and to alert them to any
planned military actions against them. These agents don’t necessarily
know about each other, though Aleeta may have come into contact with
Roban through the Trade Council. The Dungeon Master should feel
free to involve the heroes in a variety of nefarious plots in an effort to
mislead them. But each plot should lead the heroes back to Hardby and
provide an opportunity to uncover one of these agents.

Rohan the merchant may try to send the heroes into danger, or
Germadoc the halfling may fail at an attempt to intimidate the heroes
or have them slain during a brawl. Ratter may attempt to assassinate a
well-known patron of the heroes, sending them scurrying to find the
attacker. Aleeta is the most clever and will atcempt to become the
heroes’ patron, feeding them just enough information so that they in
turn will keep her informed of their plans. When the heroes attempt to
raid a Slaver outpost, the Slavers will be alerted and will ready an
ambush for the heroes.

WooLLy Bay

Woolly Bay is the west arm of the Sea of Gearnat, bordered by the
‘Wild Coast on the west, the Pomarj on the south, and the Abbor-Alz
and Bright Desert on the east. Merchant ships ply the bay, some from
ports as far away as Relmor Bay, which borders Nyrond and the port of
Prymp in the country of Ahlissa, to the Azure Sea. Others sail down

the Selintan River from Greyhawk or farther north from harbors on the
Nyr Dyv or along that lake’s tributaries. All this makes Woolly Bay one
of the most important maritime seaways of the Flanaess,

Woolly Bay has long been notorious for the small bands of bucca-
neers who prey upon merchant ships sailing these dark waters. Some of
these pirates have become so famous, they have found their way mnto
local ballads, folklore, and legends. Tales are told of the sinner
Solomon Clawsen, whose hand was bit off by a shark, and who sails the
seas looking for a replacement. Then there’s the ballad of Bloody
Grady, once a popular privateer who found the lure of gold a greater
master than even his lady fair. The most famous female pirate is
Gravedigger Merci, who has put many a man in the ground after granti-
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ng him the grace of digging his own grave. Last but not least is the
half-orc pirate Angelthroat Anhke Garrote, who hung his own crew for
killing a magistrate’s son and costing him the ransom,

This pirate problem grew worse after the Pomarj fell to orc invaders
in 513 CY. Highport and, to a lesser extent, Blue became safe havens
for the worst sorts of buccaneers and slavetakers. These pirates often
operated along the coast of the Bright Desert, far from civilized shores,
where their deeds remained unknown to the world. From 520 CY to
584 CY the threat of piracy was at its peak, and merchants only put to
sea in small armadas accompanied by a ship-of-war. Things have gotten
worse in the past five years, with evil humans, hobgoblins, and orcs
from the Orcish Empire putting to sea to attack ports and shipping
from Woolly Bay to Relmor Bay and the Azure Sea. Piracy has grown
more brutal and sophisticated over time.

Until recently, the only armed warships on Woolly Bay were priva-
teers, paid by coastal towns to protect their own ships while raiding
others. Safeton, Fax, Elredd, Highport, Blue, and even Scant of Onnwal
took part in such part-time piracy, with Highport the worst offender.
Hardby’s ships were generally left alone, as they nearly always carried
sorceresses capable of hurling fire and lightning magics, and in some
cases having charmed sea monsters trail in their wake. Eventually, mer-
chants from many cities formed seafaring guilds and began sailing in
armed convoys, taking wizards and ship-to-ship artillery along for pro-
tection, Pay-offs were even made to some Wild Coast and Pomarj cities
to gain limited immunity from their piracy.

Following the Greyhawk Wars, piracy declined. The orc invasion of
the southern Wild Coast left major ports in flames. The walled city of
Elredd was razed, though the nearby Port of Elredd was largely spared.
Only Highport sponsored buccaneers during this time, with only a few
ships. Then, in 585 CY, an orc-crewed cog was sunk in Woolly Bay.
Shortly thereafter, it became evident that orcs and humans were teaming
up to rebuild a pirate force. With Onnwal’s rebellion in late 586, a
counter to this chaos has formed, with Safeton and Hardby sending out
warships to patrol the north, and Onnwalish ships from Scant guarding
the south, This reduced the incidence of piracy, but it has hardly elimi-
nated the problem.

Two slow currents circulate in Woolly Bay, the Safeton Spin flowing
counterclockwise in the northern third and the Wild Current traveling
clockwise in the southern two-thirds of the bay. Ships sailing from
Hardby to Safeton often ride the Safeton Spin, traveling along the
Wild Coast from Hardby south past Carnakh and Pelgaryn to Safeton
and the ruins of Cantona. Ships from Safeton hug the coast to avoid
the tug of the current up to the mouth of the Selintan and then to
Hardby. Sailing against the Spin slows ships by 50%, but this can be
overcome by traveling closer to the coast using sails or oars. Hardby
ships heading for ports in Relmor Bay or the Azure Sea nearly always
take the long leg of the Spin, cruising down the western coast and
crossing the bay until they near Barren Point, a rocky peninsula of the
Bright Desert about 160 miles south-southeast of Hardby. Here, the
ship must quickly cross the current to catch the top of the Wild
Current, which will carry the ship east and south along the Bright
Desert coast to the Sea of Gearnat.

An abandoned ship drifting with the current is slowly carried by the
Spin from the Dragonnel’s Tail, a Iong promontory 100 miles south of

Safeton, straight east to Barren Point. The Dragonnel’s Tail forms the
north shore of Faxharbor Cove and once served as the boundary
between the northern and southern halves of the Wild Coast. These

days, the border with the Orc

sh Empire, just south of Safeton, is the

feature most people use to mark this boundary. Arriving at Barren
Point, the drifting ship continues north along the Bright Desert to
Megas Landing, then on around to Hardby.

Sailors face a variety of hazards. Roll 2d10 and consult the list
below. These events are further detailed in TSR2170, Of Ships and the

Sea.

Whirlpool or tidal wave

Squall: deadly winds, rain
Riptide or choppy seas sl
Favorable wind increases

Fog or calm for 2d6 hour
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Hurricane, heavy rains and choppy seas; —4 to proficiency checks
Omen: alters morale by 1-5; good omens add, bad omens subtract

and choppy seas for 1d4 hours
ws movement by 10-50%

movement by 50-100%

s; =3 to proficiency checks

9 Floating seaweed (giant barracuda, crabs, octopus, or slug)

10
11
12
153
14
15
16
17
18
19
20

Light rain or wind change

Shallows (hidden rocks,
School of fish (bass, jelly,
Predators (dolphins, sea |
Ships (fishing, merchant,
Merfolk (aquatic elves, lo
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PIRACY AND SLAVE TRADE

Where
Unlike cities on the Nyr Dyv,

ready for war. Veterans sail fo
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settlements on Woolly Bay are always
th to destroy any orcish warships that

dare to sail north. Towns are fortified and train militia, while profes-

sional soldiers patrol the coast
Slavelords have chosen not to

. Because the threat is greater, the

operate openly in Woolly Bay. There are

plenty of orc ships and rogue vessels from towns such as Pelgaryn to
distract Hardby's marines. These diverse forces are chaotic and don’t
create a pattern of raids, whereas a concerted effort by the Slavers could
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d. With the degree of readiness on the
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The Slavers focus on moving slaves captured on the Nyr Dyv south
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hawk bases in disguise.
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How the Slaves Are Transported
When the Slavers gather a full cargo, the slave ship sails down the
Selintan, usually stopping at the town of Sevant’s Cove for a night.
This gives the Slavelord Vessa, posted in Sevant’s Tower, a chance to
scry southward to see what awaits them. Vessa flies to the ship under
the cover of night, relays any news, and departs when her cloak of the
bar has recharged. Sometimes she stays to resupply or out of a rare need
for company.

The ship then continues down the Selintan, past Bright Tower Keep,
crewmembers usually waving so that they don't cause suspicion. The
ship stays in sight of the coast as it heads south. The ships generally
avoid Carnakh unless absolutely necessary, since that town is loyal to
Greyhawk. The Slavers also avoid Pelgaryn, finding no sense in getting
drunk in a town full of cutthroats, especially ones who aren’t on their
side, The DM may have Pelgaryn ally with the Slavelords; if so, the
ships may stop there occasionally, though frequent visits might make
others wonder what sort of agreement the apparently legitimate crews
of the Eternal Sun, Radiance, and Longspan have with a town full of
bandits.

The Slavers always stop briefly in Safeton. It is the last free town on
their route, and it is important to be seen there before they continue
south to their supposed destination, While here, the Slavers brag about
their prowess and state that they have nothing to fear from orcs. They
take on additional supplies and may unload some normal goods,
announce a false destination (the Principality of Ulek, Keoland, or
Onnwal) and head south.

If the waters are clear of Hardby Marines and other allied ships, the
Slavers stop at the orc town of Cantona. They drop off trade goods, as
well as sick and dead slaves that the orcs are happy to eat, and load
drugs, food, and water. The surviving slaves are moved from the secret
compartment to the cargo hold. Their survival rate increases when
they're free to move about, and there is no need for secrecy this far
south. Sometimes the orcs turn over an exceptional slave or ransom vic-
tim. Often messages or couriers come aboard for the trip to the Slaver
town.

At Elredd, the Slavers unload the cargo of flesh and goods, report to
the leaders there, and spend some time carousing. They want to make
sure they are gone long enough to fool people into thinking they
reached their declared destination. The crew is paid, and crewmen who
have been on the ship for two or more months are offered shore time,
their posts being filled by citizens eager to do some raiding. When they
have spent enough time in Elredd, they stock foed, load passengers and
return north.

The ship drops off any humanoid passengers at Cantona, then pro-
ceeds to Safeton. There the captain files reports with authorities regard-
ing any orc activity he witnessed (most of this is false, of course). Since
the sailors are supposed to be returning from a successful run, they
spend a night in Safeton buying drinks. The Slavers may take advantage
of this practice sometime by getting the locals incredibly drunk on a
night that the orcs plan an attack. They then sail north, possibly stop-
ping at Carnakh, but usually making port at Hardby to pick up a small
cargo of goods for transport to the Nyr Dyv. From there they sail up
the Selintan and onto the lake, where it begins again.
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Who'’s in Charge
The Slaver raids are coordinated and directed by two elf women who
have had their appearance altered and have been brainwashed to believe
one is the original Slavelord Markessa, while the other is a loyal sister.
Markessa the Red (described in “Lands of Dyvers: Slavers Cove™)
directs operations and shipments on the Nyr Dyv and Woolly Bay.
Markessa the Black, who dwells in Sevant’s Tower (next section), advis-
es and guides activities on Woolly Bay under the direction of the Red.

Who's Involved
The Slavers gain strategic information from several people. The primary
contact is the brainwashed black-skinned elf Vessa, who uses magic and
stealth to study and report on opposition.

In Hardby are several agents who feed information to Vessa. Aleeta
provides information on movements of Hardby's Marines, The beggar
Ratter (Diran Conoriel) learns much on the streets and is used to check
on the veracity of Aleeta’s information. He provides services as an assas-
sin when needed. The halfling Gormadoc has contacts with thieves, as
well as many of the restaurants in the city. What he isn’t told directly,
he tries to overhear. The priestess Roban provides information culled
from merchants and picks up rumors from adventurers.

In Carnakh, one of the supposed refugees from the Wild Coast is a
skinny man named Raufo [hm F6, Dex 18, crossbow of distance]. He
claims to have been a recent immigrant to the city of Highport in the
Pomarj who relocated to Fax just before the orcish invasion, but he
actually is a loyal follower of the Earth Dragon. He works in a weaving
shop in town, but his true purpose is to find weaknesses in Carnakh'’s
defenses. Vessa may order him to poison a crossbow bolt and use it to
kill the wizard Chaine or another person whom she sees as a great
threat.

Should Pelgaryn be allied with the Slavers, then the priest Kurias
Zeltrin would certainly be their contact of choice there. Of course, it is
likely that if he is working for the Slavers, he may be doing so secretly
in order to keep the word from being leaked by his loose-tongued
townsfolk, If Pelgaryn is neutral, the Slavelords would be attempting to
place a mole in the town—and perhaps the leader of the orc bandits is
that mole.

Motto the Razor [F3, hp 21], one of the lieutenants in the Safeton
military, is on the Slaver payroll. They don’t have enough influence on
him yet that he would openly betray his fellows in a fight, but currently
he feeds them information on raids into the orc lands, watch schedules,
and the activities of the priestess Bendel. His most recent order has
been to befriend the priestess, which he has found quite frustrating, as
she is consumed with her work.

BRrIGHT TOwWER KEEP
The walled fort now known as Bright Tower Keep, on the western
shore at the mouth of the Selintan River, began as little more than a
walled camp fifteen years ago to guard merchant routes. Built out of
rock and earth by Greyhawk soldiers, the wall did little more than keep
the wind out. Over time, local artisans were hired to rebuild the camp
into a small outpost, adding a stone fort and a pair of earthen mounds
for lookouts.

With the rise of the Orcish Empire in the Pomarj, alarmists in




Greyhawk pushed to have additional defenses built to defend the north-
ern end of the Wild Coast. Under the eyes of dwarven engineers from
Greyhawk and with some financial support from the towns and villages
to the north, construction was undertaken to make it a keep. Now it
stands as a large guardhouse with attached donjon tower, a stable and
smithy, all surrounded by a stone curtain wall. Siege towers are used in
a unique fashion within the keep’s grounds to form a second line of
defense. The soldiers stationed here are well trained and they stay alert
for danger. A small cavalry of twelve medium horses is bivouacked here
as well. The soldiers have a friendly rivalry with the Greyhawk moun-
taineers at Storm Keep, and a new enclosure is being built as a roost for
griffons and to encourage the possibility of having a permanent flying
cavalry garrisoned at this keep.

The keep takes its name from its whitewashed tower, which can be
seen at a distance of 30 miles and is illuminated at night with continual
light spells. Bright Tower Keep is a good place to trade news on activi-
ties in the northern portion of the Orcish Empire and the Wild Coast,
as well as a safe place to retreat to if one is in trouble. The soldiers are
always interested in hearing news, but are careful not to be too friendly
with potential spies.

Bright Tower has a permanent garrison of fifty soldiers (proficient in
longsword, bow, and catapults), a squad of five rangers (specialized in
riding, plains and coastal lore), ten officers, and a commander, Captain
Planck. On retainer are two clerics, one worshiping Pelor, the other
Mayaheine. The soldiers drill regularly and patrol up and down the
coast and inland up to thirty miles.

Soldiers, male humans F1 (50): AC 8 (leather); MV 12; hp 6; THACO
20; #AT 1 or 2; Dmg 1d8 (longsword) or 1d6/1d6 (shortbow); SZ M;
ML average (10); Int 9, Wis 9; AL LN; XP 7.

Notes: Dedicated, enthusiastic young men and mercenaries.

Slavers

Rangers, male humans R5 (5): AC 7 (studded leather); MV 12; hp 25;
THACO 16; #AT 1 or 2; Drrg 148 (lougsword) or 1d6/1d6 (longbow);
SZ M; ML elite (14); Str 13, Dex 13, Con 14, Int 10, Wis 14, Cha 10;
AL NG; XP 175. ;
Special Abilities: Species en }my: ores (+4 to attack, —4 reactions); Hide
in Shadows 31%, Move Silent] y 40%:; animal hanclling, riding, survival,
swimming, tracking,
Notes: All these rangers know how to survive on the sea as well as on
land. They have a great hatred for orcs, and will slay one rather than

capture it.

Sergeants, male humans F3-F4 (8): AC 7; MV 12; hp 18/24; THACO
18/17; #AT 1; Dmg 1d8 (battle-ax); SZ M; ML steady (12); Int 10,
Wis 9; AL LN; XP 65/120.
Notes: These doughty warriors are gruff and belligerent. They command
the respect of their troops and each is assigned command of a squad of ten.
Their names are Arli, Branch, Cable, Del, Erin, Franz, Gant, and Hans.
Lieutenants, male humans F5+-F6 (2): AC 6; MV 9; hp 35/42; THACO
16/15 (15/14 with longsword specialization); #AT 3/2; Dmg 1d8+2
(longsword, specialization); SZ M; ML elite (13); Int 9, Wis 11; AL LN;
XP 175/270.
Notes: Lieutenants Irik and Jessup command four squads each. Irik is
talkative, friendly, and seems fa‘ix: He commands the inner keep defenses,
as well as the kitchen and cleaning staffs. Irik is two-faced and tries to
undermine Jessup and Capt. Planck. Jessup is snide and cynical, quick to
make snap judgments, and stubborn. He commands the wall defenses and
patrols. Jessup lost his wife to orcs and becomes irrational and unforgiving

al round tham,

Captain Planck, male human F9: AC 5 (chainmail); MV 9; hp 57;
THACO 12 (7 with two-handed sword +2, Str bonus, specialization );
HAT 2; Dmg 1d10+7 (rwo—h‘nded sword +2, Str bonus, specialization);
SZ M; ML champion (15); Str 18/85, Dex 15, Con 15, Int 12, Wis 8,
Cha 12; AL LG; XP 975. |
Special Equipment: potion o‘f fire resistance.
Notes: Captain Planck is a fair but tough commander. He believes
everyone must pull his or her own weight and has no use for wastrels. He
answers to the Gynarch and the chief of the Hardby Militia.
Perchan, human male P5 of Pelor: AC 5 (bronze scale +1); MV 9; hp
25; THACO 18 (15 with rod ?fsmirrhg); #AT 1; Dmg 1d8+3 (rod of
smiting); SZ M; ML average (8); Str 12, Dex 11, Con 13, Inc 13, Wis
15, Cha 9; AL NG; XP 270.
Special Equipment: scroll of | protection vs. elements; potion of extra-
hsabhg. |
Spheres: Major—All, Chan“p, Creation, Elemental (Air), Guardian,

Healing, Necromantic, Protectlion, Sun; Minor*Summoning, Wards.
Spells Memorized (5/4/1): DM’s choice.
Notes: Percy is a healer and Protector of the weak. He prefers to avoid
combat, mostly because he is e:isily scared. He distrusts nature spirits.

Mitiel, female human P5 of]\"hayahci.ne: AC 6 (scalemail); MV 12; hp
23; THACO 18 (17 with bastard sword +1); #AT 1; Dmg 2d4+1
|
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(basmrd sword -H'); SZM ; ML S[L‘ad_v (12,:;; Str 10, Dex 13, Con 11, Int
14, Wis 14, Cha 12; AL LG; XP 270.

Spheres:Major—All, Combat, Guardian, Healing, Law, Protection, Sun,
Wards; Minor—Charm, Necromantic.

Spells Memorized -;5/3/“1): DM'’s choice.

Notes: Mitiel is kind, gentle, and motherly. But, like a mother bear, she
can be dangerous if her charges are threatened or she is cornered. She

prcfers reason to brute force, but will not hesitate to ﬁghr if she must.

1. Main Gate
The gate of the curtain wall is made of seasoned bronzewood (12
structural hit points). It is normally kept closed, with a pair of guards
standing outside. It can be barred if necessary (+6 SP). The gate is 15
feet tall and 6 inches thick.

2. Outer Wall
The outer wall of the keep is made of mortared stone 20 feet tall, 3
feet thick, and reinforced with a splay (25 structural hit points per 10-
foot section). Crenellations line the top, but there is no inner catwalk
for defenders to stand upon. The keep uses wheeled siege towers to
allow access to the battlements,

41 SrL

3. Entrance
The keep doorway is made of oak reinforced with iron bands (SP 10).
Like the main gate, it can be locked and barred from the inside (+8
SP), but is normally left open during the daylight. The keep walls are
1-foot-thick stone, 11 feet tall, and the roof is thick wood coversd with
pitch and gravel. The interior stairs lead to a trapdoor to the roof. A 4-
foot-tall wall surrounds the rooftop, where there are several warer-
prooted chests with supplies of oil, arrows, and torches. The ground
floor is set 10 feet above the court, and all windows are at least 9 feet
above the ground and shuttered. These windows would prove a tight fit
for a man-sized creature. An alarm bar hangs by the door.

4. Captain’s Rooms
Captain Planck is a patient soldier with a good amount of tactical expe-
rience, having participated in the Great Northern Crusade to retake the
Shield Lands lost to Tuz. Area 4a is a small office with two chairs and a
desk. A stuffed sn;u'ling badgel‘ rests in the far corner. Area 4b 1s the
caprain’s quarters, containing a bed, a locked footlocker, and small
wardrobe.
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5. Officers’ Quarters

This room holds the quarters of the officers of the keep. There are 10
sets of beds and footlockers holding spare clothes, armor, letters from
home, and other personal effects.

6. Soldiers’ Barracks
The soldiers of this keep sleep here. There are enough bunk beds to
sleep sixty people, with footlockers for personal items at the end of
each set. There are 1d6+4 soldiers here at all times. During the day the
soldiers present are preparing for duty or resting after their shift.

7. Kitchen
The kitchen is staffed by a rotating shift of five soldiers. There are two
fireplaces for cooking, large butcher tables for food preparation, various
pots, pans, utensils, and serving plates. The outside door on the north
end of the kitchen is narrow and has a lock and bar. It is kept open

during the day.

8. Pantries
The pantries are filled with food supplies. Dry foods are kept in barrels
in the storehouse (13). Locked in a large cupboard in the north pantry
are four kegs of ale and one of rum. The captain has the key and dis-
penses liquor only on special occasions.

9. Mess Hall
This mess hall contains a half dozen long tables and benches. The
tables are pushed to one side when this room is used for worship servic-
es on holy days of the two local faiths.

I0. Interior Storage
This room holds spare weapons, clothing, cleaning supplies, rope, and
other common items.

I1. Priest Room
The two priests share this room. Since the goddess Mayaheine is a pal-
adin of Pelor who ascended to demigodhood, her priests get along well
with priests of Pelor. They even cooperate in worship services. Each
priest has a bed, a footlocker for personal items, and a chest for cere-
monial garb and other priestly trappings.

12. The Tower
A side door enters from the courtyard here, but is kept bolted shut dur-
ing the evening. The ground floor of this tower is mostly empty. There
is a cistern and buckets in one corner to store water during sieges.
Racks of bows and quivers of arrows stand against the walls in prepara-
tion for defending the keep. This central hall is used for major assem-
blies. A stairway leads up the narrowing tower wall, passing arrow slits.
The tower is 40 feet tall and slopes inward till it is only 40 feer wide at
the top. The roof of the tower is capped with stone. A heavy catapult,
casks of oil, and large bags of gravel sit ready for use. A rope and pulley
are used to raise supplies to the roof through a trapdoor from the
ground floor 30 feet below.

I3. Storehouse & Smithy
This building is mostly devoted to food storage in a loft and the raising
of chickens and goats on the first floor. Tools and equipment and a
small forge are also kept here, Clutter is moved aside during times when
repairs are needed on weapons or armor. There is an overhead door
with rope and pulley to the hayloft.

14. Stables
This stable holds twelve horses and two oxen assigned to this keep, as
well as fodder in the loft. Bales of hay and bushels of oats are stacked
along the outside wall. A wagon, kept outside, is used to carry supplies
from the town and transport wounded when necessary. The wagon and
supplies may be used to build| hasty barricades around the keep doors if

necessary.

I5. distern & Pump
This wooden cylinder is 12 feet tall and used to store water. Its open
top is covered with a muslin tarp to allow rainwater to collect while
keeping out debris. A valve at|waist height on one side allows the water
to be tapped. The cistern is built next to a simple hand pump leading
to a well deep in the rock. During dry periods water is pumped from
the well and transferred to the tank via buckets.

16. Latrines
These wooden sheds are typical specimens of their kind.

Keep Defenses
Captain Planck keeps one infantry squad and half of the mounted
rangers on patrol in the surrounding lands, providing escorts for mer-
chants and guardians for local farmers. If some dangerous creature
moves into the region, he organizes a hunting party to track the beast to
its lair and slay it. Each patrol carries a horn to sound the alarm if
attacked or when strangers are sighted. When the alarm is sounded, the
drawbridge is raised and the gate siege tower is manned by the guards.
Four squads are mobilized to man the wall defenses and to mount a
search for the intruders. The keep doors are barred, and guards are
placed at each door and on the rooftops.

Adventure Opportunities
Heroes visiting here can become involved in a variety of adventures.
Captain Planck may contract a mysterious illness and die, and the
heroes could become caught in a power struggle between Irik and
Jessup. Irik would frame Jessup for murder, turning the keep into a war
zone when in fact Irik poisoned Planck and plans to use the heroes
against Jessup. He could be allied with the Slavers,

Or, this region is invaded by ankhegs carrying off cartle and lone
travelers. The heroes are posted to Bright Tower or commissioned by
the Gynarchs of Hardby to destroy the bugs.

Or a band of seventy orcs with ten ogre commanders and five gnoll
scouts travel south from Blackthorn to join a raiding party of fifty orcs
and eighteen bugbears led by 4 half-orc from the Pomarj. Spotted by a
Bright Tower patrol, the orcs decide they must destroy the fort before
they alert others to their presence.
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ViLLAGES oF THE WiLb CoasT

This section presents an overview of the lands and key villages located
along the Wild Coast and southern lands of the Domains of Greyhawk
bordering Woolly Bay. Each description examines the significant fea-
tures, personalities, and history of the setting. Ideas for adventures are
presented with each site, The DM can use these adventure hooks to
develop side treks to entertain and challenge heroes passing through.
With some imagination, it is possible for a DM to develop variations
on a story, to challenge heroes who return to a site. Adventure links are
planned at each site for the DM to use to provide heroes with clues
about the Slavers or to lead the heroes to other sites. Random
encounter lists are presented to help the DM create additional chal-
lenges for heroes traveling through a territory. Random encounters
occur whenever the Dungeon Master desires. If the DM prefers, he or
she may check in the morming, afternoon and night by rolling a 10-
sided die. If the terrain is barren or poorly populated, such as desert or
mountains, the chance is 1 in 10. If the terrain is overgrown and wild,
the chance for an encounter is 2 in 10. If the region is open ground
with civilization, the chance is 3 in 10. The Dungeon Master may
cither roll randomly on the table (1d8+1d12) or may select an
encounter that seems appropriate for the story.

Heroes may travel across these regions in several fashions. On land,
they may reach their destinations by walking, by booking passage in a
coach or with a caravan, or by hiring or buying some mount or con-
veyance, such as a wagon or carriage. By sea, the heroes may either book
passage on one of the many ships sailing from the various ports on
Woolly Bay, or they may hire or buy their own sailing vessel and crew.
Game statistics for mounts, land conveyances, and seagoing vessels are
presented in the first chapter, “Land of Dyvers: Transportation.”

THE Lanbps oF WooLLy Bay

Abbor-Alz

These rocky hills are rugged and wild, their peaks so precipitous as to
preclude horses and even passage of armies. So, no conquest of these
wastes has ever proven successful. The northern verge is relatively safe
and is claimed by the Duchy of Urnst, which manages several rich
mines in these hills. The southern and central portions are arid and
rugged, inhabited only by wild, unfriendly tribesmen and hideous mon-
sters. Qccasional adventurers have rerurned with tales of rich ores and
ancient ruins guarded by fierce barbarians and fiendish creatures.

Bright Desert
Since the beginning of recorded history in the Flanaess, the Bright
Desert has intrigued and challenged mankind. It is supposedly filled
with riches—copper, silver, gold, and gems. The harsh climate, wildly
varying temperatures and hostile inhabitants who battle any intruder
with ferocious determination and blood lust tend to discourage
exploitation. The dervishes rumored to dwell in the bordering Abbor-
Alz foothills likewise turn away would-be exploreres, although if such
dervishes actually exist, they are likely to be of Flan extraction and hos-
tile to Suloise nomads. One or two organized forces have attempted to
penetrate the Bright Desert, but none have ever returned to tell what

happened.
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Southern Lands of Greyhawk
The southern lands of the Domains of Greyhawk include the lands
between Greyhawk and Woolly Bay, and the Selintan River and the
Cairn Hills. This region of rolling hills and grassy bluffs is filled with
farms along the river, but further east it quickly turns wild and becomes
the domain of hill tribesmen and nomads.

Jewel River
This river divides the Wild Coast from the lands of Celene and the
Welkwood, as well as the Orcish Empire of the Pomarj from the
Principality of Ulek, About 150 leagues of this waterway are navigable.

Suss Forest
The Suss is a dreary place, full of thorn trees, brambles, briars, and
thickets. Its massive trees are black with age, and seem to whisper and
talk among themselves whenever an interloper dares to pass beneath.
Some claim that ripples of waving leaves and moving branches can be
seen in the path of those entering the place, but this is unproven. The
western edge of the forest is of a different nature than the rest. Where
it grows upon the Lortmil Mountains, the woodlands are open and
clean, but east of the Jewel River, their character becomes grim, fore-
boding, and hateful. The farther south one goes, the worse the forest
becomes, until it is filled with an oppressive and evil atmosphere where
it climbs the Drachensgrab Hills. The humanoid tribes of the Pomarj,
particularly kobolds, goblins, orcs, and gnolls, seem to love this forest,
and many hundreds are known to dwell within its depths alongside the
native gibberlings, ettercaps, and sussurus. They likewise use it as a
highway to move north to raid the Wild Coast, Celene, or even the
Ulek states and into Verbobonc. The folk of the Wild Coast at one
tme made concerted efforts to clear the Suss, and managed to cur back
its verge several leagues. Due to the disappearance of lumber parties and
the threat of marauding humanoids and wild beasts, such operations are
no longer conducted. The edges of the Suss are watched closely by the
petty barons and lordlings of the Wild Coast. A lost, ruined city of the
Old Suloise is rumored to be hidden somewhere in the Suss forest, but
few dare to venture on a quest to find it.

Wild Coast

The western shores of Woolly Bay have long been called the Wild
Coast, for the region has been a haven for malcontents, dissidents,
demihumans, humanoids, and the outcasts of other states. It is a fair
but not particularly fertile region—rolling countryside interspersed with
woods, fens, and scattered clusters of dwellings. Parts of the Gnarley
Forest, all of the Welkwood east of the Jewel River, and the Suss
Forest are considered parts of this region. The Wild Coast remains a
free territory composed of petty nobles, robber barons, guildheld towns,
fishing and forest villages, freebooters, mercenaries, and displaced peo-
ple of all sorts, This is due to the remote and isolated position it holds,
its lack of natural resources, and the fact that it has never been a desir-
able location strategically. Portions of the region have been under the
control of Celene, the Prince of Ulek, the Gynarch of Hardby, and the
Free City of Greyhawk at various times. The inhabitants, being of a
mind otherwise, have always managed to regain their freedom.

There is no questions that the Wild Coast is known throughout the
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Flanaess as a place of sanctuary, albeit a highly dangerous one, filled
with adventure at the very least. Its racially mixed peoples are well
known as mercenaries and adventurers themselves. The region gives rise
to many outstanding priests, warriors, wizards, and rogues.

Tales relate that somewhere within the Suss there exists a lost city of
the Old Suloise—from which the Jewel River gained its name. It has
never been found, and the truth of the legend is highly doubtful. Since
the Pomarj has been in the control of rapacious humanoids, the south-
ern portions of the Wild Coast have been less than wholesome in any
event, and expeditions into the Suss Forest have not been attempted of
late for obvious reasons.

Carnakh (pop. 600)
Carnakh is a small fishing village thar has grown somewhat from the
exodus of refugees fleeing the lands taken by the Orcish Empire. Now
it is a lightly fortified town, and its people are on the lookout for raids
from the south, Two high towers flank the town’s north and south
ends, and a great many stones were piled together offshore to create an
artificial island just large enough for yet another tower.

The town is most famous for the Peltander family, which owns most
of the land and buildings in the town. The Peltanders date back over a
hundred years, and their hold on the town leaves most of the other resi-
dents in a serflike state. This has only been more deeply entrenched
with the influx of refugees, making unskilled labor even more common.
The family has a history of great physical strength; males have a mini-
mum Strength score of 17, females 16. One member of the family is
Suzo, a retired fighter approaching middle age who worked for the wiz-
ard Sevant (see “Sevant’s Tower” in the “Slaver Bases” section of this
chapter) until his employer was killed by a rival wizard. Suzo is still bit-
ter about the experience, as his older brother Sonjar was killed in the
wizard battle. If Suzo becomes acquainted with the adventurers, he may
ask them to seek out Sevant’s Tower and recover his brother’s body for

a proper burial,

Suzo, male human F7: AC 4 (chainmail +1); MV 12; hp 42; THACO
12 (10 with longsword +2); H#AT 1; Dmg 1d8+2 (longsword +2); SZ
M; ML steady (12); Str 14, Dex 13, Con 15, Int 9, Wis 7, Cha 11; AL
LN; XP 270.

The townsfolk are enthusiastic supporters of Greyhawk, as they’d rather
leave the military defense up to others so they can go about their busi-
ness. The inns and restaurants here give the Hardby Marines free fish,
bread, and beer whenever one of the war galleys is in port. Two of the
younger Peltanders serve in the marines, with one of them being the
second mate to commander Wilbrem.

A tower of white stone overlooks the entry to Carnakh’s port. This
place is the home of an eccentric wizard named Chaine Zerenth, who
likes to polymorph himself into a seagull to fly about the town. Since
the encroachment of the ores, he has also started to widen his flights to
cover the bay a few miles south of the town. He has always had a habit
of attracting odd guests, such as wizards from the Baklunish lands to
the far northwest, elves from Nyrond, and even a group of acolytes
from the Theocracy of the Pale (beyond Nyrond), who unsuccessfully
tried to convert him and the town to worshiping that country’s patron

deity, Pholtus (light, law, order, moons). Chaine has acquired two
young wizards as students, and they sometimes accompany him on his
flights using other shapechanging magic. The artificial island was built
with the aid of Chaine’s spells.

Carnakh would make a goad starting point for adventurers as well as
a place to rest from their travels up and down the Wild Coast. Its rela-
tive security and the presence of a powerful wizard make it a safe haven
and a place to get magical aid| (1dentlﬁcarmn of items, removal of curs-
es, and so on).

In Carnakh, one of the supposed refugees from the Wild Coast is 2
skinny man named Raufo. Hel claims to have been an immigrant to the
city of Highport who relocated to Fax just before the orcish invasion.
He is actually a loyal follower| of the Earth Dragon. He works in a
weaving shop in town, but his| true purpose is o find weaknesses in
Carnakh'’s defenses. Vessa may order him to poison a crossbow bolt
and use it to kill the wizard Chaine or another person whom she sces as
a great threat.

Raufo, male human F6; AC 4| (leather, Dex bonus); MV 12; hp 36;
THACO 15 (11 with crossbow of distance); HAT 1; Dmg 1d6+1
(crosshow of distance); SZ M;| ML average (9); Ser 12, Dex 18, Con 14,
Int 9, Wis 8, Cha 8; AL LE; XP 270.

Adventure Idea: The heroes rn:ﬂy be polymorphed by Chaine into birds
in order to spy on the Slaver port of Elredd. They may face many
obstacles, a storm, a hawk, hunters, all the while trying to remember
that they are really human or demihuman. A possible outcome of this
adventure is that the heroes will have to find and rescue a friend who

thinks he’s a bird.

Pelgar};fn (pop. 1,000)

Pelgaryn is just a day's travel from Safeton. While some here make a
living from fishing and farming, by far the most common occupation
of the people of this town is _banditry. The place is a den of thieves,
scum, and villains, all of which would sell their own family to the
orcs if they thought they'd get good gold for them. In fact, rumors
have it that there is still a not| insignificant population of humanoids
in town, including a powerful orcish bandit leader. Greyhawk has
given up on any chance of Pelgaryn agreeing to an alliance, and has
secretly planned to invade the town with a force of marines and mili-
tia, but has been distracted by other difficulties every time the pro-
posal comes up.

The bandits here avoid the heavy militia of Safeton and usually raid
northward along the coast or go up Darmal’s Spill, the small river that
empties past the north end of town. Kurias Zeltrin is the robber baron
of Pelgaryn and is believed to be a skilled thief as well as a priest of an
evil deity, although the rumors differ on which deity. He now rides a
dark gray stallion with a bIack'head as his previous mount had to be
put out to stud because of its Age; the new horse wears the old one's
horseshoes of a zephyr.

Note: It is being left open to your mterprentmn whether Kurias
worships the Earth Dragon, and thus the town is allied with the
Slavelords, or if he worships a|different god and the town is independ-
ent.
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Should Pelgaryn ally with the Slavers, then the priest Kurias Zeltrin
would certainly be their contact of choice there. Of course, it is likely
that if he is working for the Slavers, he may be doing so secretly in
order to keep the word from being leaked by his loose-tongued towns-
folk. If Pelgaryn is neutral, the Slavelords would be attempting to place
a mole in the town—and perhaps the leader of the orc bandits is that
mole.

Adventure Idea: The heroes may have to escort a caravan and thwart
oft a humanoid attack. Or they may encounter a villain who is secretly a
hero working undercover.
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Safeton (pop. 6,100)

Safeton (originally Safe Town) was one of the more peaceful and stable

places on the Wild Coast for a very long time. However, with the inva-
sion of armies from the Pomarj having claimed most of the lands to the
south, Safeton has become the next in line for the orcs, since it is less
than 30 miles from the actual humanoid territories. Because of this threat,
Safeton has become a fortress town, with active military visible at all
times on and within its walls. Made mostly of stone, many of its build-
ings (and parts of its walls) are centuries old. The outer wall has been
reinforced, with arrow slits and parapets added. Many of the outer streets
of the town have traps that can be easily set in case the walls are breached.




The area just south of the town is littered with rusted weapons, frag-
ments of armor, and goblin bones; a great battle was fought there in
589 CY, when a force of goblins attacked the city. The assault was bro-
ken due to clever use of traps, archery, and a lot of powerful magic; the
battlefield is now a play site for older children, although most of the
salvageable pieces have been taken and re-forged. The men of Safeton
retaliated against Cantona the next year and succeeded in burning much
of the town to the ground, but did not eradicate the orcs,

The closeness of the humanoids gives Safeton an aura of paranoia,
with everyone on edge and ready to take out their aggression upon any
humanotd that pops up. Word travels fast in the city, with rumors that
start in the docks reaching the other side of town in minutes. Every
one of the residents knows the use of at least one weapon, and a dis-
proportionate number of semicapable “adventurers” live here; for the
people of Safeton, “going adventuring” usually means sneaking into
the Bufter Zone or (for the brave or foolhardy) across the northern
boundary of the Orcish Empire, looting ruined villages (which has
poor returns nowadays) and searching for orc patrols. The ruined but
occupied castles of Leraizen (held by an unknown person—possibly
the former owner, a necromancer who was thought to have died—who
has magical power and a dislike of being disturbed) and Sulafrait (held
alternately by bandits, orcs, or orogs, and said to have great treasure
within) are popular targets. A few groups with real experience have
gone so far as to scout aver a hundred miles into orcish territory to the
town of Fax, which has been greatly damaged and is now occupied by
ores, goblins, bugbears, ogres, gnolls, and other humanoids. The peo-
ple of Fax were driven out in 584 CY and would like to return, but
most have lost hope.

A recent addition to Safeton is Bendel [hf P7 (Mayaheine), ring of
feather falling, shield +3], a redheaded native of the Yeomanty (a
friendly nation to the southwest). She fought against giants when they
invaded her homeland, and came to Safeton to help keep the humanoid
tide at bay. She spends most of her days casting glyph of warding spells
in defensive formations around the city, triggered by orcs, and at least
one day a week teaches siege defenses and archery.

Motto the Razor, one of the licutenants in the Safeton military, is on
the Slaver payroll. They don’t have much influence over him yet,
though, and he might betray his fellows in a fight. Still he feeds them
information on raids into the orc lands, watch schedules, and the activi-
ties of the priestess Bendel. His most recent order has been to befriend
the priestess, which he has found quite frustrating, as she is consumed
with her work.

Motto the Razor, male human F3: AC 6 (scalemail); MV 12; hp 21;
THACO 18; #AT 1; Dmg 1d8 (longsword); SZ M; ML steady (11); Str
11, Dex 9, Con 15, Int 12, Wis 10, Cha 13; AL NE; XP 65.

Adventure Idea: The heroes might find themselves drawn into Motto's
plot in an effort to prevent the assassination of Bendel. Or they may
participate in a raid on a humanoid camp.

Wyvernen (POP‘ 180)

Wyvernen is a tiny village with less than two hundred people, but its
circumstances are unusual enough to merit mentioning, Surrounded by
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evil creatures) is something the heroes will have to work out for them-
selves, although the circumstances may merit a temporary alliance
should the orcs attack while the heroes are in the village.

Adventure Idea: This is a good opportunity to give the herces of a
taste of what it’s like to be a humanoid. While exploring the land, the
heroes fall in an old mine and are trapped until a half-orc lends a hand.
He will travel with the heroes, but in Wryvernen he will become the
object of taunts and orc-baiting,

Orz (pop. 300)
Otz is a small but prosperous fishing town east of Hardby. It was set-
tled about 50 years ago by a distant offshoot of the noble family of
Ahlissa wishing to get away from the politics and teuding of their
homeland. Bringing their wealth with them and renouncing their noble
titles, they chose a pleasant spot on the bay and hired laborers from
Hardby to build them the first homes of Orz (an Oeridian word mean-
ing “humble”), Although they were feared at first, they were pleasant, if
distant. Soon others came to settle there when it was found how good
the fishing was in that area.

The people of Orz have developed a variant crossbow for hunting
the larger fish of the bay. Weighing 20 pounds, it can hold a slightly
larger barbed hock (usually attached to a strong silk line) and can even
be fired underwater (at half the normal range). The Orz crossbow caus-
es 1d4+3 points of damage vs. medium creatures and 1d6+3 vs. large
creatures, weighs 25 pounds, costs 75 gp in Orz (but upwards of 150
gp elsewhere), and otherwise conforms to the statistics of a regular
heavy crossbow. The weapons have become quite popular in the Wild
Coast, as their punch is usually enough to rake out a goblin and often
can fell a strong orc with cne hit.

Orz is also known for the strange auroralike lights that appear at
least once a week in its skies. The lights are visible for over a mile and
provide as much light as a crescent moon. The lights are only about
300 feet above the town and do not radiate magic; the Gynarchs have
examined them thoroughly and have pronounced them harmless. The
village is otherwise typical for a community its size.

Adventure Idea: Malenti from the underwater city of Narhidveh (see
“Narhidveh” later in this chapter) have come to Orz to purchase some
of the unusual crossbows. Conflicts with the strangely aggressive “sea
elves” can cause fights or even some thefts if things get out of hand and
the townsfolk refuse to sell their weapons, possibly resulting in fishing
craft being attacked by the malenti in an effort to take the crossbows.

Fishtown (pop. 120)

Fishtown is a typical fishing village. It would be a nice place to live if it
weren't permeated with the smell of fish. It survives by selling its fish to
Storm Keep, the nearby garrison of Greyhawk Mountaineers, and grif-
fon riders. The village's one inn, the Long Day’s Catch, doubles as a
boarding house. Its bar is run by Caralla, daughter of the owner.

Adventure Idea: Ships may be hired here, or the heroes may hire on
to crew a Greyhawk ship in command of Wilbrem. Unfortunately, this
is not a good time to go sailing, for a tropical hurricane is wending its
way north toward Fishtown.
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High Pass (pop. 280)

This village supports the adjacent Delaway Castle. Lady Esterian is the
current owner of the castle, having inherited it from her father. She is
well connected in Hardby, and is often seen at social functions with
members of the Gynarchy. While she is not truly a noble, her family
has had money for many generations and so the Delaways are part of
Hardby's quasinobility. Unbeknownst to most people, Lady Esterian is
the leader of a small coven of female necromancers; the coven has a
base in an abandoned mine in the nearby foothills, The village has one
inn, called the Desert Passage, which caters to adventurers and caravan
leaders. The other inn closed recently due to a lack of business.

Adventure Idea: There are many opportunities for adventure in and
around this town. The heroes may witness a fatal accident, and the next
day find the dead man is back and walking around with no memory of
the accident. He isn't really alive, just reanimared for a time, and does
not remember he is dead. There may be a bandit hideout in the aban-
doned inn to investigate, or a ravaging horde of dervishes may beser the
town. Or the heroes may stumble on the old mine, Dead Man’s Hole,
and fear they have uncovered an evil plot that must be destroyed.
Unfortunately, it is this dead legion that protects the town from the
dervishes.

Greatrock (pop. 108)

Named for an incongruously placed mass of chalky white stone,
Greatrock is a village in decline. Most of its younger residents have
moved away to join the military, and those who remain aren’t having
enough children to keep the village’s population stable. Most of the
people here are middle-aged or old, and spend their days fishing
Woolly Bay and nearby Sparkle Creek. The mayor of the town is
Phoebus, a retired adventurer. Phoebus was reincarnated as a particular-
ly big lizard man after he was killed on a quest. He is intelligent and
patient, and enjoys the bucolic qualities of his adopted town (the resi-
dents find that officials from other towns tend to back down in the
face of their mayor).

Adventure Idea: This is a quiet town, and the townsfolk want
strangers to sit a spell and not make a ruckus. If the lizard men living in
the Mistmarsh begin raiding or send for help, Phoebus may ask the

adventurers to intervene on his behalf.

Arok’s Landing (pop. 310)

Arok’s landing is predominantly an industrial town. In addition to the
three tanneries that operate here, a large shipyard produces most of the
naval vessels used in Hardby and nearby locales. Traditionally the
mayor of the town has to be a priest of a sea god (Arok, the town’s
founder, converted to worship of Osprem when he washed ashore here
after a freak storm). The current mayor is Nawenda, a boisterous
priestess of Procan (sea, sea weather, and navigation) who insists on
taking her lover aboard every ship the yards finish in order to “bless” it.

Adventure Idea: This is a pretty boring town, but there is plenty of
work in the shipyards, and lumbering in the Gnatley Forest pays okay.
The heroes will discover that there is adventure in everything they do.
Lumbering entails the threats of wild beasts, dangerous falls, and falling
trees. Then there’s the log ride down the river to bring the timber to a
ship bound for Arok. At the shipyards is the problem of being accepted




by the Shipwrights Guild, the dangers of falling and being hit by falling
weights, and perhaps a discovery of the building of a secret compart-
ment in a ship. This may provide a clue to how the Slavers are trans-
porting their captives.

Megas Landing (pop. 172)

Megas Landing is a fishing village with a big secret. Ealier this spring,
a wooden box washed up on its shore. In the box were hundreds of dia-
monds and carved pieces of jade (most in the shape of odd insects).
The villagers assumed that the box had come from a merchant ship car-
rying exotic cargo that was later sunk (presumably by orcs), but have
heard no reports of a lost ship nor of anyone claiming to have lost such
cargo. They have sat carefully on the wealth so far, but have been pool-
ing together what other money they have in order to dress one of their
smarter fellows in clothing suitable for a wealthy merchant (or perhaps
an adventurer), send him to Hardby or Greyhawk, and see about selling
some of the smaller items. The townspeople know that the box is worth
a fortune and are being very careful to nat risk losing it all by revealing
their hoard.

Adventure Idea: The heroes may be caught up in the town'’s paranoia
and discover the true origin of their cursed treasure, or they may be
conned into making a false claim of ownership, earning the enmity of

the entire town.

SLAVER BASES

The Slavelords have established several secret bases for their agents
operating out of the Free Lands of Greyhawk and the Wild Coast. One
is an abandoned tower, the second an orc den hidden in the ruins of a
razed city, and two others are lairs of allied malevolent races. This sec-
tion details those bases.

Sevant’s Tower

The small fishing village of Sevant’'s Cove lies north of Hardby up the
Selintan River. Across the river stands a partially collapsed tower,
unused for over a decade, with a broken well nearby. The wizard Sevant
was once an adventurer who explored the western Flanaess, finally
returning to his home in Furyondy. He later chose this site to build a
home when he retired. He pledged his powers to defend the villagers if
they would name their settlement after him. They agreed, and he kept
his promise. After many long and fruitful years, he was attacked by a
rival wizard (the Black Sorcerer of Verbobonc) and slain shortly before
the Greyhawk Wars. Adventurers tried to loot the vacant tower—and
those who got out alive told stories of deadly magical traps. Since then,
it has remained untouched. The villagers don’t go near it. Some believe
it is just not wise to mess with a wizard’s abode, while others profess
that it is haunted, telling tales of ghostly lights and a creature of dark-
ness that prowls the ruins. Still, the town benefits from the effects of
some enchantments that remain, such as continual light street lanterns,
permanent alarms on house doors, cantrips that clean clothes, and
derect spell posts that warn the townsfolk of the approach of evil and
undead.

Sevant's Tower was annexed by the Slavelords to become the center
of a spy network. The leader of this network was once an elven wizard-
thief named Telaril. When she caught the true Markessa’s eye, she was
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ng her magic to spy on them. Vessa eats
y late at night when the smoke is covered
ind goes for walks under cover of night,
oof beneath a full moon. She takes short
idnight when traffic is light.

Vessa will try to evade them long

rmor and perhaps shocking grasp. If she
nd the blank stare of a madwoman until
scape rather than fight and will use her
and then retreat, casting spells as she

ten intruders away by making them think
se affect normal fires to cause torches

and lanterns to dim or flare suddenly. Darkzone may be used to blind
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foes, while phantasmal foree and fog cloud or stinking cloud may be
used to create eerie ph.l]l[um d,m-_;rrs. She uses scare when a party fol-

|il\\‘1 f'IL'.' I]'[' |

flight of stairs, and reserves such spells as hold person
and dimension door in order to escape. If she is losing, she creates a
distraction with fog cloud or phantasmal force, gathers her things, casts
wnvistbility, and uses her slippers of spider climbing ro walk on ceilings
until she can sneak our an uppet level,

\.{'i*i.l ]

1 hidden weapons and potions around the tower.

Exploring the Tower
Heroes may by

They

may mvestigate rumors of a haunting. Or they may discover evidence

-J".'u\\'n o Devant s I\_"‘-'u'(.‘r for ﬁ("\'CI’.‘lI’ TEIS0ns.

of this base ar Slavers Cove, from a captured slave ship or by follow-

ing a Slaver agenr who leads them here. Defeating the Slavers may

uncover imnformation about the heroes” missing friends. Townsfolk tell

I.Il{_‘.\ ‘3!- teTTOT -ll"l\lﬁ :.l"lth.ﬂLi\ :\\IL]L‘ \\'h%' l'.‘-]"]"l'i".i I]]'.' nuns :1[1:! never
returned.

There are many dangers in this ruin, some narural, others supernatu-
ral. Vessa is familiar with maost of the dangers and is able to negotiate
and use them to her advantage. The tower 15 built with large blocks of
stone, the floors and ceilings supported by thick wood beams, The ceil-
ings are 15 teet fl.}‘i:.

Narural hazards may be placed wherever they add ro the adventure's
c[[.mLL rih'u:g}: mist k|'||\-|rH ]\8 rr.\TrJ\'lcd o [}n: lf'urd Hr-nr or n“mf'.
Flights of bats could attack, blind, contuse, and drive intruders into
dangers. Rotring beams and crumbling masonry may break and injure

or pin explorers (save vs. petrification or suffer 2d6 points of damage
3 I g

Water has pooled m spots, making stonework slippery (Dex check) and
possibly L‘]m:.sin-:: heroes

Magical hazards vary. Sevant (hm M13) enchanted his honie with
many spells chat remam acuive today. Unforumacely, the dweomers have
ln;lm o corTupt andd there 1s.2 25% chance that a4 s -91,.1] eHect has
[l”'”l.'l.] Ll '”'II'II'L]J 1.1 | Jflf .lrl]‘l l[k\ l]lll—"l‘[ L“llllf I't'lL' s ]! l[]LI to 3 l-{Ul.” LI'-' iis
and darkness spells might blind someone. Listening to magical voices
may evoke a forget H['r“.

Sevant was often lonely and created several enchantments to make it
seern that other ]h-n!\fr were around. He enchanted inner doors with his
echo spell (modified magre mourh), which repeats words i vanous
orders as 1f communicating like a parror. He also cast whispers (another
modified magic mouth) on the stairs, which creates indistinet murmurs.
¢ check think t]h'_\'
can discern sounds such as growls or J’*luTng_ Lommon rooms are

wurns, Shadowplay is a

Those who hear the whispers and fail an Intelligenc

magicked to cast shadowplay if occupied for 3
modified plantasmal force that creates shadows of people passing, talk-
ing, Or partcipating clay -tu‘-\.i.ljl dCtIvities,

Orther effects that activate with an event or }1E'lt.!:u‘ femain functional

hl‘]’l‘ Jr‘.d [Il(’“’, :‘I'ZLL“'L rooms can bt’ L'l‘-'IT‘IIT)iII"Idl'd o l?]'lghll‘ﬂ or d\]rk-

en with the word "lights.” Saying the word once creates dim light;

twice bnghtens the [mht thrice plunges the room into darkness. This
magic al In_‘]sl won I ﬂ(a_\\[t a darkzone. The fumishing gs in this tower
have been ensorcelled to repair themselves and move back into place
when ]'n'-J]‘i-‘ leave a room. They move for 1d4 rounds and take 2d6
turns to repair, though 2d6

[l'l\}k ]Ikl‘ new.

days must pass before mended secrions
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Final

defend his tower from invasion. If someone s slain here or the building

yi Sevant created a new version of the spell guards and wards to

mage L{ f!'ll\ spe 1l acemva

s da

I, All rooms are filled with fog cloud.

: \H L[lJL)l"\ LLIP].HJ.IId» .‘:m‘{ ‘]| AWErs -.[“,11 d,hl Are L\ern}’ith‘ :‘d

3. Stairs are slicked with grease \'PLLS

{. The whole building radiates magic.

5. A phantasmal force of a fully intact tower hides dangers and rub-

ble with [\hnr‘lh‘\m doors, foors; walls, and !itml‘ihin_ﬂs.

I. Main Entrance

Crumbling stairs lead up to a nondescript door that groans in the wind.
The door has been broken aper, but etther the wind or someone closed
it. The door 1s wizand locked (7th level ), If the front door is opened,
nn]\ darkness can be seen, Viessa cast darkzone spe ls \ll(mg the inside
of the outer wall of the rower to conceal light .mcl activities theretn.

The crumbling wall of an old well stands to ane side of the ibwer. A
rotting bucket and rope hang from a crossprece. Its depths are dark and
drop 60 fect to fresh water. There 1s a 20% chance thar the wall crum-
bles under someone’s weight, spilling her down the shaft. The well nar-
rows at 40 feer; falling vicrims who mike their Dexterity checks become
stuck. The shaft walls are rough, and 20 feet down is a locked wooden
AC 6; 5P 12

L'lOUl L —I—IK‘ l_ll:li"l' is treated a5 a "-!J’!L‘?.li:“d L‘[uur.
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2. Central Room

The outer 10-foot perimeter of the first and second floors is shrouded
with magieal darkness. This permits Vessa to use llght.s m the tower
and nor atteact attention from \w]]agc‘r.« Or passing ships. She has placed
rubble and other obstacles in the darkness, excepr i front of the
entrance and on the stairs to the third floor. There are nutshells and
scrap metal that snap or clank, alerting Vessa to intruders. Anyone
walking in the dark has a 25% chance of tripping. Anypne who trips
must make a Dexterity check to avoid stumbling, dropping held items,
or falling on sharp debris (1 point of damage),

The toom is surprismgly clean, with only a little dust and a few cob-
webs, TI"I!:‘ ar in the tower is ffri]’\: a ]\crmnncnl g:h'r of wind ﬁl.'ll_'l] cir-
culares air up the stairs, Coat-hooks and torch sconces hang on the
walls near the entrance, and the smell of ash comes from the remnants
of a cooking-fire cast of the stairs. The stairway down used to be pro-
tected by a fear spell, but Vessa had an Earth Dlagon priest dispel it
and other magics that would interfere with her work. In a stack of
wood next to the fire pit is a hollow stick containing a potion that cre-
ates a fog cloud.

3. Vessa’s Room
Th\ﬁ was OHEHLIHI\' Hﬁ’vﬂnt 'S b(‘di’OL‘Il'l. \.C\','G.l CIJIT]'!(‘.L{ it I‘l"]t Elcr Oown di'ld
painted the walls black. If she is here when the tower is invaded, she
gathers her things and casts invisibiliey. Then, she uses her slippers of
spider climbing to hide on the ceiling until she can escape. Her room
contains 3 bed, table, and wardrobe. On the mable 1s a log of ships thir
have passed the tower in the past weeks and notes on impertant people
of Hardby, Safeton, and Cantona. Wood panels conceal the northern
door, If she is surprised, her cloak and crystal ball are hidden m a secret
compartment {0 the base of the wardrabe with 200 PP and 8 gems
(100 £p value i:,h‘h_'l. The wardrobe holds several serviceable outfirs and

a wizard's robe.

Slavers

4. Guest Bedroom
The door to this room stands apern. This room appears looted: the bed,
table, storage chest, and chasr have been broken and thrown about.
Nnthmg of value remams. If the heroes explore the room, the door
shuts when they leave, and the furniture within then begins to repair
and right itself. The animated furniture stops when the door 1s open ot
someone i in the Toom.

5. Guest Bedroom

This room is similar to the other guest bedroom. The door is slightly
ajar, and a faint light shines from within. The room's lighe effect is set
on ditm. The furniture here is tossed abour, but only one table leg is
broken, When searchers depart the door shuts gently and the furniture
vights itself;

Hidden in the floor in one corner beneath a loose stone is a magical
gem. A very careful search or the use of detect magic may lead to the
discovery of ths stnall chrysaberyl that is a rare magic item called the

green eye of “Johydee (see the New Magie Ttems appendlx )

6. Garderobe
This privy is an elaborate throne with a wooden seat cover built over a
chamber pot. Small vents are ser ]1ig11 i the outer walls, The chair was
broken by laoters but has been repaired by Vessa. The room has a faint
foul edor, but the perfume from a pot of diied flower petals standing on
a small table masks the stink. The hole to the pit is 100 small for even a
chald or halfling 1o fir down. Hidden in the pot of petals is a small vial.
a potron of gaseous form thar Vessa uses to escape if ttapped here. She
does not flee, but merely retreats in gaseous form o fight later,

7. Domestic’s Quarters
This appears to be a child's room, since excepe for a large rocking chair,
all of the furniture is chuld-size. Qddly, there are no toys, only two
books on philosophy and the history of the Flanaess. This room was
once the quarters of a pair of halﬂmgs. Gregor and Esther Feathertoes,
who worked as the cook and groundskeeper for Sevant. When the
tower was attacked, they fled with mast of their belongings (and some
of Sevant's silverware), and loorers have taken nn_v\:hi.ng else of value.

8. Kitchen

This room is the tower's kitchen. The smell of fresh bread and bacon
fills the air, but barrels, canisters, and oven are empty. Looters have ran-
sacked this area; leaving little of interest for adventurers. Viessa has hid-
den a potion of diminution and a flask of flash powder in one of the
cabinets, The flash powder cxplndc:: with a brlgh[ light when broken
open, blinding those who fail a save vs. breath weapon ar —4 for 1d4
rounds.

9. Guardroom
This room is in excellent shape, except for the dust and cobwebs. It
contains two cots, a footlocker, and a stool. The lock on the locker is
broken. Looteérs have tossed odds and ends about, including moth-eaten
clothing, several sticks of peeled. seasoned pine, and a few carved.
wooden figures of classic monsrers. A penknife lies on the floor beneath
one bed.
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Sevanr had two guards living at the tower—brothers from Camakh.

The seasoned warrior Sonjar was slain by the Black Sorcerer of Verbo-
bone. His brother, Suzo, managed to escape and sull lives in Carnakh.

Second Floor
The second floor was used ro lodge and entertam guests. Vessa sull
uses it for that purpose on the rare occasions she has guests, There is a
10% chance that humanoids or Slavers are using this floor as a termpo-
rary refuge. The Dungeon Master selects the number, races, and if
appropriate classes and experience levels. Slavers may be human or

half-ore.

Slaver, F2-F5 or P2-PS of Earth Dragon: AC 4 [ chammul, shield);
MV 9; hp 6/level; THACO 20/19/18/17 (F2-F5) or 20 (P2=P3) or
18 (P4-P35R #AT I; I")m; 1d6+1 (fail); SZ M; ML -:hﬂ“ii‘l\'“ 157 Sey
15, Dex 12, Con 13, Int 8, Wis 14, Cha 7; AL IN; XP
65/120/175/270.

S}IL'L'I;LF Abilities (Tor privsts  Once per day: light or magical stone; 41

to saves vs ph\‘f-h.‘.ﬂ damage while rouching ground
S‘phcn‘_‘» { for priests kMajor—All, Combat, Elemental (Earth), Hr.:ling.
Protecrion, Weather; Minor—Divination, Guardian. Travelers, Wands,
Spells Memorized (for prieses ) DM's choice

Nores: Slavers are selfegerving with their own personal apenda,
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OSemant 5. Jower

One Square Equals 1o Feet

Slaver, M2-M5 or T2-T5: AC 9 { Dex-bonusit MV 12: hip 3/level:
THACO 20/19 (M2-M3/M4-MS5) or 20/19/18 (T2/T3-T4/T5);
HFAT 1; Dmg 1d6 ( |.ILLJllC1_:L|.L“_ or short sword); SZ M: ML steady (11);
Str 8, Dex 15, Con 10, Inc 15, Wis 8, Cha 13; AL N; XP
65/120/175/270,

Spells Memaorrzed (for wizards ) DM's choice.

Thief Abdities: PP 204+5/Ivl, OL 15+5/1vl, F/RT 1545/ 1vl, MS
10+5/1vl, HS 104-5/1vl, DN 1045/1v. CW 60, RL 10,

Naotes: Slaver wizards and thieves are cunning and cowardly

Bugbtar t‘f:.ampion: AC 4 MV 9: HD 541: llp 24: THACD 17: #AT
Dmg 2d44-3; SZ L; ML elize (13 Dex 15; Ine average (8); AL CE;
XP 175,

Specud Abilicies; infravision 607, Move Silently 85%, strprisear =3,

throws hammer or spear (Ruange 1/2/3; Dmg 1d6+4-3) before melee

Naores: Bugbears are groff and savage. })rcfcrrmf: too ambiish Foes

Hobgoblin hero: AC 3; MV 9; HD 3+1; hp 16; THACO 17; #AT 1:
Dmg 1d8+2: SZ M: ML steady (11): Int average (9% AL LE; XP 65,
Special Abilicies: infraviston 60,
Notes: Flobgablins are fierce and agpressive, and rarely retreat from

fights, They hate clves and arrack them first.




Clg-rc shaman, C3: AC 5; MV 9; HD 4+1; hp 25; THACO 17; #AT I;
Dﬂ!ﬁ 141044; SZ2 L: ML nlud}' 1) Ine 8, Wis 13; AL CE XP 975,
Special Abilities: infravision 9.

Spells Memarized (3/1): bst—mugreal stone, protécrion from good,
Juﬂ:.bg}n Znd—spuricual hanuner.

Orog chiek AT 3; MV 6; HD §; hp 21; THACO 15: #AT 1: Ding
1d10+3; SZ My ML elite (145 Inc very (12 AL LE: XP 120,
Specaal Abdigres: mfravision 607

10, Ballroom

This chamber was once used as a ballroom: The north and eas sides of
the rower have a fine view of the Selintan, although to enjoy the view
requires standing right at a window, sinee the darkzone spells ohscure it
otherwise. The walls are paneled and hung with rorch sconces. Small
decorative couches (each worth 25 gp) are set against the outside walls,
A hight crossbow and a quiver of ten porsaned bolts (type A: Dmg 20
or (1) hang beside the stairs from the first floor. Opposite the stairs in
the darkzone, a vial and a clay bull are hidden in a hollow torch. The
bulb halds flash powder that explodes with a bright light when broken
open, blinding those who fail a save vs, breath weapon av — for 1d4
rounds. The vial holds a potion of fire brearh (4 doses), Viessa will use
these irems.

An old enchantment begins to play quiet, haunting music for 20
minutes i someone spends more than 3 rurns here.

I1. Storage
Extra chairs, candles, candelabras, and other sorts of formal toom
accoutrements are stored in this shelved walk-in closet; each is made of
high-quallty matertals, if nor outright precious metals. [T sold as a ser,
they would be worth up to 500 gp, but if sold as individual pieces they
wouldn't be worth more than 200 gp. Vessa is aware of these items and
had used some of them ro bribe or pay various informants and officials.

12. Armory
The door to this closet is locked (=15% on Open Locks attempts).
This closer holds a number of longswords, short swords, arrows, belts,
shorthows, and crassbows, all in n‘asnmnbi}' good candition.

13. Empty Room
This storage room was empticed at some point, and its oniginal contents
catinot be determined.

Third Floor

The thurd floor lies in run from the magical duel between Sevant and
the Black Sorcerer of Verbobone. The mntenior walls are shatrered, and
the walls i the southeéast comer have collapsed along with most of the
ceiling. Only the flight of stairs up from the second floor is cloaked
with a darkzone spell. The floor 15 covered with rubble and slick, wer
parches, slowing movement o half; pcri'urmmg a difficult maneuver
may require a Dextersty check. Falls inflice 1d3-1 points of damage.

Other than the former library (room 14), the remaining smaller
rooms on this floor are lictle more than rubble.

Slavers

14, Library
Vessa has panted faint s|1-1pe.\c—facts. creatures, and absrracr blobs—
on the remaining walls, to confuse and distract. Dozens of magic
mouth spells are programmed 1o respond to the presence of different
races and activities (such as approaching or touching a painted place).
The messages are fragments of conversations, cries for help, moaps,
laughter, and gibberish, all intended o befuddle mtruders and alert
Vessa.

A cask ol whale oil, a torch, and a tinderbox are here. If Vessa is
pursued, she smashes the cask on the stairs, mnkmg them slippety, like a
grease spell. Once she gets the torch it she can light the oil ar any time.
She has hudden a small pouch behind the fallen door ta the sancrum
(room 20, Iy contains a posoned dagger (type A: Dmg 20 or 0) and a
potion uf‘.tpﬂ'd.

15. Roof
The roof of the tower can be accessed through a trapdoor. Vessa
artached a waterproof cloth over the trapdoor to prevent rain from get-
ting into the room below, The sound of the ﬂnpping cloth may be mis-
taken for the beat of leathery wings. Vessa may tumble large picces of
rubble through the opening onto these chasing her (save vs. pemifica-
tion or suffer Id6 points of dumage).

Dungeon Level
This level is dank and smells of mildew and earth. Any light brought
here ts dim, and shadows are thick.

16. Workroom

The door to this room is wizard locked by Vessa. This room holds a
workbench, a stool, and rwo bookshelves decorated with carved fowers,
Sevant used this placc as his workroom to create potions and scrolls,
which he gave to the townsfolk. Fle summoned Is'e'kar, an mvisible
stalker, ro guard his magic and prevent anyone from entering this room.
The creature is quite angry at being trapped here for years withour any
comparty and attacks anyone entering the room (Vessa made this mis-
take once). A successful dispel magic (against 13th level, Sevant’s level
at the ime of summoning), dispel evil/good, or dismissal will free the
statker.

Invisible Stalker: AC 3; MV 12, fly 12 (A); HD 8; hp 40; THACO 13:
HAT 13 Dmg 4d4 (whirlwind j: SA =6 w surprise; S nvishle, —4-1o
foes' attacks; MR 30%; S22 1; ML elite (147 Tnr 14; AL N; XP 3,000,

17. Alchemical Supplies
This room stores shelves filled with glassware and pottery holding vari-
ous herbs, pmvdcrs, ails, and other spell components used 1o cast spc]ls
and create magic items. Vessa used some of the ingredients for her
spells and others as payment to wizards. Whar remains here 1s worth
aver 3,000 gp if sold to an alchemist or wizard:

I18. Dungeon
This room was used to confine intruders and enemies of Sevant, those
who tried to sneak mto his stronghold, or humanoids found wandering
the area. He normally interrogated them, then rurned them over to
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authorities m town, Five sets of chamns are attached to the wall, their
shackles lying in the filehy straw that covers the {loor.

19. Storage
Tlus storage closer holds extra houschold supplies: linens, fumniture,
serving platrers, cleaning supplics, lamp oil, and more. There is nothing
particularly valuable here, except for a stoppered goat bladder holding a
concoction that forms a sunking cloud upon contact with air.

20. The Well Door
Thas sluping hall continues for another 50 feet before ending ac a wall

with a 3-foot-rall door set 2 feet above the floor. This door opens onto
the well, 20 feet below the ground. Sevant used this to draw water dur-
ing the winter. Vessa plans to use it as an emergency escape route. She
can clunb out the well with her slippers of‘spfdcr climbing. Wind
blows in through the opened door, causing flames to flutter and gases
to blow away. The door is carefully designed so thav it is difficult to see
from the well (trear s a concealed door).

Ruins oF CANTONA

Cantona was nr{gm'.t“_\' a ﬁs]llng \'lHngr founded abour 200 years ago. It
had grown to nearly six hundred residents by the time a Suloise mage
named Valterra settled here in the year 495 CY, Being rather paranoid,
he bought several hmldings n the middle of town. then had them tom
down and rebuilt to unique specificaions. The buildings were asym-
metrical, used strange angles, and were decorated with enchanted
woods, ensorcelled paints, and magical mortars, The result was thar the
buildings were immune to serying, teleportation, evocarion spells, the
entry of summoned creatures; and other sorts of mvasive magic. Over
the decades, this magic degraded. and when Valterra died, the spells
went totally awry and affected the entire town,

Now Cantona 1s resistant to most forms of magic, 5|1L']Iﬁ of levels
1=3 cast in or into this area have a 50% chance of failure. Higher-level
spells face a 30% chance of fatlure. This failure chance also applies to
magical effects that duplicate spells. Any spell char fails has a 5%
chance of backfiring on the caster in some manner of the DM's chotce,
Spells already in effect when the town 1s:ent
are not affecred.

Once this resistance to magic became known, the town became a
haven for those who hate magic. Three stone piers were built o service

ered (such as mvisibalicy)

merchant and fishing ships. The rown's log walls were fortified l'!}' ]arge
towers. The town's population grew to 1,100 by the tme the orcs of
the Pamary laid siege to it in 584 CY. This time, the anumagical prop-
erties of Cantona worked agamst 1ts citizens, The arcish advantage of
numbers could not be countered L"v magic. The town quirH_\' fell, and
about half of the residents fled to Safeton. The others were killed or
captuted by the orex.

The orcs built a thick rampart of earth to bolster the town's wooden
walls, which [:mn-d valuable when the Greyhawk Mountaineers
arracked Cantona in 590 CY. While the atrackers started fires that
burned the log walls, towers; and buildings, the earthen rampart pre-
vented the mountameers from entering the town, Now the city of
Cantona lies m runs, with only a few stone I'rualdmgf- stll slandmb
However, the ores have dug extensive tunnels beneath the aty and
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rebuile the towers. Although three sunken ships block the town's prers,
muost of the wreckage has been removed to allow use of the outer por-
tions of the north and sourh plers. There 15 a t'h:rwing oTC community
here both above and below ground. There are over four hundred adule
males, with one hundred fifty females and one hundred Gfty young.
There are twenty leaders, four subchiefs: and eleven guards for the war
chief and subchiefs. In addition to the orcs, there are about two hun-
dred human slaves, who are kept in shackles. Slaves are used for menial
labor, sport. and sacrifices.

The town is well defended. Caprured bindits have been forced to
teach them methods for urban defense. The Earth Dragon Culr and the
Searlet Brotherhood have also been helpful. Streets and tunnel-access
holes are prorected by simple deadfall and crosshow traps (Dmg 1d6).
The orcs have regular drills to prepare to. defend aganst land or sea
assaults. These drills include pouring fish oil on the piers, seeding the
roads with caltrops, preparing nets to fall on natrow :||1r-lvs, and 80 on,
The orcs are proficient with shortbows, and they practice archery from
the towers to improve their aim.

Slavers use Cantona as a stopping pomnt on thewr way down the Wild
Coast to Elredd. They pick up fresh supplies of food, drgs, and local
news that their supetiors might need to know. They drop off liquor,
plus any slaves that won't survive the rest of the journey.

The leader of Cantona 15 an or¢ pamed Gakurish Lemnak. He is
popular with his troops because he permits occasional ratding of neigh-
boring lands, Though there is less to pillage following the conquest, his
troops sometimes catch bandits-and humans for sport. Gakurish spon-
sors public celebrations gach month, These feres feature feasting, drink-
ing, sacrifices, and destruction of art objects. As resources have been
depleted, the celebrations have begun to focus on gladiatorial combats
between dagger-bearing naked humans and fully armed and armored orc
soldiers. These exhibitions keep morale high.

Splmu:il hife 10 Cantona 1s gmdrd l)}' Nakish, a Sth-level ore priest
of Beltar, and Kurzon, a Sth-level half-ore priest of the Earth Dragon.
This role used to be held by Quenog. a Gth-level priest of the orc god
Gruumsh. He was removed from his pesition due to political pressure
from the Earth Dragon Cult. Quenog 1s rumored to be around some-
where, perhaps allied with the orogs holding Castle Sulafrait ro the
northwest. Since priestly magic suffers the same effects that wizardly
magic does in Cantona, any time the priests need to cast spells, they
take the western tunnel that leads out of the antimagic zone. Nakish
uses the bodies of ores or invaders thar die to create zombie servants.
Eleven zombies are currently under hus command.

As the number of slaves declined, the ore leaders had to restrict the
consurnimg of human flesh to the monthly celebrations: The humanoids
have béen foreed to look elsewhere for suitable meat, Chained slaves
with twa ore soldiers have been sent out'in rowbaats to fish the waters
of the harbor (human navies are less likely to sink the boats when they
know it will mean the death of humans), Some slaves are bemg vsed to
tend herds of goats, cattle, and 4 pack of mongrel dogs. Finally, the ores
have made allies with two unusunl races and have been mrading crafted
goods for food and information.

To the east of Cantona, under the surface of Woally Bay. lies a quicr
community of malentz, Bomn of sahuagin but r:st.mbh.nu, aquatic elves,
malenti are normally reviled as abominations by the sahuagm, but may be




kepe alive to infiltrate aquatsc ¢lf commumities, Noymally they are sent on
suicide missions by their brethren, and this fate leads some malenn ro flee
and form their own communiries. They know thar if they are discovered
by normal sahuagin, they will be slanghtered. These renegades provide
l.nf.":ﬁ‘n.it o0 on '\-]'I[F‘-‘_- passiig on “f"nﬂ[!_'.' RI\, Thm aid the orcs .l.\s»du[tb
on ships, identify good fishing grounds, and provide exotic seafood that
the ores cannot catch, such as clams and oysters: In exchange, the malenn
are traded meeal weapons and a !t?!'ugn‘ on land where Ilh:_\‘ may hide if the
sahungin discover thern. More information on the malent luir can be
found below in the section called “"Narhidveh.”

To the west of Cantona, hidden underground, is a hive af aspis.
Half-ore agents of Turrosh Mak made contact with the reclusive insec-
toids and, after some bungled attempts, were able to establish a treaty
and make arrangements for trade. The aspis l\rm'l;!c waste .'il.t:l_\.'u.l:.l]‘
occasional labor, chemicals (drugs and .1(1d-gnn]. and Fﬁmgmg for food
from sisrface and underground sources, The ores trade them metal
weapaons, shields, and organic refuse for food. More information on the
ASPIS \':l|:1t|} is given in the section called "Cow Home.”

Owes (400% AC 6 MY 9; HD §; ’r."'- 5 THACD 19 8BAT 1; Dmg 148
'].mgm.-:r._l - SZM: ML \t‘(.‘.h.!li' 123 Int average (8% AL LE: XP'I§

Nores: Eachi orc carries 1d4 gp.

Qres leaders /bodyguards (20,/11) AC 6; MV 9; HI 2; hp 11 each:
THACD 18; #AT 1 Dimg 2d4 (broadsword ; S22 M: ML steady (12);
Int average (9); AL LE; XP 35

MNotex: Bach ore leader or ]Ju.|.\'!:u.trd carries 3dS 2P 25% of them also

have a gem worth 10-60 gp

Azog, Droosh, Herch, & Krag, subchiefs (4): AC 6; MV 9, HD 3; lip 16
each; THACO 17; #AT 1; Dmg 1d8 (battle-ax); SZ M; ML steady ( 12);
Int average (10} AL LE; XP 65.

Notes: Each of the subchiels carmes 8d4 gp and 1d4 gems worth
20-120 P each

Gakurish Lemnak, ore chief, F8: AC 5 (chainmaily MV 9; hp 52;
THACO 13 (12 with lonigsword +2% #AT 1; Dmg 14843 Jongsword
+2, Str bonus); SZ2 M; ML sready (1275 Sor 16, Bex 12, Con 14 Inc 11,
Wis 10, Cha 14: AL LE: XP 650,

Nakish, male orc PS5 of Beltar: AC 5; MV 9; HD 5; hp 27 THACO 18
(17 with spear +1% #FAT 1 or 2; Ding 1d6+1 (spear +1) or 143/1d3
Lclaws’y SZ M ML elite (14 Sor 10, Dex 12, Con 13, Int 10, Wis 13,
Cha 10; AL CE; XP 420,

Special Abifines: emee per day: detecet snares & pirs. meld mro stone.
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Special Equipment: scroll of protection: good.

b:phi:rc.s: hff.u;m‘——.r\u, Charm, Combar, Elemental I_I:..l.rr]'i % &mmmmnp;
Minor—Dhvinarion, Healing, Necromantic, Sun (reversed).

Spells Memarszed (57271 DM's choice.

Nores: Nakish carries 7d6 gp and 946 sp.

Kurzon, male half-orc P5 of Earth Dragon: AC 6 (scalemail s MV 9;
HD 5; hp 30; THACO 18; #AT 1; Ding 1d6+4-4 (pick, Earth Dragon
bonus); SA spells; SZ M; ML elite (13); Str 14, Dex 10, Con 14, 1ot 11,
Wis 15, Cha 11; AL LE; XP 650,

Sprcl'uf Abdites: once per d.iy: hga‘:: or II’I.I_!__‘I:‘JJI stone +1 to saves vs,
physical damage while touching ground.

Special Equipment: wand of dluminaton (25 charges).

Spheres: All. Combar, Elemental (Earth), Healmg, Protection, Weather;
Mmer—Diwvinanon, Guardian, Travelers, Wards.

_‘a}-rﬂx Memorezed -75 J4/ 1% DM's choice.

Notes: Kurzon carries 1046 gp and 10d6 sp.

Zombies (11 ): ACBMV & HD Z ii]:- 9: THACD 19: #AT 1; Dmg
1d8 [claws): SA always strikes last 8D immune to cold. charm, deach
magic, hald, poisan, and sleep; wial of holy warer inflicts 2d4 points of
damage; SZ M; ML fanatic (18); Int non- (0% AL IN; CN 0; XP 65,

Ballisea: AC 7: MV 6 SP 6 THACO 10; #AT |; Runge 1/27: Dmg §
2d6, L 3d6, third damage ro structures; SA flaming arrows; SD +1 AC
cover ta crew; Sire M: Crew 20 XP 120,

Catapult, ight: AC 7: MV 4; 5P 10; THACO 11 #AT 1/2; Range
15/30; Dmg § 1412, [ 2d8, half damage to structares; SA flaming bales;
S +1 AC cover to crew; Size L; Crew 4: XP 270,

Cauldrons: AC 2; MV 0: SP 6; THACD 18; #AT 1/10: R.:ngr I; Atea
of Effect 10 yds; Dimg S 2d8, L 2d6; 5A spreads ro form a blazing pool
for 1d10+4 rounds causing 1d6 per round; Size L; Crew 23 XP 270,

Flame-throwess AC 6: MV 6: 5P 20; THACO 15, #AT 1/2; Range
1/5: Dmg S 4d6, L 248, half damage to srructures; SA 12 blasts, crew
defends (swords 1d6); SD +4 AC cover to crew; Size L; Crew 8: XP 450.

War Wagon: AC 3; MV 9; SP 32; THACD 18; #AT 1 +defender spears
& bows: Dmg S 248, L 246 (ram), half damage to structures; SA spiked
wheels (4d6, save vs, breath Weapan fior half): 81 46 AC cover to crew:
Size H: Crew 2—4: Horses 4—6 [AC 5, !1p 15_!: 'I'roups 10: XP 1,400,
Wheeled Mantlet Fort: AC 7; MV 6; 8P 24; BAT defenders’ spears &
bows only; SID +2 AC cover to crew; Size Hi Crew/Troaps 12: XP 650.

Defenses

The town is fortified, and responsibility for its defense is divided
among the subchiefs, Several war machines have been built and placed

abour the city. The nine towers along the town's outer wall are built of

wood and p!ure\‘l with metal to resist fire. Each is manned by two ores
during the day and four ar night. Three towers link to the unnels via
shafts in their base. The towers are stocked with bags of rocks to drop

on mvaders (Dmg 2d6), arrows, and pots of aspis acid-goo (which
causes 1d8 pomts of damage per round to a target until washed off). In
addition, each tower boasts either a ballista or a light catapult. Three
also have cauldrons of laming oil that may be dumped on invaders.
The defenders have three special weapons: a flame-thrower, a war
wagen, and a wheeled mantlet fortress to surprise defenders,

Underground Caves
The caverns beneath Cantona are complexes of small caves linked by
tunnels. Ore families and slaves tend ro move around, so each cavern
has an approximate population, Total population is divided smong nine
of the twelve caves. The last three caverns are used for special purposes.
Each complex has two squads of rwenty males and a leader, thirty
females and young, and twenty slaves. They oversee herds, ﬁ:-zagc for
food, and gu.l.rd the city wall. ﬂm- priest Kurzon lives i the shards of a
building in the ruins, Each complex with a subchief also has two body-
guards.

1. Gakurish Lemnak’s Lair
Gakurish and his three bodyguards make therr home in this cavern. The
complex 1s more civilized, with decent furniture salvaged from the
town. Gakurish builds barricades to thwart attackers, and torches the
barricade if it looks like the ores are ]mlng t)mg 1d6 within 10 feer,
2d6 wall of flame). Gurkurnish has 2,500 gp, 22 gems worth 100 gp

each, and six potions m four chests,

2. Subchief Hetch

This complex is home to Hetch. His group defends the town against
naval assaults. If such an attack oceurs, his troops spill onto the surface
to repel 1. He commands six light catapults and may summon malenti
o atd hm, With the exception of Gakurish and the priests, Hetch and
his soldiers have the most cantact with the malenty, and have gotten
over their revulsion at working with things that appear to be elves.

3. Malent1 Caves
The tunnels lcading to this cmnplu: slope downward, and the north-
eastern caves are partially flooded. The dry areas are used for storage,
bue the rest 1s frequently occupied by vising malenti from the town of
Narhidveh. There is a 50% chance that 1d8+2 malenti are present,
bringing trade goods (peatls and seafood) and waiting for goods from
the ores, Trick manacles are affixed to walls in the flooded mwoms. If
the malenti hear non-ores approach, they lock themselves in the
restramts and |.1Lg for release. When the meruders free them, they grnb
their weapons hidden in the water and atrack, Should the battle go
against the malenti, they swimn down the northeast passage, which
becomes submerged and empries into the bay.

Malenti males /females (9 /18) AT 5; MV 12, swim 15: HD 242 hp
11: THACO 19: #AT 1 or 3: Dmg 1d6 (spear) or 1d2/1d42/ 144
claw/claw/bite ); S =2 on saves va. fire spells; SZM (4" wll); ML
steady (12} Inchigh (13% AL LE; XP 175,
Notes: Each malenti has 1d4-1 picces af j:wdr}' worth 5d6 £p vach,
Note that any of these malenn killed will not be present in the malenti

COTmuIILY.
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4. Living Area
This Lnrrl]-]-'\ has a xin_;h(h |1|g!u': }urupu!liuu of slaves. Any attacks
here resulr in panicked slaves stampeding the mvaders (Dex check at —4
or be knocked down), The slaves make pots and baskets.

5. Living Area
This group has an average population and specializes in food prepara-
nor. [f artacked, they may use 1].111||11~g_ brands (Dmg 1d6), cleavers

Dmg 1d4), or crocks and platters (Dmg 1d3) ro pele attac

6. Forge and Kiln

This ln‘|'F-]|,'< has no barracks. One of the caves has been made into a
torge and another into a clay-firmg kiln. The forge ts used by the ores
to make metal goods. Since there arc few sources af vre near the town,
most of the metal used for these goods comes from "-.l]l'ngn[ equipment
from the rown or from raiding parties. There are some clay beds to the
south of Cantona, which are used to produce all sorts of pottery
Chimney vents in the ceilings direct most of the smoke and heat

.r;'w.lrd and our,

7. Subchief Droosh
[his c._nmpln 1s controlled by stibchief Droosh, whose wartiors are
responsible for defending the southern walls. They use nets, and like to

'.‘1'¢Tf'!'ld to surrender i order to lure attackers nto '1"-'111]_;‘l11|:\!!\\"r'

8. Priest
The priest Nakish lives here with the standard population. He holds
-JL-rs:'s!n,ln services i the For ge (cave ) on (]m_{sda_\'. This CL‘\LI\‘.\I-:‘; 15

filled with pics and crevices dropping 1060 feer,

9. Ground Troops
This COI‘I'-§‘|\'\ hosts elite tre Ps. They hawve better armor (=1 w AC
and are stronger (+1 to hit and damage ) than standard troops. If the
rown is attacked. they use the northwest tunnel to strike ar the arcack-

C°TS Tedr.

10. Subchief Azog
Sub-chief Azog controls this section of Cantona. His ores are dedicated
to patrolling the land around Cantona. as opposed 1o raiding, which

requIres permission from war 'Thl".‘t (_]nk‘_lﬂ.‘;]\.

I1. Subchief Krag
Krag's troops guard the north town wall. They also interace with the

aspis wlien the msectoyds vistt.

12, Filth

If the stench of hundreds of unwashed ores living i close quarters is
bad elsewhers 1 the caves of Cantona, this avea 1s cven worse. Slaves
collect garbage, organic waste, and other disgusting side products of ore
soctety and throw it inta this large cave. The garbage sits unnil the aspis
carry it back ro their colony. Anyone contacting this offal has a 25%
chance of contractng a disease or parasitic infection of the skin. Two
zombies created by Nakish guard this room. They ignore strangers

unless artacked.

NARHIDVEH

Narhidveh, roughly translated s "Home of the Cursed,” boasts a popu-
lation of thirty-two adult malenti, mutant sahuagin who resemble sea
elves, Founded by five malenti from the same clan, the people of
Narhidveh lead a quiet existence under the warter, trying not o attract
too much attention from other aquatic races lest word get out of their
existence. This tribe has lived here for about four years, They trade for
metal with the orcs becaase they have linde o fear from landwalkers.

Narhidveh has six stone hots abour 400 feer offshore from
Cantona's docks. The borders of their sertlemenit are protected h." beds
uf kl:l].“ Ifmr have been woven f]‘lr(\ug]’l with nNers; I]‘IE‘ ners |n!’1CIL‘f' attack~
ets and oceastonally carch fish, Just within the kelp corral is 2 bed of
mussels thar the malenn have cultivared: The mussels are harvested for
food. The three shipwrecks have been searched and cleared of dead
bodies, and now are used as refuges if their town is mvaded.

The largesc bt 15 thar of the malenti chiefean, one of the onginal
five sertlers, Three lemales share his hut, and it was he who decided o
abandon the can’s desire to exterminate sea elves in favor of living away
from other sashuagin communities. He is the largest of the group, look-
ing like a 5-foor-tall sea elf,

Four malentr priestesses use a second hut. Since none of these partici-

pated in the sahuagin ceremony o dedicate their lives to the god




Sekolah, the divine-inclined malenti chose another gnd ta worship, They
found Xerbo, a Suel god whose aspect as god of the sea. and his indif-
ference to the so-called “rights" of surface dwellers traveling the ocean,
fir their needs. Despite the alignment differences (Xerbo is neutral), the
malenti have made rc::pccm]ﬂr advances in ther pn:sljy powers,

One hut serves as the hatchery and nursery. Malenti eggs are placed
in this dome and sealed up. When the eggs hatch, they have nothing to
cat excopt egg Imgmcnt* and other |1:1t|_|1[mgs so the young malent
turn cannibal. This ensures thar the strongest ones survive. After only a
few hatchlings remain, the adult malenti introduce a few fish to the
hatching chamber, and when the young are sated, they are brought out
and educated in the ways of the malénti, This hur is where they sleep
umtil Llu':v are adults and can move to another hur.,

The last three huts are adult malents residences. Each has three males
and five females, Malenti, like sahuagin, frequently change mates to
ensure variety in their offspring, and so malenti change domiciles once
every few months,

The malenity are u-calllw having looted the husks of several sunken
ships on Woolly Bay: however, they generally carry litele treasure wath

them other than any jewelry they may be wearmg, keeping most of their
wealth hidden in their huts.

Slish'ash, Malenti chieftain: AC 5; MV 12, swim 15; HD 4-+4; hp 24;
THACO 19; #AT lor 3 3, Dimg 1d6 I:pm: ar 1d2 (cdaw)/ Id2
claw)/1d4 "hll‘("; SW =2 on saves vs. fire cpfﬁs, SZM (5" rally ML
seeady (12 Ine 13; AL LE; XP 420,

Malenti males /females (9/18) AC 5; MV 12, swim 15; HD 2+42; hp
11; THACD 19: #AT 1 or 3; T}m&_ 1d6 | spear | or 1d2/1d42/1d4
claw/ claw/bite ) SID =2 on saves s fire \'Esrl].-c.; SZM (4 mlly; ML
aready (12 Int high (13); AL LE; XP I75.

\'L:]eﬂtl priestesses (PS5, P3, P1 of Xerbo) AC 5; MV 12, swim 15; HD

3/242/1+1; ||[, 18/12/6; THACD 18..-"3(1; 2(|: FHAT Lord; Dmg
ldh (spear) or 1d2/1d2/1d4 | claw/ claw/bite’; SD -2 on saves vs. fire
spells; SZM (4" wall)y ML steady (127 Ine lugh (13% AL LE; XP
650/420/270.

.‘fprcmf Abilirles: All priestesses can use comprehend languages or derect
magic once per day; those of 3rd or Sth level can also speak with animals
‘sea creatures only | once per day.

.":}"flfrr_s.' .-\'I.:jo.-—.-\u_ Arnmmal se3 creatures “'“"I.". %, Divination,
Elemental { Warter ), Healing; Mitor—Combar, Creation, Necromantic,
MNumbers, Plant (sea plants only ), Proteetion.

f\}\'ﬂt Memorzed (57371 ar 3/1 o0 1 DM's choice.

Each malenti awas Ld4=1 pieces of jewelry worth 546 gp each, The
commiinal malenn treasure is 54 pp, 1,250 gp. 4,301 sp, 978 ¢p, two
100-gp gems, a longsword +1/+4 vs. repules, and a scroll of protection
from werewolves,,

Referencer TSR9539, The Sea Dewils.

Cow HomEe

This site is not truly a Slaver srronghold, but it is the lair of a valued
ally, a colony of aspis. The nsectlike aspis are rarely encountered mn civ-
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thzed lands unless they are r:udmg for food. This burrow; named Chal
Teth in the Oreish tongue, or "Cow Home,” is hidden beneath the
carth about a mule to the west of Cantona. The orcizh tunnels under
Cantona connect to Cow Home via o meandenng crawling passage.
This passage is used by aspis far more often than by ores.

Aspis are not evil. but their primary concern is the welfare and sut-
vival of their hive. Their alliance with the ores i3 considered mutually
beneficial, trading services and unguents for metal wols and weapons,
The aspis will mot ﬁghr on behalt of the orcs excepr to protect their
hive, Their lair is only a few feet below the surface, and creatures walk-
ing above their heads are easily derected. The aspis have several traps in
the connecting passage and their lair to ward or collapse the runnel if
they are mvaded or betrayed. These traps include deadfalls and pits,
usually acrivared from a remote distance by aspis using ropes but some-
times aceivated by small trip-cords,

Deadfalls: Trgger: low mp-cord; Dmg 4d8 (save vs. perrification for
half.
Pits: 20" deep: Dmg 2d6 + aaid goo (1d8 per round till washed off.

The aspis drones in this nest are armed with orc-made shields, handax-
es, and spears. They continue to trade for more weapons and on rools
as they anticipate their colony will grow given the ample food supply
provided by their orc allies (the garbage and refuse left in cave 12
beneath Cantona), If attacked, they will defend themselves, using their
traps, nets, and acidic goo pots to slow invaders while other drones
carty the:larva and cow ro:a second lair in'a neatby swamp.

Of the eleven drones in the nest, three are able to communicate in
Orcish. Others know just enough words to sound threatening: "slup."
b |i‘.':lvt." "kiI!." and-so ]rl'lrl'!'l. Nt:gotmtlnn_\ wit'l\ the aspis Lo convince
them to break their alliance with the orcs will (aee a2 diffieulr obstacle;
this part of the country ts: dominated by orcs. and the aspis accept that
as the natural order, so attempting to convince them that the orcs stole
the land and should be ousted will prove difficult. The aspis just want
to be left alone to mise their larvae,

The interior of the nest is dark unless there is a concealed trapdoor

n the cetling of a room; this permts a dim light to filter into the room.

Even in darkened rooms, aspis are not hindered, since they rely on scent
and sound more than sight (consider them to have the Blind-fighting
nonweapon praficiency ). Of the drone popularion, 1d4+1 drones are
ustially out searching for plants and animals for food with 1d3 giane
ants from trea 10. The remainder will be in the nese, gu:lr.:lu'jg one of
the rooms or tending to some task.

Appis cow (l): ACT:M
3d6 (bire]; SA acidic slime | 148 /roung jrs
unmutie t6 acid, cold, elecerienty, lightnung, srench. sight-based and sound-
based attacks; SZ L (15" long); ML clite (135 Int low (63 AL N;
XP 2,000,

Notes: A cow looks like a grant carerpillar. Tts purpose i hife 15 to eat

V 3 HD 10; hp 505

THACO 11: #AT 1: f}mg

D half damage from fire,

;I“d L'\}' \‘gsﬁ.

Aspis dromes (113 AC 3; MV 15; HD 6; hp 30; THACO 15; #AT 2;
Dmg 146,/146 (handax or spear); SD half dmnagr from fire, immune to




acid, cold, electraty, lightning, and stench arracks; S22 M (6" wall’; ML
clite (14); Int very (117 AL N XP 650,

Special Abilities: Drones can cling to narrow limbs and dimb rough
walls. Thetr strong rear legs permut them to leap up to 10 yards

Nores: A drone looks like 2 humaniform weevil with a long proboscis
and multifacered eyes. Irs dier consists of almost any organic material
.-\ir]‘.n::gf: drones prefer wo travel an all six legs, an-_l.- can stand on their
hind pair and fight with theie four front limbs. Dianes ate Gnatically Toyal

to their hive's cow and wall defend her ro the death.

Aspis larvae (19} AC 6: MV 1, swim 6; HD 3: hp 15: THACO 17;
HAT ©; Dmg 1d6+1 (biee); SD half damage fram fre, immune to acid,
cold. elecericity, lightning, stench. sight-based and sound-based artacks; SZ
S (2" long); ML steady (11); Int non- (03 AL N; XP 120.

MNotes: These larvae live in rothing mires and he aps of garbage, They are
blind and deafl, but can detect creatures: by wibration and scent Larva are
ravenots and seek to car all the tme. After a month of feasting, their size
do

maturation, the ¢

and their carapace hardens e a chrysalis, After 3 week of

ace-splits open, revealing a marure aspus drone. It has
f } P

T
AC 7 for 24 hours after emerging.

Slavers

Giant Ants (10): AC 3: MV 18; HD 2: hp 8 THACO 16; #AT 1: Dimg
1d6 (bite}; SA soldiers Iy o Sting prey they: bite (2d4, save v, paison for
halfy SZ M (&' long); ML average (94 Inr anemal (1% AL N: XP 35,
Nores: Giant ants serve as hounds for the aspus. They communicate
with the aspis using scents, touching feelers, and clicking their mandibles,

Ants dismember dead prey o cartv e back to their lair.

I, Main Entrance
From the surface, this entrance is disginsed as a bush growing at the
base of a small sinkhole. The shrub is an claborate trap door construcr-
ed of woven branches and earth bound rogether with glue. Pulling on
the right part of the trapdoor lifts it revealing a sloping earthen eunnel.
At the battom of the ramp, two aspis guards cling to the ceiling, ready
to attack invaders at all nmes, They will call to mtruders m pidgin
Oreish, warning away any humanoid ereature that tries to enter their

nest. They attack any obvionsly hostile intruders.

2. Egg Chamber

This room holds fifteen aspis cggs of vartous sizes. There are always
144 giant ants (from area 10) in here, turning the eges and checking on
g / e e -]
them. They defend the eggs if t]'lt'_'_. are threatened. A ﬂg‘h[ with these

ants will draw more ants and aspis drones,

3. Chemical Rendering
This room holds a large, shallow var, small clay jars topped with cloth,
and strring sticks, When the dronies are tasked by the cow to prepare
and package more drugs, primanly scent secretions, gluey saliva, or
acidic goo for their trading partners, they use this room. secreting and
nuxing the liquids in these jars. There are 1d4—1 jars of each concoc-
tion in this room.

4. Larva Hatchery
This foul-smelling room has a 3-foor depression in its center with
ledges at the far end of each alcove. The depression is filled with
sewage, water, and garbage. The latest }ur('hmg of larvae swim through
these murky waters. 1'-9.*Lling. The stench is'so bad in here that all nonin-
sects must make a saving throw vs, poson or become incapacitated by
nausea until they leave, The larvac atrack anything that enters their
pool. On the ledges are what appear to be several dead larvae—acrually
ones that are abour to metamorphose mnto drones. One drone stands

guard,

5. Storage
The aspis use this alcove to store extya tools and weapons. It holds 1d6
spare handaxes, spears, and shields. A tmpdoor in the ceiling leads up to
the surface, Tr is disguised to blend in with the grass, One drone stands

guard.

6. Granaries
Rather than gram, these areas are filled with towers of rotting vegeta-
tion and a bed ui'dung Supporting a harvest of subterranean mush-
rooms and mold. A new exit tunnel is bemng dug out of the far end of

the room. There s 2 50% chance that two drones are present.
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7. Tunnel to Cantona
This passage leads all the way ro the orc lair under the town of
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{

ds tum

Ao atnst the aspis.,

8. Cow Chamber
The floor of this cave descends o a depression. The aspis cow
secretes a corrosive white goo thar slicks the floor and walls. This goo
dissolves wood, metal, and flesh, nflictmg 1d8 pomnts of damage per
round of contact until washed off. Aspis are immune to this acid. The
cow wallows about its chamber, laying eggs and eating the food that the
drones bring ir. One drone guards this room. while two giant ants carty
off freshly lad eggs. Any threat to the cow brings all the hive's

detenders.

9. Storage
This alcove holds supplies such as baskets, shafts of wood, spear heads;
"['lll[h'. NiLEs, l:]'.!\' !‘l“’.". :]'l'-d _‘H‘l'“n.‘-.‘: r‘l:.\. ‘i‘i\'_‘ ;1_‘1}‘!.\ [':'l'»‘:\ &) i]dl\ some l“i:
these items with the orcs. There is a concealed trapdoor in the ceiling
here, like the one in area 5
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10, Giant Ant Nest 3

Any ants not tending to other duties will be resting here in thetr burrow sy

m this room. T]‘.("_.- mvestigite any intruders. a

)
11. Central Chamber Q

This chamber connects to all of the aspis rooms. A covered pit in the

center of the room is hidden by a framework of wicker and leaves cov-
ered by dirr, An avoidance scenr on the coveting prevents ants and
dronies from going near it. Anyone stepping on the pit covering niust
make a Dexterity check with a—2 penalty or fall 20 feet to the bottom
of the pit and suffer 2d6 damage,

References: TSR2107, GrEYHAWK Menastrous Compendium, and
“Ecology of the Aspis,” DRAGON Maguzine #260, by Johnathan M,
E{ lt_'lLLllL{.\..




AppiTionaL ApvENTURE IDEAS

Humanoid Pirates
The Pomarj has dozens of humanoid tribes, and all either pledge their
loyalty to or ate enslaved by the Orash Empire and the Earth Dragon
Cult. The Empire and the Earth Deagon Cult are both willing to sac-
rifice humanoid lives to further their plans. Once the heroes begm
their mvestigations, Turrosh Mak will order the building, buying, or
stealing of a fleer of se.n\vunh}’ ships. There are several humanoid
tribes that are troublesome to the Empite, so le has struck tpon a
plan to commission these tribes to become privateers. He provides the
ship and gives them supplies and permission to raid the Wild Coast
and the Bright Desere. Half of any buuq' they recover is 1o be rurned
over to the Empire. Further, he agrees to buy any able-bodied slaves
they capture. This increases the number of slaves and ransom vietims
taken under the cover of piracy and provides some other targer for
would-be heroes to focus on.,

Humanoids are not great sailors and only learn the basics of sailing
and navigation, though they are willing ro take advanrage of reckless
actions to close to boarding distance, They tend to lure or chase tar-
geted ships inro ambushes or run them aground on hidden sandbars,
rocks, or beaches, Once a pirate ship draws close enough, the pirates
will toss grapples and arrempt 1o board, IF they are repulsed or the
bartle goes against them, humanoids will try to hole a ship’s hull or
set the ship on fire,

More information on the tribes of the Pomary 1s available iy "Deep
in the Pomarj.”

Adventures in Hardby
The political situation in Hardby makes it rife for adventures. The
fact thar the Gynarch still has immense popularity ameng the citizens
and is gaining favor even with the Greyhawk Mountaineers and
Hardby Marines can cause a number of conflicts, Greyhawk can recall
its current troops and replace them with new ones whose loyaltes lie
strongly with the Free City, This is likely to upset the soldiers forced
to leave the town, as they have established friends (and possibly fami.
5}' ) in H:rdh)v. |'f}:~'5l1‘|1' Il‘.ading o mass desertions or defections.

The merchant Roban, living in Trade Town, may hire the heroes
to explore one of the strange cairns in the mountains, or send them o
find another party of adventurers wha ran off with an item she paid
them to retrieve. The Slaver agents Gormadoc or Roban may hire the
fheroes to tind a strange 1tem or creature:

The "priestess” of Zodal can be accused of being a fraud, and be
beset by 1 mob when the heroes arrive, requiring them to rescue her.
Since she works with many in the city, she is a good source of infor-
mation and rumors abour the town,

If the Slavers tre of working with Aleeta or find that she'd be
more useful to them dead, they may arrange 1o make 1t look like she
is conspiring against the Gynarch. The heroes may have to find evi-
dence against her, track her down if she should flee, or even defend
her if she can convince them that she is innocent. Any actions taken
agamnst Aleeta will carch the attention of the Gynarch. The heroes
could be hired by the Gynarch to find who is responsible for the

Slavers

frame, or they may be hunted as common eriminals to be brought to
justice for their temenry,

Earth Dragon Cult
Stalman Klim, the Earth Dragon High Priest, wants to stiv things up
in Hardby. He has several avenues he can pursue. He may try to open
a temple to the Earth Diagon under another guise in Hardby, perhaps
that of the Earth Lord ot Serpent of Stone. Roban can certinly pre-
dict that a dire event 1s coming, and that only those under the protec-
tion of the Earth Lord will be safe, which will lead to altercations
with other temples in the area. Interesting conflicts may arise, since
neither Aleeta nor Gormadoc knows thar the cult is ted to the
Slavers,

Malenti of Woolly Bay
The malenti living off the shore of Cantona aren’t restricted to trad-
ing only with the orcs. While Hardby. Camakh, and Safeton are sev-
eral days distant, the malenti are secking as many allies as they can
find, and the services they can provide are valuable to just abour any
town, The malenti don't care whose ships they help plot against.
Survivors of an orc attack supported by aquatic elves may be surprised
to find aquatic elves making diplomanc advances toward other cities
on the bay. Investigation of these sea elves and the location of therr
settlement will reveal their mvolvement with the ores, A charismane
group of heroes could convince the malents thar s in their own best
interest for them to sever ties with the ores and ally themselves solely

with the human folk.

Ghost Tower of Inverness
The great wizard Linlnp—[)n‘idf! built the magical tower called
Inverness over a thousand years ago. Said to be impervious to magic
and all enemies, the tower housed the archmage’s most terrible and
powerful magic item, the soul gem, which legends said fell from the
sky and glowed with the brilliance of the sun, Galap-Dreidel used the
gem ta dcsrm!' his enemies and pn:&sibl\' even taught it how ro defend
itsell from those who would take it from him. Filling his tower with
deadly creatures and lethal traps, he then used a great spell to wrench
the tower free from time so thar it would not be affected by the pass-
ing of years, However, as the tale continues, when the wizard Ieft on
some quest, & grear siege was lard 1o his tower: Irs magic was over-
whelmed, and the tower fell. Still, it is said that an misty nights the
tower can be seen looming like a ghosr-

Many have tried to explore the Ghost Tower of Inverness, bur very
few have been able to find their way in and back our, It is mimored
that great treasures remain within that tower. The Earth Dragon Cult.
through Roban, might hire someone to attempr the retrieval of some
of these treasiires, since the tower 1s only 60 miles from Hardby.
However, if and when the heroes retum, the priestess may slay them
and claim the riches for the temple. Dungeon Masters who don't have
the classic adventure TSRA038, The Ghost Tower of Inverness; can
create their own dungeon. The onginal dungeon had a curtam wall
with four small corner towers sutrounding a heap of rubble, By
moonlight, a phantom tower stood on that rubble, IMpervious to



magie. Only by overcoming the challenges found in the four small
owets ujuld the four parts of a key be recovered to open the p1th o
the cenrral tower, The challenges relied upon strange illusions, fight-
ing conjured monsters, beatmg a chessboard maze-trap. and overcom-
ing four dungeon levels thar featured elemental challenges within the
central tower. The deadly soul gem 1s secreted on the fifth level.
Officially, the wizard Hodar, who now lives in Diyvers, was a member
af a group who retrieved the soul gem from the tower, But evenrually
the gem vanished, believed to be stolen, and made its way back to the
tower. Hodar's memory of the -:lm!iv:ngf.{ 1s vague, and his knowledge
of the solutions to the puzzles that will be encountered s probably
“'l'{“‘lg.

Star Cairns
The adventure TSRO579, The Star Carrns, features five different
locations to explare, the closest of which is within 50 miles of
Hardby. Each carrn has different inhabitants and magical treasures
buried within it Even if the Slavers aren't interested in who s living
there, they may want to gain possession of the legendary magic items
rumored to rest there,

The first cairn has a small force of bandits and humanaoids Ffollow-
ing a trio of dﬂpplugangcrﬁ: the lead doppleganger’s magic sword
would be very handy in the service of the Slavelords, and so they may
try to convince him to join them (since the sword 1s urging him'to
take over a counrry, such an alhance mught siar him). The second
cairn is the temporary home of a reclusive necromancer studying a
strange magicil manifestation nearby; she doesn’t wish to be disturbed
and is unwilling to ally with the Slavers, especially since she 1s apply-
ing for membership to the Grevhawk Wizards Guild. The third caimn
is the home of a mutant beholder and 1ts derro slaves; the beholder
needs allies or slaves to fend off the eventual appearance of its
enraged parent, and since the derro already respect the Earth Dragon,
a reasonable alliance of mumimal wrust may be established between the
two groups. The fourth cairn is inhabired by automatons set to attack
anything they see; the Slavers will not be able to make friends there.
The fifth cairn is hidden, and it is unlikely thar the Si:
able o find it unless they ally with at least two of the other caim

rers will be

leaders.

Doomgrinder
The Doomgrinder is.a gargantuan juggernaut buried in the Cairn
Hills, A colony of derro is attempting to repair and activate 1, The
path of the juggernaur travels right through the aity of Greyhawk.
which would make an excellent artack or distraction when the Slavers
choose to make their move against the ciry. Gaven that derro respect
the Earth Dragon and are fond ot‘tnkmg human slaves, it 1s likrl}' that
they and the cule could join forces. If the Dungeon Master has derro
take on the role of allies of the Slavers, the derro should be woven
into other underground lairs that the heroes may encounter,

The Iron Cylinder
Shortly after the Greyhawk Wars, the orcs of Cantona began building
a great won cylinder north of the town, abour a mile in tfrom the
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coast. Aided gl'catl}- by human slaves and an enslaved dwarfl engineer,
the orcs were able to complete the cylinder within a year. Iv s
believed that the cylinder is some sort of war engine, but since the
thing has not been seen since shortly after its completion, its true pur-
pose is unknown,

The cylinder could be a war engine, something like a juggernaur or
a mobile siege tower. It could also be a digging device, creating holes
in the ground large enough to hide an attack party of ores.
.J\Tl:r.mnt r\.':'.l_\n it nln}' be a :iubnmrlnr. nnd ﬂ'le ofcs Iulw,- brcn tr:stmg
and refinimg its use agamst the Hardby Marines. Such a device would
likely be pawered by vars, a simple propeller, dr something 4s com-
plex as a clockwork or steam engine, since neither dwarves nor ores
have a penchant for erearing magical devices. Then again, they do
have alliances among the magic-learned Gynarchs of Hardby, as well
as in the temple of the Earth Dragon and withar least two major wiz-
ards among the Slavelords,




The Slavelords have built many secret outposts and strongholds along the
Wild Coast, but few are more open abour their affilianon with the Oreish
Empire and the new Slavelords as the residents of the Port of Elredd, just
south of the Buffer Zone. Orc pirate ships patrol the waters 30 miles to
either side of the city, and land fortifications—tram trebuchets, heavy cata-
oults, and other war machines—are trained on the waves to ward against
the Hardby Marimes and the ships of other free lands, The heroes' path
will eventually lead south to this land as the first confirmed stronghold of
the Slavelords. Bur, how will they get there?

THE CiTYy oF ELREDD

Elredd was ance a free city of the Wild Coast. The Woll Nomad Uroch
founded the city a century ago after becommg enamored with civilization.
Urach was a mercenary and captaned his own group, He built a forr on
the original site of what is now the city of Elredd as a base of operations
for his warriors. As his fame spread and more mercenaries flocked to his
banner, the fort became the town of Alrad, larer Elredd, and eventually
grew 1o become a thriving ciry, A port of the same name was buile a few
miles east of the city, on the coast of Woolly Bay. This area became a vil-
iage itself as trade increased, and then became known as the Port of
Elredd. Throughout its existence, Elredd has been a military city and con-
tinues (o cater to mercenaries of all mces,

When Turrosh Mak mvaded the southern Wild Coast, Elredd fared
poorly. Since many of the city's residents were mercenaries, the clarion
ery of war led professional soldiers to the bartlefront, leaving Elredd
poorly defended. Sellswords flocked north to other cities of the Wild
Coast willing to pay exorbitant prices for experienced wartiors, Those
with few scruples wenr south and sold their services to the mvading
armies of the Pomarj. lronically, many former citizens of Elredd were
part of the humanoid army thar sacked the city.

Now Elredd lies in rum. lts grear wall and fortified rowers have been
abused, many sections collapsed by damage suffered from orc war
machines. Several humanoid tribes—goblins, kobolds, ores, and
gnolls—have claimed those buildimgs that somehow survived the rav-

ages of war. Work has begun on the excavation ol tunnels and subter-

ranean lars m the hills on which the ruins stand. The former citizens of

Elredd who survived the invasion and were captured now serve their
conquerors as slaves, They live in primitive shelrers, shackled rogether,
and are used to grow crops, tend the small herds that roam the fertle
hills, and aid in the excavation and rebuilding of the city. They must
survive on poor bread, slop, vermin, grains they scrounge from the ani-
mal fodder, and spring water found in the hills,

S RO e T

HE ORCISH
WILD CoAsT

The humanoids care little if the slaves live or die. Being rrue carni-
vores, these taskmastrers are happy to feast on dead slaves, Fear of this
fare drives slaves to cling tenaciously o life d:spitc the odds being
stacked against them.

Theugh life is crisel for human slaves, it isn’t entirely pleasant for the
humanoids either, even by their skewed standards. The weaker tribes—
mostly goblins and kobolds—ars pl‘-lﬂimﬂy slaves to the 1.1rgcr races,
forced to labor at excavating the underground tunnels and fighting for
whatever food is left. Orcs and gnolls oppress the goblins and kabolds
in part to keep them from fighting among themselves and partly just out
of cruel spite: Faod is scarce, plunder is lean, discipline is harsh, and
morale is at an all-time low. Fear of Turrosh Mak’s wrath and the attack
of buman and demihuman forces from the free lands is the only thing
that binds these disparate tmbes together.

The Port of Elredd

The port town suffered a fare similar to that of the city. Quickly sur-
rounded by the forces of Turrosh Mak, the port was caprured and
piundi:n:d, Secking to use the :ch:p_\'ards and pers of Elredd ro build his
own fleet, the Despor employed only his well-disciplined human merce-
naries to capture and preserve the value of the port. Although the town
was picked clean of valuables, property damage was kepr to 2 minimum.
Thus, unlike the city of Elredd, the port survived Inrgr]}f unscathed.

Following the capture of this port, Turrosh Mak commissioned the
construction of a naval force. He wanted his forces to be able to prowl
the waters of the Woolly Bay and pluck rich cargo from the fat mer-
chant ships. He also wanrted to build a defense ro check the atracks of
the Hardby Marines, who had denied him other ports during the war.

In order to protect his fledgling navy while construction is under
way, a erack force of dragonnel riders has been posted to the Port of
Elredd. Dlsmml‘\' related to preranodons and dragons, dragonnels have
been used for centuries by evil humans and humanoids for rapid travel
and aerial warfare. With the help of human buccaneers, these aerial
woops developed annship racrics that are invaluable for defending the
harbor, The primary tactic is to drop large rocks, held in nets by the
dragonnels’ rear claws, onto enemy ships from a substantial height.
Though many of the rocks miss the mark, those that hit invariably
smash completely through a ship’s hull, causing it to sink. Dragonnel
nders also dmp H.lming pots of oil and carry gl:npplmg lines to tanglr
the rigging and mid boarding parties. After the dragonnel tzams sank
several transport ships of the Hardby Marines, the Port of Elredd has
}JI.".'I'I. ]c{r :lll,nl:.
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Since 385 CY, the Orash Empire's pirate ships have operated out of

!]-Il‘ i.l1)r[ ITEIEI'I—‘:&{'[ Ilr]dt:T r}'lf :.i)“'”“:l”d ()tlf}l\\'ls (I'lc I(l:'_l\'l:r. a :n[']g[[“'lf
ally of Turrosh Mak. (A detailed description of Davis is given in the
“Primary MNPCs" section near the end of this L‘i]:lptcl.l The crews are
.‘umpusud of a mix of fierce ore mibesmen and human sators. This
nﬂ\'j{l I-Lert' I'I.-'L‘ I'hlrr';t'\j 5]"}‘}‘1““; m \'\’rllt\“? Ilh.'ll\' !-l r II“' ]-l.\l .'i.l.‘ !.'L'Ar.‘\n
burt so far has failed to become a substantial chrear. Davis is a fearsome
warrior, but has proved himself 1o be an unimpressive sirategist.

A year ago, when Stalman Klim and Turrosh Mak began rebuilding
the Slavelords, they realized that the Port of Elredd was a narural
choice for the center of slave trade on the Wild Coast. First, the well-
Pl‘l]lf’i—tfd Pan rl!l:]ii pr[!\‘l(‘](‘ i 11“]['[1--“[‘?CI{"(! \'\-'i\)' stanon ]Il’.?"\'t‘l:” [hl'
operations in the Nyr Dyv and the bases in the Pomary, Second. and
pethaps more important for Klim, Davig was a survivor of the
Suderham debacle and a worshiper of the Earth Dragon. The doughey
wartior had carved out a [\l.lcr for himself in Turrosh Mak's anmies,
and he prospered i the deadly environment of the Pomarj, When
JPPT().’\CIItd‘ he was only too \\'1”{1’1;3 to throw m with Klim and jnln the
new Slavelords,

A more detailed view of the Port of Elredd is given in the “Guide to
the Port of Elredd” section later in this book.

NeArRBY Towns

While the land around Elredd is dotted with villages and even a few
stoall towns, almost all are now deserted. The inhabited ones are either
l"cftlplcd ],T‘.' o hllrr..'lnl.‘[{{ t'rj l‘l.' Qr are an ennre L'l_‘mml'ln'l'[:n L\i- .‘Ll\'f.\ .'IT]\]
their masters, All of these \;l“.lgra have been extensively looted, and noth-
ing of real value 1s left i them. Some of the villages have been abandoned

for so long thar wild animals have begun 1o lair in the buildings.

LocaL TRIBES
Twelve tribes live in and around the aity of Elredd. Each 1s a complete
clan with warriors, leaders, females, and young. They are reasonably
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well armed, though their weapons and armor are ill maintained. Their
tood consists of beel and mutton from herds of cattle and sheep (and
dead slaves during feast days), The tribes also ﬂ'\mgc‘ for food, sending
hunting parties itito the surrounding plams and the Suss Forest.

The population numbers below give the number of warriors in the
tribe (including leaders), plus females and young, Some tribes also have
guard anmmals and inhuman allies as well as champions, shamans, witch
doctors, and chieftains.

Population Special
Tribe Name Male Female Young Troops
Bad Dog (goblin) 80 ({52 B0 Waorgs
Big Yell (kabold) 90 45 72 Giant weasels
Deathbringer (arc) 160 63 41 | Owlbears
Defilers [ gnoll) 140 70 110| Hyenas
Iron Skull (gnoll) 150 75 140 Flinds, hyenas
Neckbreaker (orc) 110 120 192 Bugbears
Night Hunter (orc) 130 104 156 Apes
Quiet Knife (poblin) 70 56 70 Bears, norkers
Scorpion (kobold) 40 15 32 Norkers
Scowl (goblin) 50 40 30" Boars
Spinning Sword (orc) 120 90 80  Ogres, hill giant
Thunderous Hate (orc] 200 150 230| Orogs

Braxem's Village

This \'iu.'lgu lies 20 mades west of Elredd in the wilds. It was a prosper-
ous Girming community until the orc army burned all the wooden
buildings, and now only the stone church, an inn, and the local gaol
still stand. Ores living in this town have erected crude tents for shelter
against the elements,

Two months ago, a strange visitor arrived from the south. He rode a
monstrous skeletal drider and bore a sealed letrer from Stalman Klim,
H:gh Priest of the Earth r}mgun‘ The visitor, a necromancer named
Braxem, proposed an alliance with Klim in exchange for permission to
use the nimerous dead bodies available in the .'mn}ucrcd Wild Coast.

In tum; the wizard would provide undead troops and magical assistance
for the Slavers. Klim was impressed with the man's forthrightness and
power. He spoke on his behalf to the other Slavelords, and they agreed.

While Davis doesn't trust or like the necromancer (in fact, the man
gives him the creeps), Braxem has made no demands and seems content
to stay m a small camp 10 one of the empuied villages. As long as the
wizard doesn't intrude on his operations at the port, Davis tolerates his
presence,

Braxem has pariently gathered skeletons from the village and paid
humanoids 1 gp each for any dead bodies they find or dig up. So far he
has collected one hundred twenty skeletons and seventeen zombues,
which have been animated and stand m a nearly cm‘npiﬂr circle around
lus village. He owns the bane wheel of Nebirkoss (see the New Magic
]l'l_’n“'i ﬂ}‘I_‘f‘ﬂ(iL‘; Iy .'||"|L_I hﬂ.‘ u_‘ird i on l‘.l[hl'r' :k(’lﬂm'i.‘i o fﬂml a bl’)nl:
colossis, which stands guard over his hut; he is planning o create anoth-
et bone colossus as soon as he acquires enough skeletons.

The humans and humanoids that live in the area féar Bravem: he is
gaunt, quiet. and always looks like he's sizing someone up o sec if he
or she would make a good undead slave. He knows his reputation and




Humanoids and Special Troops

Apes, carnivorous (2-8) AC 6; MV 12, climb 9; HD 3; hp 25;
THACD 15; #AT 3 [ dmg L4/ 1d4/1d8; SA vend (2d6); SZ L (7
el ML steady (12% Int semi (33 AL N; XP 175

Rears, grir.d}r (1-6) AC 6; MY 12; HD §+5; hp 33; THACD 15;
HAT 3: Dmyg 146/ 1d6/ 1d8; SA hug (hit of 18+ ) milicts +2d6; SZ L
9* tallly ML average (9% Int sems (3 AL N; XP 420

Special Abiliries; Grizzly bears are tenacious and conemue to fighe

for 1d4 rounds after death

Boars (1-12): AC 7: MV 15: HD 3+3; hp 15; THACO 17; #AT 1;
Bmg 3dd: SZM (6 rall); ML average (8% Inr semi (2} AL N: XP
175.

Special Abidines: Wild boars fight until reduced to —7 hir points.

Bugbears: AC 5; MV &; D 3+1; hp 16: THACO 17; #AT 1 Dimg
2d4+2 or weapon +2; 57 Ly ML steady (11): Int low.(7): AL CE;
XP 120,

Specral Abilitres: infravesson 607; Move Silently 80%, -3 to surptise
Notes: Bugbears employ meelligent tacnics, preferring ro ambush
prey. They hurl weapons (hammers, maces, or spears) before closing ro
J":'Iih- I!‘("\' are very J'!!lll.' .l“l'j |1!n|k|i'_‘ -||‘|{ }'l“i.\'f‘.(i an acute snse ol
‘i“'lf[l Itlig["-'l TS anre 'i"[Ti'!)'.I'l!' _\L’_TI T !\. T-l(’l: g‘)-]]!- m :ﬂ‘r Aare & ur\':\'af

and treasure

avoids conract with others unless necessary. He plans to assemble an

army of ar least two hundred undead (plus two or more bone colossi),

it which point he'll report to Stalman Klim that his rroops are mady.

The Slavelords will use the undead to cause rerror and sow discord in

enemy towns in the Wild Coast and northward.

~ " -
T
Flinds (1-4): AC 5; MV 12; HD 24-3: hp 13: THACO 16; #AT |
o 2; Drng 1d6 or 1d4: SA disarm; SZ M (64" all); ML steady (12
Intaverage (8} AL LE; XP 120.
Special Abilities: These leonine humanoids are strong and use a
weapon of their own design, Rindbars (nunchuks), to disarm foes (save

vs. wand ).

Giang, hall (1): AC 3: MV 12 HD 1242, h[r 62; THATO9; #AT 1:
Dimg 2d6+7; SA hurl rocks (Rg 200 yds, Dmg 248 SZ H (16" rall);
ML eliee (133 Int low (50 AL CF: XP 3,000,

Speceal Abtliries; Hill giants prefer o attack from high ground.

They can carch .'.n.;vu]l misstles (3096,

Grolls (2-12): AC 5: MY 9: HD Z; hp 11: THACD 19: #AT 1:
Dmg 2d4; SZ L (7" wall i ML steady (113 Int Jow (6 AL CE; XP
35

MNotes: Gnalls are |Jr'gu, ]1\'-'!\3[13&(‘ humanods that i |1.|i'k5,
They prefer to ambush or artack froma Hank. They favor swords,

po learms; and bows

Goblins (4-24) AC 6; MV 6; HD 1-1; hip 4; THACO 20; #AT 1;
Dimug 1d6; SW fighvat —1 i baght light; 52 5 (4' tall) ML average
(10% Int low {§); AL LE: XI* 15,

)p('cma' Abilities: infravision 60,

continted on page 63

Braxem, male human Necll: AC 6 ( cloak of protecron +3, Dex
bonus); MV 12: hp 32: THACO 17 (16 with dagger of venom); #AT
I; Dmg 1d4+1 + poisan (dagger of venpm); SZ M (5'7" rall): ML
average (81 Str 10, Dex 15, Con 12, Int 17, Wis 16, Cha 14; AL LE;
XP 8.000

.‘!‘J"I'L'Lhll E\FIIJ}'UTJ('.'!I.' hane wheel of Nebirkoss, cloak u!‘rrﬁl(.‘u‘ln +3,
dugger of venam, potion of healing

Spells Memorized 4/4/4/3/3); Ist—corpse link: locate remains
magic mussde, sleep; Ind—choke, levicare, rope trick, web; Ird—bone
dance: protection from parmal missiles, vampine touch, wraithform; 4th—
dimension doos, encrvarion, stoneskin: Sth—animate dead, throbbing
bones, wall of force

From TSR2151, Complete Book of Necromancers,
' From TSR2115, Camplere Wizard's Flandbook.

(Spells may also be found i the Wizard's Spell Compendium sexies.

Bone colossus (1) AC 08 MV 12; HD 10; hp 40; THACO 11; #AT 1;
Dimg 2d6+2; 5D half damage from bladed weapons, immune to mind-
affecting spells, regenerate 3 hp/round: S72 G (30" @ll); ML never checks
morale; Int non- (0% AL Ny XP 4,000,

Skeletal drider (1) AC 6; MV 12; HD &; hp 36; THACO 15;: #AT 1.
Dmg 1d8 {longsword): SD half damage from bladed weapons, immune o
mnd-atléctmg spells; SZ L (97 wall); ML never checks morale; Int non-
0% AL N; XP 650,




Skeletons (120): AC 7: MV 12; HD 1; hp 3; THACD 19; #AT 1;
Dimg 1dd6; SD half damage from bladed weapans, mmune to mind-
affecting spells; SZ M (6" rall); ML never checks miorale; Int gon- (0%
AL N; XP /5.

Zombies (17): AT 8 MV 6; HD 2; hp 9: THACO 19; #AT 1; Dmg
1d8 (elaw or pummel); SD immune to mind-conrrol spells; SW always
strikes last in combat round; 57 M (67 talll: ML never ¢l
Iot non- (0% AL N: XP 65.

wecks morale;

Fallowficld

Lying 10 miles north of Port Elredd along the coast, this section of
land was once open cropland owned by a wealthy farmer in a nearby
village. One year, when not enough sharecroppers wete available to
work all of his property, the farmer chose to ler this field lic fallow.
Then a second year passed as well, and in thar year a plague struck the
village. Many people, including the wealthy firmer, died. The survivors
burned the bodies and their homes, unsure of the cause of the disease
bur looking to escape its deadly grasp, and rebuile their community on
this "fallow field.” since the previous owner wasn't around to object.
The village recovered from the plague only to fall prey to the orcish
hordes years later, just as its neighbors did. The town was sacked, loot-
ed, and left empry. It remained that way until recently

The city of Elredd was one of the few towns in the Flanaess that
hosted a permanent temple to the hero-deity Kelanen (swords, sword
akills, balanee

the temple atrracted Kelanen's atention and s ire, and so he has given

. also known as the Prince of Swords. The destruction of

one of his worshipers the task of rebuilding the temple. This will

conanued from page 64

Hyenas (2-6): AC 7: MV 12; HD 3; hp 15; THACD 17; #AT 1;
l'\m}: 2d4; S22 M; ML average (87 Int semi (2 AL N; XP 63.

Kobolds (5200 AC 7: MV 6: HID ¥ hp 3 THACO 20; AT 1;
Dimg 1d4; 52 5 3" rally ML average (8); Int average (8); AL LE:
X7,

N}'\-ru':.n’ Abulitivs: imfraveision 60/

Notes: Kobalds are 2 cowardly |ot They use force of munbers and

mckery to overcome foes,

Notkers (4-24): AC 3; MV 9; HI 142; hp 7; THACO 19; #AT 2;
Dimg 1d6 weapan,/1d3 biee: 828 (4 tall); ML seeady (12); Int
B AL CE; XP 35

Nates: These liwdde armored poblinkin attack by swarming therr prey,

average
then bashing and biting them, They have a foul odor,

Ogres (1-8): AC 5: MV 9: HD 4-+1; hp 28; THACU 17; #AT 1;
r"mg 1d104+2; S22 L {9' tall); ML steady i 1% Int average | 8%
AL CE: XP 270,

Nares: Ogres are big brutes whe live by raiding others. ll=rempered
@ 2 ! I

and nasty, they are often mercenaries,

l‘i.‘r.}llln.‘ tlu' eventual l.']:ll'llﬂl.l!lf)ﬂ of humanoids Ii.rnm [_-,[redd, n{_c;»uﬁc_

However, since Kelanen seeks balance in all things, hus minion believes
that the allied hordes of humanoids in the Pomar must be viewed as
having an unbalancing effect on the region. Thus, the godling wouldn't
object to having them scatrered.

The '\'r'l\fS]'ll}"\‘!' chosen was Fina Fen Kela, a priestess and a seasoned
tactician, Fina's longtime traveling companion wis AranasofT, an eccen-

Orcs (6-24): AC6; MV % HID 1; flp 5: THACD 19: #AT 1; g
1d8: SW fight ar —1 i sunlight: SZ M (6" tall); ML steady (12
Intaverage (8); AL LE: XP 15.

Spectal Abilities: infravision 60

Notes: Ores use suiping and ambush actacks. They hare dwarves and

clves and wall fight them first

Un:gra (1=10): AC 4 MV 6; HID 3; 115‘ 17: THACO 17; #AT I;
Dmg 1d10: SZ M (7" rall)s ML elite (14% Tnt vedy (12 AL LE:
XP6S.

Owlbears (1—3): AC 5 MV 12: HD 34:2: hp 32 THACGO 15;
HAT 3, Ding 146/ 1d6/2d6: SA hug (af hiv wirh |1 8-+ Dmg 2d87%;
SZ L (8" il ML steady (12); Int low (5); AL N; XP 420

Wolves (2-12): AC7: MV 18; HD 3y hp 15 THACO 18: #AT 1;
Dimg 1d4 +1: SD +1 vs. charm; SZ S (4" long) ML average (10;
Int low: [5): AL N: XP 120,

Worgs (2-5% AC 6, MV 18; HD 3+3; hp 18; THACD 17; #AT 1
Dimg 2d4: SZ M (3 |ung o ML steady (117 Ine low (6): AL NE;
XP 120,
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tric gnome and worshiper of Murlynd (magical * Icchnnlng\ ) another

hero-deity. The Prince of Swords approved of the gnome's involvement,
sitice Kelanen and Mutlynd once worked together to imprson luz back
in the sixth century. Fina and Atanasoff gathered a party of adventurers
with the purpose of ridding Elredd of the humanoids: Two weeks ago,

they took up residence in the village of Fallowfield to spy on their ene-

mies and plan their strategy. Information on the priesthoods of Kelanen
and Murlynd is available in the Hero-Deiries appendix.

They are 2 small group compared to the enemny they oppose. Fina's
forces include two priests, two rangers, one Pa!adin, seven ﬁghl:trs. and
one thief, Their small party size makes it easicr for them to remain
undetected in the midst of the enemy’s territory, They live off the land

with lirtle effort, supplemented by priestly magic and some MAIC items.

They plan to continue their observation for at least another two weeks
before begmning any hostilities. If another group of adventurers should
offer to join their force, they would welcome the help. Alternatively,
these adventurers could rescue the player characters il they need help.

Fina Fen Kela, female human P7 of Kelanen: AC 2 (chainmail, shield
+1, Dex banus j; MV 9; l1p 37; THACO 16 (14 with longsward +1,
specialzation); #AT 3/2; Dmg 14843 (fongsword +1. specialization ):
SD +2 ro saves; SZ M (5'6" alll; ML elire (14 Ine 12, Wis 13; AL N:
XP97s.

5}1-!;'1'.11' Ablities: enchanted Weapan once per cfal\’ (if nsed on her sword,
het THACO becomes 13, and her damage becories 1d8+4), alter self
once per day, sword dance ance per day (allows her to anmmate her sword
for 1 round/level, causing ir to attack u melee as if she were widding it),
+2 protection as if wearing A finig of protecrion,

Special Equipment: longsword +1/%+3 vs. lycanthropes &
shapechangers, shicld +1.

Spheres: Mapar—All Astral, Creanion, Healing, Protection, Travelers:
Minor—Combat, Divination.

Spells Memtorzzed (4/3/2/1%: DM's choice.

Atanasoff, male gnome P35 of Murlynd: AC 5 (leather armor +1, Dex
bonus}: MV 9. }1!! 24: THACO 18 (17 with ll!gﬁt crosshow ) #AT 1:
Dimg 1d6 (handax) or 1d4 (light crossbow): 52 5 (3'5” rall); ML elite
(13% Int 11, Wis 12; AL NG; XP 1,400,

Special Abilitses; provecuion from evil ance per day, rope trick once per
day, protection from narmial missiles once per day,

Spiecial Equipment: sod of security (15 charges), ring of shoating stars,
leatheér ammaor +1,

Spheres: Major—All, Astral, Elemental, Healing, Protection; Mimor—
Creanton, Necromantic,

Spells Memorized (3/3/1): DM's choice.

Elohi & Tuln}‘a. female humans R4 (23 ACS (studded leather, Dex
l‘mmlsj MV 12; hr 27, 25: THACD 17 (16 with shortbow: #AT 1 or
2: Dmg 1d8 (longsword) or 146/ 1d6 (shortbow): SZ M: ML elite (13);
Int 10, Wis 9; AL NG; XP 420,
.‘)}':L‘uf Abtlities 'ip!rirn enemy; ores (44 to hit), Hide in Shadows
25%; Move Silently 33%, wacking, anmal empathy.
Special Equupment: Elohi—potion of invisibility, hoots of elvenkind:

Tannya—longsword +1, ring of chamelvon power.

Slavers

-

o e -

Hangrim & Holfyar, male dwaryes F4 (2): AC 5 (chammail s MV 6; hp
33, 32; THACO 17; #AT 1; Dmyg 148 (bartle-ax) or 1dd+1 {heavy
crossbow}: SZ.5 (41" rall); ML elire (133 Inr 9; AL LN: XP 420.
Specral Abilitics: racial enemies (+1 to hir va. ares, half-ores, goblins, or
hobgoblin), infravigon, +4 to saves vs, poisan or magic.
Special Equipment; Hangrim—Murlynd’s spean; Holfyar—crossbow
of distance.

Nores: These two mountain dwarves are brothers from Sterich.

Hafenrec, female elf F4: AC 3 (studded leather +1, Dex bonus); MV 12;
hp 22; THACO 17 (16 wich sword, 13 wath longbow); #AT 1 or 2;
Dimg 148 (longsword) or 1d6/1d6 (longbow); S2°S (41" wll)y; ML elite
(13} o 10, AL CG; XI* 27
Special Abilitres: mitavision, 90% yesstance w sleep & charm effects.
Special Equipment: seidded leather +1, thirteen 42 arrows, soun stone
(clear splmﬂt k

Aleq, Burrama, Raffey, and Tobal, male humans F3 (4): AC 5
chammaly; MV 9; hp 25,23, 22, 19; THACD 18: #AT 1 or 2; Dmg
1d8 {longsword) or 1d6/1d6 (shortbow )y SZ M; ML elite (13% Inc 9;
ALNG: XP 175.
Special Equiprnent: Burrama—nng of human inflience; Raffey—dust
of disappearance; Tobal—ng of invisibility,
Notes: These four men are from the Poncipality of Ulek.

Fallas; male halfling T5: AC =1 (bracers AC 2, Dex bonus )y MV 6;
1‘1]\ 22; THACO 18 (17 with short sword+1, 16 with shng or shortbow);
HAT 1or 2 or |; Dmg 1d6+1 (shorr sword +1) ar 1d6/1d6 (shortbow)
or 1d4 (sling): SA backstab for %3 damage: 82 8 (3 tall); ML steady
(12} Int 105 AL NG; XP 975,

.‘f’om:;.lf Abilieies: mfraviseors. suTprise, +3 to mves vy, Poison and mngic.

Speci! Equipment: bracers AC 2 shore sword +1,

Thief Abilities: PP 50, OL 30, F/RT 10, MS 85, HS 55, DN 35,
CW 60, RL O,

Norex Fallas is from the F’nnrlp.‘lltt)‘ of Ulek, and prrfcrs o be called
Stinger.

Fina and her team keep fairly busy on scouting missions, setting
perimeter traps to catch and slay wild aninmals and wandering
humanoids, and they have not had much ame to explore all of the ruins

of Fallowfield,

THE SLAVELORDS" OPERATIONS

For the past year, Davis has been workmg to 1mp|n:mr.r1t Staltnan Klim's
orders, building up Pore Elredd to become the hub of the Slavers” oper-
ations on the Wild Caast. Six months ago he was joined by Piera, a
priestess of the Earth Dragon Cult. (A dezailed deseription of Piera is
given i the "Primary NPCs" section near the end of this chapter,) She
was assigned to take charge of the religious aspects of the plan, while
Davis was to continue handling the secular. So far, the two Slavelords
have worked together effecrively, which bodes well far the new organi-
zation. The Slavelords of Elredd have been ch:lrg_ccl with three rasks.
These are detailed below.



L. Piracy

The first (.ﬁk Is 1-11'31}1]3.' A conbinuation t\i.I__i.n'n\-.\ previous activities. His
ships have been harassing shipping in the Sea of Gearnat since 585 CY,
and there are three mmportant reasons to keep up the pressure, First, it
keeps the northern Wild Coast and the Domain of Greyhawk off bal-
ance, tying up many of their resources to defend their merchane ships.
Second, the confusion created by pirate raids helps in the transportation
of slaves from the north. Third, the ships and crew captured by the
raiders provide treasure, additions to the navy of the Pomary, and slaves.

Davis the Reaver commands a fleet of twelve ships, not counting the
many fishing boats thar opetate out of Elredd. This also does not
include those ships used to transport slaves from the Nyr Dyy, of
which one or two are in port at any given time. Davis's fleet consists of
three kinds of ships: the orc cog, the human cog, and the slave galley.
Game statistics are given on the following page for those using the con-

densed rules for naval combat presented m this book.

Cogs
A cogisa stngle-masted merchant ship with a square sail. The ore cogs
are abour 90 feet i('-ng. while the human cogs are 73 feet [ﬂng. Both
types have a 20-foor beam and ph‘l iy of room belowdecks for cargo,
boaty, or troops. There are fore and stern castles on the deck, which
provide both defense and an advantageous position for missile combat.
The ores tend to eram more ¢rew on their cogs, typically carrying
between rwenty and thirty sadors per vessel. The humans prefer more
Cargo space, using between ten and twenty crewmen per ship.

At the momen, six orc cogs and four human cogs are present.

Cog captain, male human, Fd: AC 4 (studded leather, shield, Dex bonus);
MV 12; hp 2T:
#AT 1 __h'_';‘ with cutlass, 1E\r.:1.:.iu_miu'._, ot 2; Dmg ld6+4 (curlasy +1,
specialization ), 1d6/1d6 (longbow ): SZ M; ML champion (15} Ser 16,
Dex 16, Con 14, Int 13, Wis 12, Cha 14; AL NE; XP 650,

THACO 17 (15 with cudlass +1. 16 with longbow i

""—t-._._-——h"-—-—-...

Coyp pirate, male human, F1: AC 7 (leather. shield)} MV 12; hp 5
THACD 20 (19 with cutlass); #AT 1 ( 3/2 wich cutlpss, specialization
or 2; Dimg 1d6+2 [cutlnss, \F'ccuil?m[.m , 1d6/1d6 (shortbow); SZ M,

ML elire (137 Int 9: AL NE: XP 35,

I.'_Tog capuin. male orc, F3: AC 4 (chainmal, shield }: MV 9: l:}‘- 24
THACO 18 (17 with battle-ax); #AT 1(3/2 wich battle-ax,
specialization )y Dmyg 1d8+3 (bartle-ax, specialization), 1d4 (light
crassbow )y SZ M (5°7" wll): ML elice (14); St 17, [Dex 12, Con 13, Int
11, Wis 8, Cha 12; AL LE; XP 120,

Cog pirate, male orc: AC 6 (studded leather, shield s MV 9; hp 6;
THACD 19; #AT 1; Dmg 1d8 (bartle-ax) 146 (shartbow); S M; ML
stendy [ 127; Inc 8; AL LE: XP 15.
Slave Galleys
With the influx of slaves through the Port of Elredd, Dawis began con-
structing galleys to take advantage of this new source of manpower,
These slave gnll(r_vs are biremes, meaning they have two banks of oars.
They require sixty rowers, of which at least thirty are usually slaves.
The slaves are chained to their posts on the lower deck, making escape
impossible. The upper bank of oars 1s crewed by regular sailors, who
are free to light in boarding actions when needed. A galley frequently
carries additional pirares (it can handle up to fifty) for operations close
1o port. The DM should note that most good-aligned groups are hesi-
tant o sink ships crewed with chained slaves; since such an acton
would doom the slaves to a warery grave.

Davis commands two slave galleys, and two mdre are under canstrue-
tion. His fagship is the Sea Dragoa. The second §lave galley, the
Pirare’s Plunder, 1s commanded by Sammael,

Captain Szmmael, male human FS: AC O (leather, Dex bonus, sng of
protecrion +4; MV 12; hp 37; THACO 16 (13 with cutlass +2. 13 with

-

Thr-m'lng J.zggrn 3 HAT 1 (5/2 with cutlass and -_gnl-']-'u ar 2: [‘hllg lde+4
cutlass; specialization ) and Ld4 lg:ltil hook ) or 1d4 144 -’,t|’1rt-w|nj_;5
daggers); SZ M | 5'8" mall); ML champion (16); Str 14, Dex 18, Con 15,
Int 13, Wis 11, Cha [3; AL NE; XI* 1,400,

Special Abtdrvies: [wWo-Weapan r'lghrlng style.

Special Equipment: helm of underwarer action,

Notes: Sammael fights with a gaff in his off hand. and s well known

for gurring his opponents with the weapon's eniel hobk,

l;'u.l]t“v pirate, male human F2: AC 7 (leather, sheeldiy MV 12; hp 12:
THACO 19 (18 with curlass); #AT 1 (3/2 with euillass, \}n(c:.lj:.'.;mun.
or 2; Dmg 1d6+2 (cutlass, specialization) 1d6/1d6|(shortbow iy 82 M;
ML steacly (117 Int 9; AL NE; XP 65,

2. Way Station
The Port of Elredd provides a crucial linlk in the ¢hain of outposts that
transport slaves southward. The trip from the Nyr Dyv south to the
Orcish Empire is fraught with pertl, so Elredd gives Pomarj-bound
ships a safe haven where they can rest and resupply before the final

push.




Pirate Ships

Ship Type MV (cam /oar /sail) Manv. Size
Orc Cog =/=/9 1d6 it
Human Cog —/=/9 ld6 L
Slave Galley 18/6/12 1d6+2 [

About six ships make the stop in the Post of Elredd cach month,
Once m port, they unload the slaves into nearby warehouses, where the

poor wretches can be counted and separated into groups. Those with
milicary experience, and boys of ages 6-10, are sent to the compound,
Some of the slaves are sold to business owners in town, who use them
for cheap labor. The rest of the slaves are fed, allowed one night of
sleep on shore, and then loaded back onto the ships. They are jomed by
whatever slaves Davis's pirates have captured in raids since the last ship
was in port, as well as any local slaves who have become too unruly or
have revealed informartion thar the Cule of the Earth Dragon might
need to khow.

3. The Slave Army
When Stalman Klim was organizing the new Slavelords, he selected a
devout [riestess of the cult named Piera. She Iud been acuve durmg
Klim's absence, and she was just the kind of fanatic Klim was looking
for to overser some of the local operations. He ordered her to the Port
of Elredd 1o assist Davis the Reaver and to build a new femplc o the
Earth Dragon.

Piera did as she was ordered, and a new remple was swiftly built and
running in short order. When the slaves started to come through
Elredd. she couldn'r lw.ip but think the Earth Dragon Cult was Tissing
an incredible opportunity, She contacted Stalman Klim and asked per-
migsion to begin training a slave army loyal to the Earth Dragon.
Caprured children; she assured Klim, could be converted ro the faith
and raised as loyal soldiers. She was also confideént thar she could chamm
tramned soldiers and other trainable adults into joining their cause
through the use of magic, Stalman Klim was impressed with his subor-
dinate’s initiative and approved the project on the condition that Piera
ltmit her involvement to the religious aspect of the training. She had lit-
tle choice but to agree, and Davis took on the job of rraning the slaves
in the arts of warfare,

Davis's mulitary compound was expanded to provide housing and a
training area for the new recruits. As Piera predicted, the young boys
proved easy to mold. A few months i a strict environment with reli-
gious nitiation, and most became loyal to the Earth Dragon. Those
who refused or continued to cause trouble were simply shipped south
on the next ship. The disappearance of disobedient boys only rein-
forced the cult’s reachmngs, cementing the |n‘\‘:1fiie_\ of the young rrainees.

Tramed soldiers and other adults recrived different treatment. They
were too set in their ways 1o convert with ease;, but Piera found a solution
to this problem, She had bought a magic item in the city of Greyhawk
called Rary'’s ring of memories (see the New Magic ltetns apPunJm .
Using this rmg, Piera was dble to plant mematies in the slaves that made
canversion easier. She has found that one partictlar memory has been
more successful than others—the Earth Dragon appears in person to the

Crew (max /ave /min) Pass. Cargo SP
25/10/6 5 100 tons 45
20/8/4 3 130 tons 51

85/42/31 i 10 tons 20

slave and procliims him or her 1o be one of his chosen. This method has
proved extraordinarily effective; her army grows by three men each day,
The shared memory among the men has convineed them that they really
are the chosen ones, and they have developed i strong bonid. Most have
forgotren that they are slaves at all, considering themselves warriors of the
Earth Dragon first and foremost.

It bust a few years, Piera will have ereated a formidable army of
fanatical religions warriors. Despite Klim's orders, she has attempted to
make the converted soldiers her personal troops. Since she is the only
priestess the soldiers have ever known, it's natural that they show her
lo_vull}'. Since Davis 15 also a member of the Earch Dmgun Cult, he sees
nothing wrong with the intensity of the religious traming they are
receiving and has nor reported to Stalman Klim about it

Guine To THE PoRrT oF ELREDD
The map of the Port of Elredd shows the hearr of the town. There are
many residences in the town that are off the mapped area, but they are
not partcularly important o the adventure. Many buildings in the heare
of the town were knocked down to build the compound, Davis's forti-
fied stronghold and training camp. The compound is quite oddly
placed, sittiing as it does in the middle of the town instead of on the
outskires, bur Davis likes to have his troops close to the piers in case of
a naval arcack.

Most sites on the town map are keyed by neighborhood or street.
These areas are arranged alphabetically and then numerically, To find a
location, say W4, look for the section on Warchouse Row and then for

entry W4 The Dockyards,

THE SLAVELORD COmMPOUND

Davis tore down a whole section of town to build his compound. His
goal was to create a defensive fortification in case the town was
artacked. While hie did not have the immediate resources to build a real
keep, his wooden stockade is still formidable. The compound was buile
around two structures that remained standing: the mansion of Lord
Rexor (former ruler of the Porr of Elredd before the invasion) and the
temple ul"Osprrm. These two:sturdy bulldulgs are made of srone and
provide excellent points of defense for the compound. The remaning
buildings have been constructed of wood, and therefore are more vul-
nerable to fire and sicge equipment,

C1. Towers and Palisade
The palisade thar encloses the compound is 15 feer tall and made of
thick wooden logs. There are seven guird towers along the walls, each
one 20 feet tall. A ladder leads up the side of each tower to a covered
platform on top. Two guardsmen are an duty in each tower, and each
tower 15 stocked with four longbows and a hundred arrows.

68



Guardamnen, male humans FI (2} AC 6 (ring mal); MV 12; hp 7 each;
THACO 20 (19 with spear )t #AT 1 (3/2 with spear, specialization)) or 2;
Dmg 1d6+2 (spear, specialization) or 1d6/1d6 | longbow J; SZ M; ML
seeady (11 Int 10; AL NE; XP 35,

C2. The Gate
A doubie gare pierces the wall here, flanked by two towers. The gate is
remforced with iron bands and is quite sturdy. The two guardsmen in
each of the gate towers are under orders 1o tum away strangers; only
those with an nvitation from: Davis are allowed instde. The guards will
carry short messages for Davis as long as an address in town is given for
delivery of a reply

C3.The Forge
Davis needs weapons for his expanding army. This forge was completed
recently, and human blacksmiths have been brought in to forge arma-
ments, Currently they are producing spears, working as fast as possible
so the h'nups can Jn“ \-J'-I_ec'[u'cf\'.

During the day, three blacksmiths toil in the forge, their hammering
can be heard throughour the compound. The blacksmiths are not slaves;
[Xavis wants men who will do their best work and not ereare mediocre
tools in the hope that thc:."l] break on the barlefield, At night the
doors are locked and the forge lies cold. Little of mrerest is here other
than tools and unfimished weapons.

Blacksmiths, male humans F3 (.3): AC §; MV 9; hp 18, 17, 15; THACO
17 {Str bonuss AT 13 Dlug ldd+4 (hammer or et tongs, Str bonus);

SZ M: ML champion (167 Int 9; AL IN; XP 65,

C4. Children's Barracks

This large bu]lding houses the children of Piera’s slave army. This is a
grim environment for a young boy. There are no windows and no
amenities, only row after row of bare bunk beds. The cluldren wear 2
uniform of brown breeches and shirts, and they have been left shoeless

“to toughen them .1}:." says Prera ), At nig_hr, they are locked inside and
not ler out unul dawn. Many still ery themselves to sleep, despite the
disapproval of their peers.

Ninety-four children are quartered here, OFf these, only twenty have
been here fnng cnnugh to fall fully under Piera's control. These twenty
have become devotees of the Earth Dragon, and they put pressure on
the newconters to embrace him. Should heroes oy to free the children,
the devorees will arrack the heroes with their practice sticks. This is
likely to create a tiu.q.nd.qus' for good heroes, who should be hesitant 1o
attack children. The boys won't be able to inflict much damage, but the
noise they make will rouse the camp.

Child devotees, male humans, 0-1vl {ZU).’ AC 10; MV 6; hi' 2 each;
THACD 20; #AT 1; hn‘.-_.: 1d3 'prnurlcr sticks} S7 S ML average (B
Ine-6: AL N: XP 7.

C5. Guardsmen'’s Barracks

The guardsmen, who are Davis's most relable troops, are quartered
here. Half their number is usually stationed in the guardhouse (M3),
with the rest here. On average, thurry g:mrdsmm are 1n the cnmpmmd ar
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any given time. Their primary duty is to man the/towers and see ro the
safety of the compound, Fourteen men man the towers at all times, so
sixteen men wall usually be i the barracks at any one tune.

“The barracks is big enough to house fifty men| but only because they
sleep in bunk beds. Most of the guardsmen have few personal effects
aside from their armor and weapons, Money comes and goes quickly in
Elredd, with all the distractions available on Main Street, and a soldier’s
meager salary doesn't last long.

Guardsmen, male humans F1 (50 AC 7 (srudded leather, shield)

MV 12 F\p 7 each; THACD 20 (19 with spear J: HAT 1 (3/2 wath spuar,
specialzation’; Dmg 1d6 (short sword ) ar 1d6+2 (pear, specialiation ;
SZ M: ML seeadv (11); Ine 10; AL LE: XP 35.

C6. Noncommissioned Officers’ Barracks
Good noncommussioned officers are crucial to any army: Dayis was
wise enough to recruit Rurik the Taskmaster, a well-known METCENaTy
from the ety of Elredd, to train his men, (A detailed description of
Rurik is given in the "Primary NPCs" secrion near the end of this
chapter.) Rurik and five sergeants share this barracks. Although spartan,
1t ar least has some tables, chairs, and washbasins inside. Rurik keeps-a
locked chest with the barricks” valuables inside, This chest concains 79
gp: 25 sp, and two gems worth 50 gp each. See the “Primary NPCs"
section for Rurk's statistics.

Sergeants, male humans F3 (6): AC 4 (chaimal shieldy; MV 12; hp 22
each; THACO 18 (17 with longsword); #AT 1 (3/2 wath longsword,
spectalization ); Dmg 1dB+2 (longsword, specializanion )y SZ M,

ML steady (12} Inc 9y AL LE: XP 120.

C7. Slave Barracks

On first impression, this barracks looks quite similar to the others. Trs
occupants are clearly soldiers, although obviously from many different
races and cultures, Unlike the other barracks, these men are slaves—ithe
"Chosen Ones” of Piera whose minds have been altered 1o make them
loyal soldiers of the Barth Dragon.

There are currently forty-three Chosen Ones. Their training and
shared experience has created quite an esprit de corps. Like the children,
they are locked into the building at mght. Unlike the children. they do
not complain about it, as they know that obedience to the Earth
Diragon will take them far.

Heroes confronted by Chosen Ones may first dismiss them as reli-
gious fanatics, DMs may want to reveal 1o the heroes that the Chosen
Ones been brainwashed. One way of doing this is to have a character
known to heroes show up among the Chosen Ones: Alternatively, if
they spend much time in town, the heroes may recognize some of the
men as the same ones who were marched away from the docks i chains
just a few days before. In either case, the heroes will have to make a
choice when dealing with the Chosen Ones: kill them because they are
dangerous foes or try 1o find a way to free their minds.

The Chosen Ones are a muxed group. The unit iriclides fighters of levels
1-5. many of whom use different weapons, One profile is listed below to
represent an average member of the group, DMs may want to further demil
members of the Chosen Ones if they are gomng to pliy a larger role.
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Chosen Ones, human F2: AC 4 (chammail, shield); MV 9; hp 14
THACO 19 (18 with longsword; #AT 1 (3/2 with longsword,
specialization); Dimg 1d8+2 (longsword, specialization) or 1d6 (spear);
SZ M: ML elice { 13%; AL LE: XP 65.

C8. Pirates' Barracks
Some of Davis's pirate crews bunk in the compound when they aren't
out miding. Calling it a barracks makes it sound more orderly than it is.
Really, it's a den of cutthroats, and keeping track of who is living here is
# full-time job, as prrate ships arc constantly slipping in and out of port.
Some of the pirates prefer to sleep on the ships, since they are just a
quick stagger from the. fun of Main Streer. Those who prefer to stay on
land and can't afford a place on Market Streer usually geab a bunk here.
Unlike the other barracks, the pirates’ place 15 2 mess. Weapons, furs,
empty bottles, and half-caten sausages litter the floor. Finding anything
inside 15 a chore, though many valuable baubles plundered from the sea
can be found if the searcher is thorough.

Rurik is displeased to have such hooligans in the compound. He's
trying to tram a professional army, and the presence of drunken brag-
garts does not |w_lE\ his cause. He's been trying to convince Davis o
house them elsewhere, but the Reaver has nowhere to put them at the
moment. Rurik has wryly suggested using slave labor to build some new
accommodations for the pirates, but Davis does not want to interrupt
the flow of the slaves south. There are 1d6x10 pirates on hand at any
given ume.

C9. Latrines

While the latrines are somewhar busy, there's nm_hmg unusual about
them. Every few weeks, some of the more troublesome slaves are sent 1o
dig our the filth and dump it into the bay.

CI0. Temple of the Earth Dragon

Before the armival of Turrosh Mak's army. this was a temple of Osprem,
protector of sea travelers, Since the building was solid, it was left stand-
ing when Davis built the compound. However, it was stripped of
Osprem'’s regalia and rededicated to the Earth Dragon: The roof of the
!t'mp]c used to feature a beautiful sculpture of rolling waves with dol-
phins and whales cavorting; this was smashed on Piera’s orders. Davis
later mounted two catapults on top of the building, since the temple
roof was the best firmg platform for these engines. From chis height
they can lob boulders far into the bay if the port falls under naval
artack.

The ourside of the temple has been plastered over: All maritime
motifs have been obliterated and replaced with images of a grear moun-
tain with a dragon cailed underneath 1. The double doors are framed
with a gaping dragon’s maw, carved m stone in exceptional detail,

Room A: This is the main room of the temple, where Piera leads wor-
shipers of the Earth Dragon in rituals. The children spmr_f ar least rwo
hours a day here, while Piera pontificates an the glory of the Earth
Dragon to-ensure the devorion of her young charges. Each mighr, Piera
casts the thief’s fament spell (see TSR2121, Tome of Magic) before
she retires. Any thief atternpting to pick the locked doors will face some
trouble.

n
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The floor of the temple is covered with fine rgs from the western
lands. These cover up the tiled mosaic of the original temple, mostly
devotional images of Osprem entirely inapproprigte for the temple’s
new god. In the rear of the temple stands 4 huge statue of the Eath
Diragon, rearing up to engulf hus enemies. What #io one bur Piera
knows is that the statue was a gift of the Earth Dragon itself, and thac
it 15 in fact a stone golen. The golem takes orders only from Piera. and
for the most part it sits inactive. If the temple is threatened, the golem
uncoils and artacks the enemies of the priestess.

Dragon golem (stone): AC 4: MV 6; hp 70; THACD 7: #AT 2; Dmg
3d8; SD +2 weapon to hit; 5Z H (1 5/ tall’; ML fq_;r]v_u. (200 Ser 22, Int
noo= ((13; AL N; XP 9,000,

Special Abilities: slow spell once every other round (range 107},

Nores: A rock to mud spell slows the golem for 2Ad6 rounds. Mixd ro
rock heals the golem of all damage. & flesh ro stonelmakes it vulnerable to

any normal attack during the following round.

Room B: Picra has converted this room into her private quarters, A
four-poster bed sits inn the northeast comer, with a desk in the opposite
corner of the room. A table in the muddle of the foom is covered with
maps and reports, empty dishes, and a water jug, The maps show the
Wild Coast region, with estimations of troop strength and readiness.

Of the many papers on her desk, most have little meaning to the
heroes, One letter, writters on fine vellum, stands but, It reads:

Piera,
You truly are 3 Child of the Dragon. Congran on the dedi-
cation of the new temple. Lam gratified to hear thar your new pro-
gramming 1s going well. In a few years, we will have an army of
devour slave warriors, surely a worthy toal for thé Earth Dragon. If
you can impart cven a quarter of your faith to the young boys, our
victory is assured. You'll have to bring some of your charges with you 7
the next time yout visic Mount Drachenkopf, The brethren would be ;
most interested to see what yon've wrought i the Wild Coast,
For the Dragon,
K—

Room C: Piera has two atrendants to help her with the chores of nin-
ning the temple, They are quartered in this room | which is also used for
stoting supplies. There is little of interest in this drea, though heroes are
free to waste ime rummaging through crates of clothes and building
marerials, Piera hasn't finished remodeling the temple yet.

Het attendants came with her from Mount Drpchenkopf. This is
their first time away from their home temple, and they haven't adjusted
to life in Elredd quite yet. Should the temple fall under arrack, they
take up their picks and defend Piera.

Temple attendants, female humans P3 of Earth Dragon: AC 6
(scalemail )y MV 9 f\p 16 15; THACD 20; #AT I:QDmg 1d6+1 (pick);
SA darkness or magical stane once per day; SD +1 Ilh saves vu, physical

damage: SZ M: ML ele (14 AL LE; XP 175



Spheres: All. Combar, Elemental | Earth), Healing: Protection, Weather:
Minor—Divination, Guardian; Travelers: Wards
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Spelle Memorized (5/2 ) 1st—bless, cavse hl_gf]t wounds, cure Iight
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C11. The Posts of Penance
Six thick posts are drven deep mro the gmund here. Those who cross
Davis or Piera are tied to a post and left to hang there for several days.
Those deemed trartors are left ted up unil they die.

Currently, only one of these posts Is occupied. Maxim is a slave who
was supposed to join the Chosen Ones. Despite Piera’s treatment of
him with Rary's ring of memorics, he has stubbornly refused to
embrace the Earch Dragon. Piera has sentenced him to hang on the past
for three days, and then she will ask him again, If he still refuses to jon
her cause, he will be left there until he dies.

C12. Rexor’s Mansion

This location is described m detail in the “Rexor's Mansion™ section.

CI3. Dragonnel Tower
Dragonnel Tower is a strange structure, The original building was dam-
aged in the invasion of the port, bur made a good foundation for the
tower that Dayvis had in mmd when he built the compound. The first
floor of the tower is the original stone building: & wooden superstruc-
ture has been built on top of it to a heighr of 50 fect.

As the name indicares, the tower is home 1o some of Davis's drag-
onnels. The creatures are too large for all of them to nest here. but
Davis likes to have four on hand for r:m-rgeucit‘s. The |'cnu:|!|'|1g 51X
dl'ugtmnr[:\' and their riders are based our of a tower south of the port.

Level 1: The four dragonnel riders have their quarrers here. All of
these men are veterans with years of experience in aetial comba, Tiu'}
hold themselves apart from the rest of the garrison, considering them-
selves the elite of Turresh Mak. They hope to get a new assignment

—
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soon, since they don't consider Jmpplng rocks on boats 1o be the most
exciting form of combat.

A miagical gong here is used o summon the other dragonnel riders
during a crists. One turn after the gong 15 struck, the dragonnel riders
arrive above the south end of town.

Level 2: Supplies and paraphernalia for the dragonnels are kept on
this level, It holds barrels of mear, saddles and strrups, and piles of net-
ted rocks for the beasts to carry when on raids, The saddles are inlaid
with gold and Pcnris. m‘.\kmg them valuzble o the right buyer (worth
200 gp or maore), Designed for dragonnels, they won't fit on horses.

Levels 3 and 4: The upper levels of the tower are open-sided, mak-
ing the structure look semething like an o1l derrick. Two dragonnels
nest on each floor, in a tangle of tree branches and old clothes. During
the day, two of the drmgonnels are kept saddled and ready ar all times.

Every two hours, the riders take them on patrol, watching especially for
mcoming ‘]“PF"“’;‘

Dragonnel rider, male human F3: AC 5 (chammaill; MV 9, hp 17;
THACO 1817 with lance s #AT 1 (372 with lanice, specialization ), or
.41 i)n\g 1d8+3 Imur_r lanice ), 146/ 1d6 ,-v-iu.lnbl.\w_:. or 1d8 | lnngs\\-nrd %
SA double ;{:undgr when :lurgillg with lance: 8720 M: ML elite (14 Int
10, Wis 13: AL LE: XP 175.

Dragonmel: AC 2 {barding); MV 12, fly 18 (C); FID 8+4; THACO 11;
RAT & f'}mg 146/ 1d6,/444; SA Tail slap (2d6); SZH (14' |n:lrlg ML
elite (137 Lt semni (47 AL N; XP 2,000,

Special Abulities: Dragonnels may carry o variety of items aloft and drop
them on their rargets—uess filled with rocks, Haming pots of oil, or
grapples. I]mi"-[\rd attacks suffer a =3 F;.‘nuil:_\' to kit f'3m|-|prd riacks Pi»‘k
up speed and cause 2d8 strucrural points of damage and rwice thar
amount to creatures. Flaming pots of ol cuse 3d6 points of fire damage
plus 1d6 poines each round thereafter unril utmguuh:d or the fiel is

I'ﬂ!’!'ﬂ!l‘l‘lf\‘i. (‘IT\'IP_{‘I'IT!E [ln(‘:ﬁ :nnu:dmhe o hillf"'f"' ':h!'l" bna:dmp: ACTIOMnS.

CI4. Mess Hall

This |.\rgt‘ building filled with trestle tables is where the soldiers take
their meals, The southern end of the building 1s an expansive kitchen
where the enormous meals are prepared. A larder next to the kitchen is
full of preserved foodsiufts,

GREENTOWN
Greentown is the orc ghetto of Elredd. Before Turrosh Mak's forces
arnved in Elredd, this was the poor part of town. Those inhabirants
who didn't flee before the attack were either killed or driven off, When
a tribe of ores was assigned to the port; Davis decided they wouldn'e
mind living in the ramshackle shanties left behind. Predicrably enough,
the ores felt right at home, and soon the neighborhood became known
as Greentown for the predomnantly green color of orc skin.
Greentown is bordered by the aptly named Division Street. Davis has
ler it be known that the ores should stay on their side of the street.
Those drunken straggless that have disobeyed have been pounced on by
Davis’s men, beaten thoroughly, and tossed back into Greentown. The
ores, of course, resent this treatment, and only the fear of Davis has
prevented them from causing more trouble.
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Most of the arcs are from the Crooked Tooth tribe, ordered here 11)'
Turrosh Mak to crew pirate ships. Alchough they have had minimal
truning in sailing and navigation, these ores have become rolerable
mariners, To make up for their lack of sailing skill, the orcs pack large
numbers of marines onto their decks and favor boarding actions. Davis
has !;}Emd Ll!t‘ orc .\fllp.‘u t]ll'ih\‘ Ilwﬁll. because tht L‘H,‘S{h]j Countenance ﬂf-
the ore sailors convinces many merchants to surrender withour a fight.
Unformunately for them, survivors are slaughtered or enslaved.

The chief of the Crooked Tooth rribe is Galbazz: Though he is no
great thinker, Galbazz keeps his bovs m Line and follows Davis's orders,
He is assisted by his shaman Krud, a strange orc indeed, bur 2 :spc”cn.ﬂ—
er of undeniable power.

GI. Big House

Most of Greentown 1s made up of tents and shanties, <o the g House
really stands out. Tt was originally a warehouse, bur was claimed by
Galbazz as his headquarters; Galbazz and his bodyguards live here, as
does Krud. The whole place is one big room, a legacy of its former
function, and the floor is a sea of furs, weapons, scraps of food, and
vermin. Krud has set up a makeshift shrine in the northease corner of
the building. The shrine has statues of many orc gods, bur the largest
statues are those of Gruumsh and the Earth Dragon. To the orcs, the
Earth Dragon is but one more god whose power they should fear.

At least four I‘hcl‘nl\cr:'- nr {..-IJ“'.\JZZIS i:lf\l.‘f}‘_g'l.l:lrds are :l]w.:r\':s on iiul}' ar
the Pig House, Unless he's ar sea on a raid, Galbazz is wsually here as

\I.'L‘] [.

Galbarz, male orc F6: AC 3 (banded mail, shield): MV &; hp 45;
THACO 14 (9 with bastard sward +3, speaahization, Str bonus) #AT |
[3/2 with bastard sword, -\r}'u.':l;l]l.',ln-m"‘. Dmg 1d8+6 (bastand swond +3,
.-v-pr:u||>‘.lrlnn. Ser bonus |y SZ M (6" rall)yy ML champion (167 Sur 17,
Dex 11, Con 16, Int 10, Wis 9, Cha 1.3: AL LE: XP 650,

Krud, male orc C5: AC 4 (hide anmor. ning of prorecrion +2): MV 6 hip
20: THACD 18: #AT 1; Dm!; 1d6+1 (mace; SZ2- M :_5'4. r.:]]:l.' ML
.;h.u‘npmn [153) Ser 13, Dex 14, Con 15, Ine 14, Whs 16, Cha 14; AL LE:
XP 975,

Special Eqpapment: staff of the serpent.

.b'pr_'ﬂs Memorized (5/5/1 1 Ist—command, cure light wounds, detect
grod, protection from good, sanceuaryy 2nd—augary, chant, charm

person, fear metal, sprritual Rarnmer: 3rd—dispel magiec,

Bodyguurd:\. ores F3 (5): ACH MV 6(12) hp 13—16; THACO 17;
H#AT 1; Umg 14842 (battle~ax); 82 M: ML elite (1.3% Ine low (63 AL
LE: XP 65.

G2. Orc Warchouse

The ores only make use of one warchouse, Chief Galbazz krcp.« his
share of the booty here, along with a mountamn of spoiled sea rations,
To humans, the stuff 15 medible, but to the ores it’s “good eatin'
indeed.”

Two of Galbazz's bodyguards arc on duty outside the building ar all
times. The inside is guarded by Fech, an ogre that Galbazz uses for
extra protection. Fech sleeps on a giant bed, which is basically three

human beds lashed rogether and covered with: furs. Inside these filthy
furs 1s Fech’s money: 5 gp, 57 sp, and 35 cp.

Galbazz's loot 15 packed away in three large craves, These are nailed
shur, making it difficult to open them quictl}-: Crate #1 holds dir(lr furs
that could fetch 200 gp if cleaned.

Crate #2 looks like 1t's filled with bloody clothes, bur beneath the
clothes lies a heap of uncur gems worth abour 500 gp-

Crate #3 holds 350 gp, 760 sp, and 1,023 ep.

Fech, male ogre: AC 5: MV 9; HD 4475 hp 28; THACO 17; #AT 1;
Dmg 1d104-2: 52 1. (9" eall); ML SIC.I\‘{I\' 11 ) Link averige (8% AL CE:
XP 270,

MAin STREET

Until the construction of Davis’s compound. Main Streer was the cen-
ter of the port. Only a short walk from the piers, satlors can find cav-

erns, brathels, and gambling dens. These businesses continue 1o thrve,
espeaially with the mflux of slaves to work for free. Main Street is the
anly road in town lined wath streer lamps; these illuminate the placeat
night, ensuring that everyone knows where to find the action.

The owner of each establishment pays a kickback to Davis for the
protection his troops provide. Two five-man squads patrol each night
to make sure the sailors and townsfolk don'c get out of hand, and to
kvep the ores of Greentown out: In the case of a real emiergency, more
troops can be quickly dispatched from the compound.

At the southern end of Main Sireet, near the matket, the town
becomes residential. The houses on Main Street ch..'mge hands frequent-
ly, becanse tht}' are often the targets of break-ins and vandalism. Heroes
looking for a base in Elredd could probably buy one of these houses
without too much haggling,

MI. Otto’s Place

Orro is the kind of guy who likes a little bit of everything and his
establishment reflects that. Each of the three floors in Ora'’s Place
offers a different pleasure. The first floor is a classic bar, where brawls
are frequent. The second floor is mostly dedicated to gambling. Half of
1t 15 2 large casmo with many games of chance. The ather half is made
up of privare rooms, which are usually rented out by the hour for invi-
tation-only card games and the like. Those looking for pleasures of the
flesh eventually make their way to the top floor, which is a brothel.

Oro 15 a jolly man in his thirties. He spent a couple of years adven-
ruring, and retired after finding a big hoard. He used his money to buy
this building, and now he surrounds himself with his favorite things.
Although he makes a lot of money from human vices; he's Jcmanlv a
decent fellow, He refuses to buy slaves for hus brothel, and he treats hus
employees well. He has two bouniets on each floor to prevent trouble.

Otto, male human F6: AC 7 (studded leather; MV 12; hp 32: THACD
15; #AT 1; Dmg 1d6+1 (pick); SZ M 574" all); ML arcady (12 Ser
14, Dex 7, Con 13, Int 8 Wis 7, Cha 6; AL N: XP 270,

Bouncers, F3: AC 6 [scalemail)y MV 12; hp 18; THACO 18; AT 1;
Dmg 148 (longsword ) SZ M; ML steady (12} Ine 6, Whs 10; AL LN;
AP 65,
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M2. Lady of the Sea

Easily identifiable from its large sign fearuring a mermaid, the Lady of
the Sea 1s a tavern for sailors. The grog is cheap, and 5o is the fumni-
rure—there’s no use spending money on chairs and tables when they'll
just be broken. The second floor, known as the drunk rank, is a large
common raom where patrons can sleep on the floor for a few coppers a
night (which is about all you'll wake up with if you pass out here with
money in your pouch).

The Lady of the Sea is run by Qld Pete, a salty dog if there ever was
one. Even over the din of the drunkards, Pete can heard asking, "Yaur, is
it more grog ve be wantin?” Old Pete knows a lot of local sea legends,
and he tells very convincing stories about every ship that's been wrecked
along the Wild Coast i the last hundred years. Those looking for leads
on sunken treasure need look no farther than Old Pete.

M3. Guardhouse

The barred windaws on this building mark it as the home of the local
watch. A force of thivty guardsmen operates out of here, protecting the
warchouses and keeping the peace on Main Street. Each month, half of
the guardsmen are rorated back into the compound to prevent them from
brcnmmg too corrupr, Davis 15 too street smart 1o expect his men to be
mmmune to bribery, bur he does what he can to minimize the problem.

The captain of the guards is a former mercenary named Halfdan, He
was a sergeant in the town before the invasion, and he earned a promo-
tion by swearing allegiance to Dawis the Reaver, Davis was only too
happy to have a local in charge of the watch, and Halfdan has done an
excellent job of kccp:ng the habitants under control.

A rypical patrol is made up of one sergeant and four guardsmen,
Halfdan usually spends each evening cruising up and down Maim Street,
stopping ar each establishment in tum, just to have a look around.
Halfdan uses a small squad of orogs to police Greentown so his human
troops don't have to. The orogs knock heads together and oceasionally
kill someane they are trying to subduc.

Slavers

=

e —

Halfdan, male human F7: AC 4 _lmt]:rr atmor, cloak of profecrion 4.3,
Deex bonus ) :MV 12; hip 45; THACO 14 (11 with longswanrd +2) FAT
3/2 (2 with longsword, specralization |y Dmg 1d8+-4 (Jongsword +2,
spectalization) SZ M (811" rall; ML elite (14): Str 13, Dex 15, Con
16, Int L1, Wis 11, Cha 14 AL NE; XP' 975,

Nates: Halfdan weats leather armor for his duties, In the event of an

attack on Elredd, he dons chainmuail and takes a shield (giving him AC ),

Sergeants, male humans F3: AC 4 (chamnmail, shield); MV 12: hp-22:
THACD 18 (17 with longsword s #AT 1 (3/2 wirth langsword,
spectalizanion ) Dimg 14842 (longsword, specializarion f; 52 M; ML
steady (12 Ine 9; AL LE; XP 120,

Guardsmen, male humans Fl: AC 6 (studded leather, shield): MV 12 hp
T THACO 20 [ T9 with Spear 2AT 1(3/2 with spedr, .-t].uc;i.llf.‘mliurl':
Dimg 1d6 [short sword) o 1d6+2 (spear, spealzanon); SZ M; ML
steady (110 Ine 107 AL LE; XP 35,

Orc leader: AC 4 (banded mail ) MV 9: HD 2: hp 11; THACO 1%
HAT 1; Ding 1d8+1 (bartle-ax, Ser bonus]; SZ M: ML sready (12); Int
2 AL LE; XP 35,

Orogs (1-10): AC 3 (banded mail)y MV 6; HD 3; hp 17 each; THACO
17; HAT 1; Dimg Ld104-1 (twao-handed sword, Ser banus ); SZ M (7'
eallyy ML elite {14 e very | 12); AL LE; XP 65

M4, Sailor’s Mate
A two-story brothel, the Sailor's Mare has a reputation for excellence
(as much as can be expected in a town like this, ar least), Many of the
workers here are slaves bought at the docks, Their lives are miserable
and full of fear, especially the two unlucky elves who suffer from exces-
sive attention from the crew.

Run by a pair of siblings best described as snake-oil merchants, the
Sailor’s Mate makes a terrific profir. The two brothers, Vlad and Igor,
have big, bushy beards and 4 penchant for flashy jewelry and large fur
hats. Each brother has a well-paud bodyguard constantly at his side.

Igul'& Vlad, male humans FS: AC 3 (chammalyy MV 9: [\}1 26, 25:
THACD 16; #AT 1; Ding 1d6 (shore sword 5 572 M:; ML seeady (127
Str 13, Dex 10 Con 8, Int 9, Wis 9, Cha 13 AL N; XP 175,

Bodyguards, F4 (2): AC 5 (chammailj; MV 12; hp 20 each; THACO 17;
#AT 1; Dmg 2d4 (broadsword }; SZ M; ML elive (14); Int 9, Wis 9; AL
EN: XP 120,

MS. Ernest’s Big Chance

Emest’s Big Chance is the premier gambling house on Main Street.
Sailors looking to lose a few coppers playing dice are “encouraged” by
the staff to find a game ar Orzo's Place. Emest's is.a place for serious
gaming, and 1s frequented by ship captains, visiting merchants, and
well-to-do atizens.

Ernest Miller, the proprietor, is instantly recognizable by his outra-
geous pinstripe costumes. Emest is an amiable host, and he tries to
make sure his guests enjoy the facilities to the urmost. Many challenge
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him to a game, but he only plays with the best of his clienvele, A private
game with Emest Miller 1s likely to cost the: challenger a grear deal of
maney; such is his skill ar games of chance that his Gaming proficiency
score is 20, and you should reroll his proficiency check ance if you
don't like the first result. He also holds a unique item called the Jucky
ring of the Wild Coasr (see the New Magic Irems appendix) but will
only use it if he suspects another player is cheating,

Ernest Miller, male human T6: AC 7 (leather, Dex bonus s MV 12; hp
23; THACO 18; #AT 1: Dmg 1dé+1 (mace) or 1d4 [dagger) SA
backstab for X3 damage; SZ M -_.‘"'(\” rall}; ML average (9% Int 12, Wis
8; AL N: XP 1.400.

Thief Abzlities; PP 35, OL 30, F/RT 55, MS 50, HS 55, DN 25,
CW 80, RL O,

Enforcers, male humans F5: AC 6 (scalemail); MV 12: hp 30; THACO
16; #AT 1; Dmg 1d8 (longsword ;i SZ M; ML steady (125 Int 9, Wix
10; AL LN; XP 175

M6. Hookah Parlor
This narrow lnul]ding offers exotic drugs from the west, as well as
strange poHons created by the aspts near Cantona, The interior is a haze
of smoke. where lerhargic patrons puff on serpentine hookahs unul the
wee hours of the moming, Everything from cheap tobaceo to exotic
hallucinogens is available. The alleys next to the Hookah Parlor are
asually full of addicts who have run out of meney and are anxious for
therr next fix,. When the guardsmen aren't jround, the junkies mob
would-be clients and beg for money. They are usually so desperate thar
they can easily be bribed into relling what they know abour the town,
and usually in o more coherent fashion than the town diunks,

M7, Rest In Peace

Rest In Peace ts an inn thar caters to those slightly better off than the
sailors who pattonize the Lady of the Sea. A bed in the common room
can be had for 5 cp. while private rooms are available for 4 sp per per-
son: Rooms that house two to six patrons are also avalable. Those
sleeping in the common room are kicked out in the morming. Breakfast
costs another 1 sp.

Rest In Peace is nm by a no-nonsense woman named Elka. She rakes
no muss from her clients, and her heavy ladle has senr more than one

rude customer packing.

M8. Captain’'s Haven
The Capramn's Haven is set back a bit from Mam Streer, and for good
reason, since it catets to visiting merchants and sea captams—in other
words, those with money. It's a full-service inn. with privare rooms,
l."l't.‘;l,kf;]st‘ and dinnl:r Pn—;v:dm‘L Thc room are well .lppoinh:d and deco-
rated with a nautical motif. A room is 1 gp, breakfast 15 3 sp, and din-
ner 6 sp. Hot baths are available for 1 sp.

The proprietor is Wellford, a retired sea captam. Along with his wife
Marian and daughter Lillian, Captan Wellfard keeps the inn humming.
He 1s distressed to be in Despor Mak's empire, bur he s not willing o
leave his beloved inn. He considers Davis a thug of the brst order, but
admits the man keeps the ores out and the brawling down the street.

75

The Rumor Mill

Elredd, like any port, has MUMOrMOongers, The establishments
along Main Street are full of drunken patrons only too willing to
swap gossip with newcomers. Below are the most common
rumots circulating through the town, with notes on their veracity.
DMs should feel free to add others appropriate to thett cam-
paigns, Note that the folks in Elredd don't gossip about slavery.
They know it's a topic best left alone, and few folks will give
straight answers 1f asked about it.

1. "I hear there are two elves working ar the Satlor's Mate.
They've been there a while, but [ bet they are sull worth the
price.” (True)

2. "A prest of St. Cuthbert once told me I|_1.'|l Ermnest Miller is
a changeling, He sard those pmstripes he wears prorect him from
detection.” (False)

3.1 hear Old Pete knows where a sunken treasure s.]'up 1%, bur
|u: won't ralk. _”u'}' say he's got i map hidd:‘n: n the bar tl“l.‘ll"”
take you right o ir.” (False, though it could easily be true if an
easy adventure hook is needed).

4, “Have you seen that priestess of the Barth Dragon? A rare
beauty she is, thangh I hear she's as cold ag ied.” (Trie)

5. "Come summer, Turrosh Mak's gonna invade the north,
Word is he lost kin in Safeton during the purge and he wants to
make them pay.” (False)

6. “Can yvou believe that Davis s E\'l.ng in Lord Rexor's man-
sion? He doesn't éven drink, and he's sitting of the best wine cel-
lar in the Wild Coast!” (True)

7. “T hear Galbazz sent a messenger to his kin in the Pomarj.
Seems he don't like the way Diavis treats his boys and he wants
help from the south so he can change that. Filthy orcs should
know their place.” (False)

8. “Dawis has got these kids in the compmmd and they are
drilling with weapons! What's he going to do with an army of
bn'\‘s?" [True)

9. “It’s only a matter of ume before the Hardby Marines
attack Elredd. Those bashers ain't afraid of nathing.” (False)

10. “I hear the Circle of Eight is back in Greyhawk. Turrosh
Mak could be in trouble now." (True; sec TSRO576, Return of
the Eighr, for details)

MARKET STREET
Marker Streer runs southwest from Warehouse Row. Although i takes
its name from the open-aiv market near Figherman's Nook, most of
Market Street 1s residential. Those ordinary folk who clected to stay in
Elredd after its caprure live in this area. This includes shipwrights,
dockworkers, and the support staff from all the taverns and gambling
houses. While the map shows only a few homes, Market Street conrin-
ues off the map, and many other homes cluster about its length,
,-\]thuugh the neighborhood has a kind of normalcy, the nearby pres-
ence of humanoids makes most of the pupuln‘:c nérvous, All the houses
here have reinforced doors and locked shutters on| windows.




M9. Marketplace
Elredd still relies on a daily market for the exchange of goods. This
open-air affair begins at sunrise and lasts wntil mid-afrernoon. With the
market's proximity to Fisherman's Nook, fresh and salted fish are stan-
dard fare. Those farmers who weren't driven off by Mak's forces still
come T town 1o sell their crops. When caravans pass through, mer-
chants set up here to sell therr goods.

Due to the pirate actvity of Davis's flect, a great deal of booty flows
through the markctpl:lce. Anything a sailor can loor may sometimes be
found here, including occasional magic items.

THe PIERS

Elredd has six |-.u'gc piers, which are used for Davis's tleer and the slave
.d'u'p.'- coming from the north, Fisherman's Nook has four smaller piers
that serve the community's fishing boats, Of the larger piers, P1 and P2
are used by the orc cogs under Galbazz, P3 and P4 are used by the
human cags, PS I.n the slave galleys, and P& by visiting ships. While
there 15 enough space for all of Davis’s ships to dock at the same time,
they are almost never all in port ar the same time, This provides addi-
tional space for merchant and slave ships passing through.

WaRreHousE Row

Warehouse Row tuns righralong the coast, past the piers and into
Fisherman's Nook. This road is heavily traveled during the day, when
ships load and unload. At mght, this area becomes unsafe; only ruffians
and sailors heading back to their boars will usually be encounrered.

Fisherman's Nook is a village unto itself. Tt actually predates Elredd
by several centurics, as evidenced by the conical stone huts the villagers
dwell m, While the port grew up around the village, life in Fisherman's
Nook remained the same. The vﬂ[zzc is placed advantageously by the
marketplace, so the fishermen have a very short distance to go to sell
their carches. Like the Market Street nc:ghborlmud Fisherman's Nook
extends off the map.

The village folk are wsular and tend to keep to themselves. They are
afraid of the ores and the other hitmanoids in the area and hope thar
they'll just go away. Davis has pretty much left the village alone,
because the fishermen keep the port fid,

WI. The Reaver’s Ransom

Davis's crew uses this warchouse for booth boaty and sea rations. Most
of the place 15 filled with kegs of wine and water, and preserved food-
stuffs | prmurll', dried fishl. A back room with a locked door (=20% to
Open Locks attempts) has three locked chestsin it. The contents of
these chest change so frequently (with old booty gerting sold off and
new booty coming in) that the DM should roll for Treasure Type D
every few days to see what's in the cheses. The pirates krc-p tWo men on
guarsd here around the clock.

W2. The Scepter and Crown
This warchouse belonged ro the Scepter and Crown Merchant Com-
pany before the invasion of the Wild Coast. No one has bothered to
paint over the sign. This 1s the largest warehouse in the port, and it's
the place where slaves are offloaded and organized. On a day that a
x‘l&'l\'l‘ 31\'}! Cornes to Plll‘1., II\f S.‘rplfr :lnl'.l (::"0“'[1 15 L‘u.s[lu]g \\'],IJ_]_ activi-
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ty. The guardsmen cordon off the street and drive away unwelcome
spectators, Then the slaves disembark and are taken into the warchouse,
where Davis and his officers separate them out and decide their fates,

After recruits have been marched off to the compound and other
workers purchased by the businesses, the remaining slaves are fed and
locked into the warehouse for the might. Ten guardsmen watch the
warehouse all night, ignoring the pitiful cries coming from inside. Once
the slaves are gone, the place is locked up again, The only evidence of
their passing is the ratry blankets that are piled in the corners and the
filth thar must be cleaned our before the next batch arrives,

W3. The Red Wolf
This warchouse 1s divided into four sections, which are rented out by
Dayis to merchants on a weekly basis. The contents change constantly,
but goods such as pig iron and clothing are common. The rental fee
includes the services of one night watchman, though many merchants
prefer to use their own guards.

W4. Dockyards
Behind a 10-fuat wooden fence sits Davis's pride and joy: the dock-
yards. He has assembled a crack crew of shipwrights and workmen to
produce the new slave galleys of his pirate fleet. Davis hopes to build
enotigh of these galleys to replace the cogs currentdy in use,

At the moment, two slave galleys are under construction. One will be
ready for launch in abour two weeks. The other is just gerting started;
the keel has been laid, bur no othet work has been done.,

During the day, a crew of a dozen men labors under the warchful eye
of Mackie, the shipwright in charge of the yards, He's a cranky old fellow
who has a decp love of the sea and an ignorance of current events, He
dbesn't realize tha his galleys are partially crewed with slaves; he just
thinks thae Davis has been recnutimg more men for his navy.

At night, onc watchman is stationed inside the sh:pwrlgh[ s office,
and the guard passes by about every half hour.

WS. Carriage House
Visiting caravans can park their wagons and carriages here if they have
the money; otherwise they leave them on the ousskires of rown. The
carriage house doesn't get much business these days, because most cara-
vans don't want to spend much time inside the town, They'll draw up
their wagons outside town, sell ther goods at the market, and move on
as quickly as possible,

Primary NPCs

Davis the Reaver

Davis grew up in the city of Suderham, former haven of the Slavelords,
He was raised as a member of the Earth Dragon Cult, and while not
devour, he has always maintained a healthy respect for his patron god.
Having seen the terrible wrath of the Earth Dragon ae the destruction
of Suderham, Davis knows only too well the penalty for crossing the
ancient deity.

In his early years, Davis was a bully. He used to frequent & tavern
called the Fighting Man's Haven and provoke endless brawls. When the
tavern was destroyed along with Suderhiam, Davis was cast adrift i the
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hostile ‘.|"::r11al’1, ]'uug]: and bull-headed, Davis made his way to the coast
and fell in with a pimate gang operating out of the aity of Blue. He
learned the trade well, murdering his captam only a year later and taking
over command of the ship, Shortly thereatter. Turrosh Mak began his
rise to power. Recognizing a man of destiny when he saw one, Davis
threw ks lot in with the half-ore and provided mvaluable assistance o
the emerging tyrant. During the invasion of the Wild Coast, Dans led
Turrosh Mak's small navy and scored several impressive victories. He
was the narural chouce ro lead the Elredd operation, and has overseen the
renewed piracy of Woolly Bay with frightening enthusiasm

At heart Davis is sull a bully, though he hides it under a swashbuck-
ling demeanor. Instead of beating up taverngoers, now he commands a
fleet of pirates and Slavers. The thrill is the same, though, and Davis
|(]\'i'.‘\'- J')l"’l]l'llg more II'I:[U rI(I‘EIJIg il.l.'\ FIF\\-’(".' OVER SOMmMeOne \\-Eﬂkl‘!' I If
does make a good first mmpression, however, His stylish clothing, close-
ly cropped beard, and exaggerated manners only add to Ins navural
charm. Many have made the mistake of rrusting Davis the Reaver, only
to be found tloating facedown in Woolly Bay.

NU!["_ r};]\']\ EIIL' -l{ caver uses rhl.' _'";\\',ls]'ll'u;l\'l("'l' k“ 1‘('.'““ -I.)I’C

f.ii'”]r‘!t‘ﬁ" J"l‘ﬂh[l'r'\ IIl f.urcﬁ*rmk.

Davis the Beaver, male human F10 (Swashbuckler ), AC O  feather
armar +3, dagger of parrymg, +2 swashbuckler bonus it MV 125 hp 95;
THACO 11 (7
spectalization s Dimg 1d6+
hightming S0 water breathing: S&4 M 6 tall); ML champion (167 Sir 16
Déx 13, Can 16, Int 12, Wis 10, Cha 14: AL NE: XP 3,000

Special Abilimes: Tumbling P!nf'l.:wnc\'. +2 reacnion adjestment from

with €abre of srormsy; #AT 3/2 (2 with sabre,

7 | sabre of storms, speenlizaton ) SA call

sexually comparible characrers,

Special Equipment: dagger of parrving (see the New Magie Ivems
appendix}, horn of fog. ring of blinking, sabre of stonns (see the New
Magic Items appendix).

Notes: Davis ofren hunts ships dunng storms and disables them wath
his sabyre's cull h_;_-l";mmg ,.Iq[m When a battle goes against him, he uses

the hom of fog ro cover lus escape.

Piera, Child of the Dragon
Piera is a powerful priestess of the Earth Dragon Cult, She came o
Fi:nini at Stalman Klim's biehest to oversee the |'¢Ji!:in'lu> aspedes of
Davis's operation. She was chosen tor this mission because she had
morec l‘\'rll_‘rlfflfl‘ \"lll'l [ILIIT ”‘lﬂ.‘ﬁ[\if “"j]‘ld th.]ﬂ most !"Th.‘.‘.tn llrﬂn] lhl Tem-
ple of the Earth Dragon; unlike many of her brethren, Piera left the
temple eacly and attempted to spread the faith in other parts of the
world. She lived in the ciry of Greyhawk for many years but did not
enjay much success in convertng 1ts citizens to her patron -Jl‘ll)'. lhl‘}
dismissed her as just another charlatan.

She returned to the temple two years ago, determined 1o focus the
efforts of the priesthood outward for the glory of the Earth Dragon.
Her efforts Lud the groundworlk for Stalman Klim's return, although
she did nor realize this at the time. When the High Priest came back o
the temple, he quickly recognized the value of the energetic Piera, and
she beeame a key player in his plan for the revival of the Slayelords,
\\'hlch fics \-l”'(.'l:tl}‘ | Oh) [1!.'!' CurTent [L'f\].‘f.'ll'ﬁlL‘]Il[F.

Unbeknownst to Klim, Piera harbors a secrer grudge apamst him.
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The High Priest was missing for ten years, during which time she fach-
fully served the Earth Dragon. He then returned and took the position

i1
o

thar should rightfully have been hers, and for thar she cannor forgive
him. She has been secking a subtle way to orchestrate Klim's downfall.
but has not come up with a satisfactory plan. She has, however, been
sure to train her slave warriors to be loyal to the Earth Dragon and to
her in particular. Her army of devout slave warriors is sure to play a key
part in her unfolding schemes.

Piera is a stunning woman with wild red hair, ivory skin, and smol-
dering eyes. She has rebuffed the advances of many men over the years,
preferring to devote herself to the Earth Dragon.

Piera, female human P10 of Earth Dragon: AC <1 | scalema +.3, shreld
+2. Earth DrJ_L'c g helm +19: MV 125 11]1 59: THACD 14 (12 with
foorman'’s I;\r-‘k +2) #AT 1(3/2 with pick, Earth Dragon bonus |; Dimg
1d6-+6 (footman's prck+2, Earth Diragan bonus) ar 1d4+1 (sling); SA
breath-weapon: 52 M (52" @il ML fanatic (17} 50 13 Dex 13, Con
15, Int 11, Wis 17, Cha 16; AL LE; XP 5,000

Special Abilitres: Lighe or magical stone once per day; as lorg as she's m
contact with the earth, she casts spells 3s 1f she were | Leh level {not changng
the number of spells, just inereasing the effectiveness of her spells’

Special Equipment: Earth Dragon helm [ from bronze dr.lgun: -1 o

AC. mmmumity to fear, lightmng breath weapon once b day for 44842




damage—see the New Magic Ttems appendix), Rary’s ring of memortes,
smoke of lirde deaths (see the New Magic Ttems appendix), stone of
cantrolling earth elementals.

Spheres: Major—All Combat, Elemental (Earth), Healing, Protection,
Weather; Minor—Dvinanion, Guardian, Travelers, Wards.

Spells Memorized (6/6/4/3/2% Ls—bless, cure light wounds (X2),
detect good, protection from good, sacted gurdian; 2nd—augury, chanr,
obscurement, silence 15" radius, spitual hammen, wichdraw: 3ed—dispel
magrc, meld into stane. prayer. thief’s lament; 4th—cure serious wounds,
divination, pratection from good 10 radius; Sth—flame strike, transmure
rock to mud,

Rurik the Taskmaster
Rurik is in charge of training the slave warriors of Picra’s fledgling
army. Unlike Davis and the priestess, he is not a \.\orshiper of the Earth
[)r:lg(‘m' Rutik is a survivor of the sack of the city of Elredd. He had
lived in that ill-fated city for many years, working as 3 mercenary in his
younger days and later as a drill instructor. He had an excellent reputa-
tion as a traner of men, and he worked lor MmNy mercenary compartics
in his day. He never allowed sentiment to interfese with his work, and
always worked for whoever was willing to pay him the best fee.

During the sack of the city, he was lucky enough o be captured by
some of Turrosh Mak's human woops. Ores would have slain him
straight away, but the commander of the human roops recognized
Rurik and sp:m.d his life. Within & week, Rurik found hisself back on
the job, this tme traming troops for Despor Mak. As always, he per-
formed his duties exceptionally; so he was chosen to whip the slaye
army mto shape.

Rurik i¢ faitly content in Elredd. Davis pays him well for his servic-
es, and the taverns and brothels give him a place to spend his money.
He 15 no believer in causes, though, and he would abandon Davis if the
situation changed for the worse. Late ar night, when he s drunk and
alone, he questions the training of children so young. In the harsh light
of day, however, he knows that it's a far better fate than the children
would meet in the Pomaj,

MNorte: Rurik uses the Myrmidon kit from The tbmpfcrr F:gh(crfc
Handbook.

Rurik the Taskmaster. male human F7 (Myrmidon): AC 1 (chammal
+2, Dex I'Knr\lls_,'.' MV 12; Itp 53 THACO 14 (10 with spear u{impzfmy
+3% HAT 3/2 (2/1 with apeir, specializanon) ) Dmg 1d84+6 (spear of
impaling+J3, two-handed)), or 1d6+3 (spear of impaling+3, one-handed);
SZ M (5'7" mll); ML champian (15% Str 14, Dex 16, Can 15, Int 14,
Wis 11, Cha 15; AL N; XP 2.000.

Specal Abylises; When he fights one-handed, his AC is =1, When he
. Syle
specalization 1s detailed i the Complere Fighter’s Handbook.

fights in the twa-handed style, the speed of lus spear 18 3

5}!1‘:'!.?.’ Eqmpm CIHT j'u'.ﬁ.‘.lp! of wournd closure, Pou'on of u.rtm-fma}urg,
spear of impaling (see the New Magic Items appendix).

Nares: Rutik is a great proponent of the spear, and it is the first
weapon he trains his troops with. Flis expertize with his weapon of choiee
15 well-known throughour the Wild Coast. Rurik doesn't like shirkers and
15 quick ro thump the butt of his spear an a slacker’s head or backside. He
fights with the spear as both 2 thrusting weapan and as o sfaff.

Slavers
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Rurk’s goal m hife s to carve out his own fiefdom one day, and he 15
always looking for mercenanies who display weapon expertise, common
sense, and complete loyalty to hin

Rexor's MAnsion

The center of Davis's operation is the mansion of Lord Rexor, former
tuler of the part. Rexor was killed during the invasion, and Dayis found
his home the perfect place to build his compound arcund. The opu-
lence of the mansion stands in stark contrast to the unadorned wooden
barracks that house the troops and slaves. Davis thinks it makes a good
reminder; one look at the mansion rells you who's in charge.

The mansion is two stories tall and made of brick. Ornate window
frames, painted white, break up the red brickwork nicely, and a long
marble staircase leads up to the reinforced double doors {Davis’s nod to
security ). The roof is peaked and covered in black shingles, which is
aesl‘f‘lcucaﬂy pleasmg if not ideal for defense. A back door leads into the
kitchen, but this is usually bolted shut.

A. The Foyer
The fu_\'rr of the mansion immediarely takes one’s breath away. A long
red rug leads up to a stamrcase, which bisects at the Iand{ng and curves
up to a surrounding gallery on the second floar. The walls to the ight
and left are lined with the busts of famous sea captains that sailed out
of Elredd, including a new one of Davis the Reaver: There are oak
doors on the right and left.

B. Hallway
This 60-foot-long hall connects the !nwf ww the kirchen and the trophy
room (room (). Ir 15 decorated with several tapestries with maritime
motifs. None of the doars in the hallway are locked.

C. Trophy Room
Lord Rexor held dress ballg in this room. There's even a low stage on
the south end of the room. Davis does not have time for such things, so
he transformed this place into a wophy room. The walls are now lined
with the smoke-blacked flags ufs.hips he has sunk, weapons taken from
fallen foes, and shields with the creses of Greyhawk, Hardby. and other
aities. Heroes mi a pinch could libierage several cutlasses, short swords,
battle-axes, and shields. The room has seen listle use since Davis has
moved in, Lhnug]'l he occasionally meets with his subordinates here. The
hardwood floor 15 well pu]ishcd and shows nary a seuft.

D. Kitchen
This is the domain of Diavis's pmun:ll chef, Rollo. Davis spared
Rollo's life during a 14id, and i gratitude the man swore loyalty to the
Reaver. Rollo has been working for Davis for many years, and Davis
trusts him implicitly. Rello has had every chance to potson Davis food,
but has refrained. Now he works in the well-stocked kirchen, and he is
a happy soul. IF tntruders enter his kitchen, Rollo ‘sounds an alarm.

The kirchen has a brick oven built into the northwest comer and a
long table thar runs cast 1o west. Pors and panis hang from ceiling racks,
and bins are full of fresh and preserved food. A SEAITway leads down to
the basement, and a locked door leads our the back. Rollo is a chef, nor
a fighrer, Fle may wave around a carving knife, but he's no real threat.
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Rolle, human male 0-lvl: AC 10; MV 12; hp 3; THACD 21; #AT |;
Dimg 143 (knife); SA stun wich frymg pan (save vs. paralyzarion): SZ M:
ML 1!«';1.{'.' 110 Ser b1, Dex 13, Con 1S5, Ine 13, Wis 10, Cha 8: AL N;
Xp.7.

DI. Wine Cellar
The rumor abour Lord Rexor's wine cellar is indeed true; chis room is
lined from floor to ceiling with wine racks, all of which are packed with
fine wines of every imaginable vintage, The full collection is easily
worth 20,000 gp, but transporting it would be quite difficulr.

E. Study
Lord Rexor was an educated man, as his study attests. This room has a
comfortable leather chair ar its center, flanked by a small table, The
north and south walls are lined with books. As befits the ruler of a

coastal town, Lord Rexor mamtamed a great interest in the sea, and half

of his books deal with naurical topics. The rest are a mix of history,
folklore, and philosophy. The collection is worth severl thousand gold
pieces to the righl buyer, Davis kepe the .ﬂmdy as Lord Rexor left ir. He
uses it as a place of solirude, though he 1sn'e much of a reader.

F. Map Room
This room was Lord Rexor's showpiece. He commussioned a famed
cartographer to paint a map of the Flanaess across its walls, The map is
beautifully rendered, but it was done before the Greyhawk Wars and is
now sadly inaccurate. Other than the maps. this room contains two
chairs for more relaxed viewing,

G. The Haunt
The door to this room s spiked shut. Closer inspection shows that the
tarnished spike s made of silver. The room beyond was onginally the ser-
vant's quarters but was used by Davis as 4 torture chamber for a bricl time,
The room is empty now, bur old bloodstains are visible on the floor.
Lord Rexor was tortured and killed here, and his body
the cellar right beneath here. His spirit (a haunt) lingers on, hoping for

was buried in
vengeance against Davis. Picra contrived the silver spike to keep others
out of the room and in the hope of binding Rexor there as well. This
l"l-'l.'n i}r{'"(’ﬂrﬁd hll” {r()m l'-"u.ﬁ[ﬂg [!l“"l'ﬂ: in rl-": mansion. S]‘l“‘uid t]'\c
heroes remove the spike and open the door, the haunt will immediately
try to possess the nearest character, Those possessed would try their
urmost 1o find and kill Davis the Reaver. If Davis is slain, Lord Rexor
leaves his host and passes on to the afterlife.

Rexor appears as a translucent tmage at his former self. His fine

clothing is torm and bloady.

Lord Rexor, haunt: AC 0/ victim's; MY 6/vicum's; HD 5: hp
32/ vicum’s: THACD 15; #AT 1; Umg
pg—iuuhlm each round: S Lit only b:. Fire, silver ar magic weapans; SZ
M (5" 10" rall’)y ML champion (16} Inc 13, Wis 9 AL NG; XP* 2.000.

Notes: Must remain within 60 fees of his body; appears as a will o'wisp

pis. of Dex/victim's; hlr:ngl:

or ghase. Can't be twrned. Fire and weapons inflice only 1 pome of
damage. plus magical bonuses: damage causes temporary dissolution,
Possesses victim when he or dhe drops ro 0 Dexterity, May be expelled

from hest with a fleld persan spell.
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H. Parlor
The parlor is an L~shaped room used by Davis, and Rexor before him,
to entertain guests and have informal meetings. The eastern part of the
L has atable and four chairs, while the northemn part has two couches
and several stools. The walls origmally held poriraits of Rexor's family,
bur these have been replaced with pieces of dubicus quality.

I. Hallway
This hallway has doors to the cast, west, and north. The walls are pan-
eled with lacquered wood bur are otherwise unadorned.

J. Guard Room

This room used to be a guest bedroom, but now it's a post for the
watch. Davis isn't the most paranoid of men, but he's found that it's
good 1o have some loyal cutters close by his side. The room now con-
tains a large round table and four chairs: Arleast pwo guards are here
around the clock. For each round that a hero 1s on the front stamrease,
there 1s a 10% amulative chance that a guard will look our the win-
dow. If the guards detect an intruder, they will ring their warning bell
and rush to the front door.

Guards, male humans F2: AC 6 (studded Jeacher, shield): MV 12; hp 12;
THACD 19 (18 with cudass; #FAT 1 (3/2 with cutlass, specializanion)
ot 2 ["—'mg 1d6+2 |_cuﬂ.n_-s5. specialtzation ) or 1d6/1d6 I:_‘allurlbm\' % SZ
M; ML steady (117 Int 8; AL NE; XP 65.

K. Gallery
A ratled gallery overlooks the foyer, allowmg for easy defense of the
upper floor. Missile attacks on those in the gallery are at —2 due to the
cover the railing provides. Three doors are on the east side of the
gallery and one on the west,

L. Bedroom
Davis’s three mistresses live in this large bedroom, He keeps his women
m luxury, so the room is bedecked in stolen silk. Each mustress has a
bed, a wardrobe, and a chest. They have extensive wardrobes and z\mg}l—
Iy 200 gp worth of jewelry each. If there's fighting in the mansion,
they'll lock themselves in their rooni and move one of the wardrobes in
front of the door.

M. Bodyguards’ Quarters
Davis's four bodyguards live in this room. They sleep in two bunk beds
and 'lu'_vF‘ a mn:l“. table here fon Pla‘\-'i\)g cards and dmughu. D‘l.lting the
day, two stay with Davis ar all times, and the other two oversee the
security of the mansion.

The bodyguards keep their personal effects in two chests of drawers.
This mostly consists of clothing, bits of armor, and trinkets raken from
raided ships. A wicker basket stuffed full of arrows (fifty-two i totl)
is i the southwest comner:

Bodyguards, male humans F3: AC 4 (chammail, shueld): MV 9; hp 19:
THACO 18 (17 with longsward ) #AT 1 (3/2 wirki longsword,

2: Dmg 1d8+2 (longsword, specialization) or 1d6/1d6
13); Inc 9, Wis 7; AL NE; XP 175,

specialization) or

(shurtbow); S£ M; ML elice




Ground Floor

:I U_Pper Floor

Onie Square Equals to Feet

N. Gu]thug's Quarters
Gulthug the Bastard is Davis’s chief licutenant, A half-ogre and proud
of i, Gulthug rook to calling himself “the bastard" in defiance of his
detractors. He's sailed with Davis for many years and his stength and
terocity have wan many a boarding action for the Reaver.

Davis insralled him in a grand bedroom in the mansion. Gulthug has
since remodeled, to make it more 1o his ]iklng, Now the room is 1 séa
of empty wine jugs, animal bones, and pirate booty. Gulthug had o
make huis own bed by piling up plundered furs, and he can often be
found snoozing away there. If the alarm is sounded, Gulthug rushes to
the gallery and plants himself at the top of the stairs.

These who rake a few tums to rummage through Gulthug's quarters
will find 135 gp, 200 sp, a dagger +2 (Gulthug uses this to ear with),

and a fewel of artacks.

G‘i.l.llhug, male h.‘l]f-ﬂgrc F5: AC 3 (chainmail and nng of protection +3%
MV 12; hp 57; THACD 13 (10 with mommg star +2) #AT 1(3/2
with morning star, specialization’s Dmg 2d4-+10 (moming star +2, Ser
bonus, specialization)) or 1d8+6 (bastard sword. St bonus): 52 L (8'
tall); ML champion (16} Str 18/00, Dex 10, Con 18, Int 8, Wis 5,

Cha 8 (16 to humanoids ) AL CE; X 975,

0. Trcasury
This secret room contains the treasure Davis has accumulated for the
Slavelords. The secret door |r.l\.]il1g in s, of course, 1:r.|}:|pu'd. If the door
opened without the proper command word being spoken first, a vacan-
cy spell is activated immediately. This makes the room appear to be a

forgorten F]Jn- full of dust and cobwebs and liccle else. Tn fact, ehests
of treasure line the walls, and characrers will run o them if they
explore the room thoroughly.

The eighe treasure chests are all locked. Chests #2 and #8 are
trapped with poison needles, Victims miust save vs. poison or take 2d10
damage (half if save is made). Chese #1: 4356 gp. Chest #2: jewelry
worth 1,500 £p- Chest #3; 504 S Chest #4: 345 pps 104 gp, Chest
#5: gems worth 1,000 gp. Chese #Ho: pearls worth 2,500 gp, Chest #7:
503 gp. Chesr #8: ponon of exera-healng, poton of grant stone grant
serength, bag of mansmuting, purse with 53 pp.

P. The Reavers Bedroom
This expansive room is Davis's place of rest. His bed lies in the south-
west corner of the room, and a nightstand flanks . There is a closet
along the east wall, at the back of which is a secrer door to the treasury
(roomn Q). Much of his fine clothing is kept m a wardrobe located n

the northeast corner.



There is a small, locked chest inside the wardrobe that conrains
Dawis's ready cash. At the momens, the chest contains 230 gp and

134 sp,

Q. Office
This 50-by-50-foot room is Dayis's office and meeting room. It's large
enough that he can meet with all of his captains at once, and private
enough that they cannot be overheard. A long rable dominates che
room, with twelve chairs arranged around it. Maps of the Wild Coast
and Woolly Bay are spread all over the able, some with miniature sl1|ps
to denote position. Anyone who loaks through the maps carefully will
find a route map underneath the map of the Wild Coast. This map
shows the route the slaves follow from up north down to the Pomary,
The final destination is an X in the Drachensgrab Hills labeled
“remple.”

A desk is ser along the north wall, underneath a window facing the
compound, Davis often sits here dm‘ing the day, watching Rurik drill
the troops. The desk has many shii:lpmg manitfests, though none of
them list slaves, The most frequent entry on the manifests is “meat.” a
code word for “slaves” used as a security precaution.

AppiTionAL ApvEnTurRe IDEAS

Black Kerr
One of the people spotted ﬂl:cing Elredd during the slege wis Black
Kerr, an alchenist who hived 1n the rown for many years. She rarely
spoke except to unseen beings (which apparently answered her back),
and she was very eccentric. She always wore black and red, and was
known for the strange experiments she pcrfurmcd as well as for her
comiplete hatred of -.'Ing}' of all sorts. She could be mtroduced into this
adventure in many ways: Her old laboratory could begin giving off
fumes or stmply explode. She could show up aguin and demand com-
pensation for damages. She rrug]u hire adventuress to dig through the
remamns of her laboritory in search of rare ingredrents, And she might
even be found working with the Slavers, making potions for the moops,
if the price was right.

Black Kerr, human female M5 (alchemist): AC 10; MV 12; hp 14:
THACO 19: #AT 1: Dmg 1d6 (quarterseaft); SZ M: ML elie (13); Ser
11, Dex 15, Con 15, Inc 15, Wis 8, Cha 14: AL N; XP 270.

Special Equipment: potions of delusion, dunmution, fice brearh, healing,
mvasthulity, poisor, and speed; el of health, o of fiery f\u.mmg.

Spells Memaorzed (4/2/ 1 1st—Dbummyg hands, chill rouch, grease,
shockmg grasp; 2nd—Melf's acid arrow, sunkmg coud; 3rd—slow,

The Prophet

An eamest bur enigmatic man called }oscph of the Light was known to
wander the Pomarj, working miracles and making true prophecies,
although he clamed no affinity to any particular god. He was always
believed, bur was also feared ar the same tme; yet none who feared him
were able to cause him any harm. He has been missing for some time,

but, given his strange abilities and protections, it is quite likely thar he has

survived somehow, somewhere, and may retum to cause discord and con-
fusion in the minds of the superstitious humanoids. Alternatively, he
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could be captured by the Slavers and used to give prophecies about their
plam. which would make marters more difficult for those opposing them.

Joseph of the Light, male human C9: AC 4 {chainnad, shield); MV 12;
|1p 49: THACO 14 (11 with rod of emiring) #AT| 1; Dmg 1d8+3 (rod
nf‘emrmag".; SA spells; SZ M (771" tall}; ML famatik (187 Ser 10; Diex 11,
Con 12, Int 13, Wis 15, Cha 14; AL NG; XP | 400,

Spectal Equipmene: rng of prorecoion vs. missilds.

Spells Memarized (6/5/3/2/ 17 PM's choice.

Missing Markessa
The slavelord Markessa created another duplicate of herself o look over
the operations in Elredd, this time usinga sylvan elf named Mikelann.
E\'el‘}‘thing in the procedute seemed to go well: the surgical alteratons
worked }wrﬁ.‘ﬂl}', and the brainwashing dl‘ugs a.ml spells .-;ul!prﬂ.-:ed the
vicum's mentality in favor of a duplicate of the effil elf's. The duphcare
was given new elf garb and dubbed Markessa the Green for the cloak of
elvenkind she wore. However, while she went northward as scheduled,
and was seen leaving the ship at the Port of Elredd, she has not been
seen since. Divination spells have been unable to find her, and her cur-
rent location 15 a mystery. Tt is possible that she régained her ongmal
memories and is spying upon the Slavers, or is suffering some sort of
madness from conflicting petsanalities and has fldad the area.

Markessa the Green 15 a short femile elf with fair skiny brown hair,
and a gentle look in her eyes. She wears green studded leather atmor
and a dark green cloak and carries a seaff of the woodlands and wears a
ring of protection +J3.

In addirion to her magic items, Markessa the Green has her spell-
book, 10420 sp, and 3d10 emeralds worth S0 g each.

Markessa the Green, female elf Fo /M6t AC | (seidded leather +2. nng
+3, Dex bonus) MV 12; hp 39; THACO 3; #AT | or 2; Dimg 1 d6+2
.I"r.lfru{-uuudf.'md.s-"-."l or 1d6,/1d6 (shon’how )i SID 0% resistance to
sleep and charmm SZ2 M (49" wall); ML champion (15); Ine 14, Wi 15;
AL NG XP 2,000,

Special Abdities: infravision 60,

Special Equipment: cloak of elvenkind, ring of prptection +3, staff of
the woodlands +2 (62 charges; animal fncui-{fr:p. Jﬁ'u.mall'r tree, barkskin,
pass without trace, speak with animals., wall of thorns).

Spelibook 4/2/2) \st—alarrn, buraing Hands®, comprehend
linguages, detect magie, find familiar, IIJ'L'I'IEJ'fI;'. hgfl!.lnu_gn: rnssile
pﬁanmjnmf forve®, protection from evil, read magrc, sfcr.r\-‘. wall nj‘-rhg.
2nd—alrer self; blur. continual light 15" radius®, invisibility®, knock,
prrotechnics; Srd—lghuung bolt®, melf’s munute merears”

* Indicates memonized spell.

Bird, hawk (familiar) AC 6; MV 1 fly 33 (B); HD I; hp 7; THACO 19;
H#AT 3; Ding 142/ 142/ 1; SA dive (+2 to hit, damage %2} SZ S (4
wingspan ); ML average (9% Inc semu (20 AL N: XP 65.

Specral Abilires: tirget eves 25%, victim blinded For 1410 rounds with
10% chance to lose eye. Never sutprised




From the Port of Elredd, all roads lead south—at least, the ones that the
Slavers took. And the heroes must head south as well if they are to brmg
an end to the Slavers” reign of terror, This s enemy tercitory, and the
best way for a hero to pass through these lands with a mintmum of trou-
ble 15 to '.ldt\pl the role of an unscrupulous merchant or an uncaring,
self-centered mercenary. The end of the adventure lies ahead and deep in
the heart and earth of the Drachensgrab Mountains.

LocaL TRIBES

Hundreds of humanoid tribes call the Pomarj home. All are under the
thumb of the “Emperor of the Pomarj," Despot Turrosh Mak, and
through hum, the Slavelords. Under the watchful cye of the crafty half-
orc emperor, the most rebellions tribes were n:;lrpl.'nd?d aganst the
human and demihuman forces to the north and west, while the ones
that were more accepting of the Despot’s rule were rewarded with loor,
land, and slaves. As it stands now, despite their differences, the various
races and tribes of the Pomary enjoy their current starus and the security
gamed by their informal alliance, and 1115 likely that any tribe that
rebels against the group will quickly be devoured by its neighbors, and
not necessarily mn a figurative manner. The Slavelords have been suc-
cessful in promoting the Earth Dragon over the humanoid gods: While
faith m these other religions remains, any priest of the humanoid gods
who starts gerting 1deas aboue leadership is quickly eliminared, leaving
secular leaders or humanoid priests of the Earth Dragon to mke charge.

Major Humanoid Tribes

Twenty-eight major humanoid tribes live in the Pomarf. Each has a perma-
nent home (usually an old fortress or mine) and many females, young, and
slaves as well as the active warmiors (which mamber ar least two hundred ).
The major tribes are led by exceprional individuals, It is these large tribes
that make up the majority of Turrosh Mak's humanoid armues. They are
better disciplined and carry better equipment than most of their ilk, and
are used to fighting as part of a large force. All have a well-established
tood supply, whether subterranean mushrooms, herd animals (surface or
subterranean), simple crops, of aceess to good fishing. They conduct trade
with onc another for different foods and other goods, with the Slavelords
(through Turrosh's administrators) mtervening before tempers escalate
beyond anything more than normal beawls, It is to the Slavelords” credit
that the many rribes of the Pomary have not gone to war with each other
even once since the rise of Turrosh Mak, although an cutbreak has been
near on more than one occasion.

In the following descriptions, the items in parencheses refer to the

HE POMAR]

approximate number of warnors and the tribe's generl location in the
Pomary. The adjoming text gives information on the tribe’s standard,
leader (of the same race as the tmibe unless otherwise noted), and any
distinguishing of unusual informarion. There are usually 100% as many
females, 150% as many young, and 1d20% as many slaves as the num-
ber of warriors given, although some tribes (and races) may differ by up
to hall of these numbers,

Gnolls

Black Tongue (600, central) The gnolls of this tribe have black
tongues and dark hair, Their standard s a silhouette of a gn(}l]'s head
with a lolling black tongue. A number of hyenas in their Lair serve as
guard animals as well as care-pullers. The leader 1s Wurresh, a 5 HD
fHind.

Bleeding Moan (850, west): These gnolls have a high proportion of
vivid red manes. Their flag has a white moon that drips red blood.
Their leader 1s Hattek, P4 of Earth Dragon.

Bloody Ax (700, east): These gnolls live on the northern coast and
make decent sailors! their hands and feet are very slfghﬁy webbed. Thesr
banner is a double-bladed battle-ax covered i blood. Their leader 15
Rurttof, F4, a skilled manmer.

Blue Eye (900, central): This tribe is of lighter coloration, and all
have ice-blue eyes. Their banner is a field of white with a vivid blue eye.
The chief is Lorrosh, a 6 HI albino gnoll that is greatly feared by his
neighbonng tribes for his ferocity and appearance.

Dark Curse (650, central): This tribe has a habir of howling itself
into a frenzy before a battle, giving them the abilities of berserkers (42
to hit, +2 penalty to AC, never checking morale). Their standard is an
eight-pointed black star on a red background. Holoon, a 5 HD gnoll,
leads the tribe from therr stronghold i one of the pcaks of the moun-
Tains.

Red Nails (800, south: These gnolls coat their claws and weapons
with a red venom (type A poison; Dmg 15/0) taken from a strange
marine plant that grows near their lair (an abandoned human walled
town ). Their banner s a ved claw on gray. Their leader Chefan, o 4 HD
gnoll; has the tracking ability of a 4th-level ranger. Others m the tribe
have less skill.

Hobgoblins

Bluebottle (500, easc): This tribe caprures and leashes giant bluebottle
flies after pulling off their wings. The insects feed on the tribe's refuse
and are kicked mto barde as a first rank. Their standard is a black insect
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on a field of brown, Zuggor, their leader, 1s 4 HD and pets along rea-
sonably well with the koalinth tribe thac lives offshore. - :

Dripping Eye (700, west): One of the rowdier tribes. this group was
brought under control when a wizard ally of the Despor killed the for-
mer leader and rook over. Anastros the Elfbane (NE hm Enc7, Cha 16,
cloak of protection +4) uses charm spells to control the more influen-
tial members of the tribe and keep his hold on the humanoids secure.
The tribe’s standard is a red eye dripping blood.

Kraken (700, north’: Another shore-dwelling 1ribe, the Kraken build
mast of the Empire’s siege weaponry, They have moderate skill at sail-
ing and boar=making. Their leader is Vatet (4 HD), and their heraldic
symbol is a black kraken reaching upward with its tentacles on a field
1\f }‘]I](‘.

Meat Eater (550, central: All of these hobgoblins have dark red skin
and wear nothing but red: They eat the flesh of their enemies, and are
not above eatng their own fallen kin. Their flag is a fanged cow skull
on red, and their chief s a grossly fat hobgoblin named Burk (4 HD),

Pus Dnpper (750, central); This tribe lives iran old dwarf goid
mine and wears a lot of simple gold jewelry. Their leader Fredek (4
HD)) has taken a daughter of Chief Burk of the Meat Eater tribe as one
of his wives, -.lhlmugh this doesn't seem ro make him any friendlier
toward that tribe. Their flag is dark yellow with a single mountain peak.

Squid (700, south): This coastal tribe builds temarkably hardy ships
and makes seasonal forays into the Azure Sea to hunt whales and other
large creatures, Their chief is Chobor, an orge-habgoblin crossbreed of
exceptional intelligence (LE F6/T7, grant slayer longsword +2). Their
symbol is the forepart of a purple squid, with a white eye, on a yellow
background,

Ores

Cracked Skull (800, cenrral )t These ores are fiercely loyal to Turrosh
Mak and the Earth Dragon, almest to the point of being fanarics (ML
17). Their chief is Dakrak, a hall~orc -:I'-Z_U-l"s, Earth D:'.!gun \. Their
flag 1s a cracked white skull on a black field, the symbol of the slain
King Olarek. They possess the skull of Qlarek, which has gained magi-
cal power and is considered a relic by the tribe [see the New Magic
frems appendix).

Crooked Claw (700, north/central): This tribe 1s heavily mterbred
with a large famuly of ogres, and so their population 15 20% orog. The
chief is Nurrsh (3 HDY); he helps retain power over his tribe with the
help of Tava, his ogre wife. The tribe's standard is a single curved claw
on gray.

Flaming Skull (900, north/west): These ores long ago discovered a
type of nuc thar prnduccd a fine, burnable oil. They use this o1l in their
battles—each orc normally carries at least one skin of oil to use as a
missile weapon. Their primirive sicge engines rely on fire attacks. Their
symbol is a black skull surrounded by red flames, and their chief is 2
burn-scarred orc named Jagesh (4 HD),

Jagged Blade (750, south/central ) Fully half of this mbe's warniors
are the equivalent of Ist-level thieves (PP 15, OL 10, F/RT 5, MS 40,
HS 45, DN 15, CW 60). They use their backstab (%2 ability whenev-
er they can and have developed advinced ambush and flanking tech-
niques. The chief is Bayoa (T6, ring of protecrion +1), a very eralfty
fellow that plays friendly with the other nearby tribes. Their flag has a
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jagged dagger on a brown background.
Red Fang (930, central/south): This tribe is very odd. For the past

20 years, most of its young have been born with & nonfunctional third
eye in the middle of their foreheads. The tribe used to kill such freaks
but now permits them ro live; since the birth proportions favor the
three-eyed variety. Their chief is Ving (3 HD). Their standard is red
jaws on a black field

Salthurner (500, north /east): These ores are natarous for their tor-
ture techniques, using both salt and fire to great effect. Their chief has
to endure a day of torture to prove his worthiness to lead the tribe. The
current chief 1s Shoshk (half-ore F6), who insisted on a second day of
torture to prove himself. Their s_vmbu] is a flammng brand.

Shadowmoon (250, east): This tribe suffered severe losses in the
attacks against the Wild Coast and is only now starting ro recover.
Members are particularly sensitive to light (=2 dayhighe mstead of
—1), but have iftavision 1207, making them frequent choices for nighr
scouting missions, Their leader is Ommche (3 HD), and their flag is'a
black circle on gray.

Kobolds

Dead Rat (650, central): This prolific bunch of kabolds trains black
rats as pets and scouts, ising them as distractions or to steal small
items. During rough times, the raes become food! Their chief 1s Ru-On
(3 HD), whose family has led the clan for generations. Their flag is a
black rar on orange.

Green Meat (350, central): This tribe is a degenerate group of urds
that have almost completely Jost the ability vo fly; their u.-ink:—stubs
allow them ro glide safely from a height of 15 feer or less but are inca-
pable of lifting them above the ground. With the exception of their ves-
tigial wings, they are identical with normal kebolds. Ther chiet is
Kareogar (2 HD), and their ﬂag is a drumstick on a bhie background.

Ichor (800, north ); These kobolds capture vernomous snakes and
mulk them of their poison (type D, Dmg 30/2d6), which 1s used on




weapons and traps, They acclimatize themselves to that poison so they
gain a +4 to their saving throw and suffer no damage if they make their
save. The chief is Nobbox (3 HD). Their banner is a sickly yellow
teardrop on red.

Yellow Tooth (600, south/east ) While these kobolds live on the
coast, they do not build boats or practice sailing. Instead, they construce
claborate Hoating prers that extend hundreds of feer offshore. They use
these placforms for fishing, living space, and to harass hostile ships that
.apprmrh (cutting them free to act as obstacles or ro strand landing par-
ties). The platforms are buile with partially submerged kobold-sized cat-
walks underneath, allowing the creatures to move about unhindered in
daylight and reach the shore secretly. Their chief is Labart (P3, Earth

Dragon), and their standard is a yellow tooth on a dark blue background.

Flinds

Victorious (800, central ): This tribe of flinds is often called upon h‘\'
Turrosh Mak to rally the gnoll eribes during a great offensive. Their chief
15 Rawooma (4 HD, shield 41, and their banner is a flindbar over a
two-colored background—Dblue an top and red on the borrom,

Goblins

Hill Beater (850, central}: These goblins have dug hundreds of tin-
nels in their hillside home, greatly expanding its original area as'a mine
and making it nearly impossible to defeat them. There are dozens of
traps and escape routes. They found a grear deal of gold and silver ore,
which made them wealthy, although they still live in filth. Turrosh Mak
aceepts an extra tithe from this tribe so that they don't have o fight.
Their leader is 2 paranoid goblin named Zoog (2 HD), and their flag is
a brown hill being struck by a hammer.

Wicked Eye (400, central i These goblins are mote violent and
aggressive than most of their kind. Therr equipment is a step above
ather goblins, as they loot their enemies” dead and take berrer care of
their things. Their chief is an old goblin named Vanduk (F4, dagger
+2); their flag is 2 white field with an angry red face that sprouts many
ayestalks like a beholder,

Wolfbrother (700, central : This tribe has a large population of
worgs, which are accepred as equals in the tribe, The exact numbers are
unknown, but it 1s believed thar there is one worg for every five goblins,
The tribe is led by Famrim (F3), who is never without Gurrag, a worg
of maximum hit points. Their standard is a black flag with amber woll
eyes and white reeth,

Wormridden Tree (600, west : These goblins are particularly supersti-
tious, seeing omens in any event and consulting their shamarns before any
major undertaking. They are wise to the termors of the Suss Forest and
sometimes lead those that invade the Pomarj into the more dangerous
places m the wood where their knowledge puts.them at an advantage.
Their leader 15 the shaman Vartuk Moon-Scar (P6, Pyremius). Their flag
is a tree stump with a toothed worm L‘I'i]H'[II'Ig from it

Minor Humanoid Tribes
In addition to the major tribes, neatly three hundred minor tribes popu-
late the Pomary region, These smaller tribes number only 10410 warriors
plus females and young in the same proportions as the major tribes (with
about half the normal amount of slaves), They are semimomadic, settling

in one place for a few years before ]*I'Ckmg up and moving on. Ther stays
ustlly are ar small forts or sometimes in crude camps surrounded by
simple palisades. Many pay mibute to the larger tribes with treasure,
slaves, and food inorder th be lefr alone. This leaves them mch poorer
than the major tribes: This poverty means that small tribes tend to fight
with each other, so Turrosh Mak daws on them more heavily when he
has risky mussions. If the roublemakers do not survive, their tribe ceises
to exist, and their females and young are given to anather tribe.

Included in the ranks of minor tribes are the ogre tribes, which are
also nomadic and much smaller than any of the other tribes (having
2d10 warmiors each). They tend to hook up with a bigger tribe and act
as pad muscle, leaving when they get sick of the location or cheir
employers. These associations produce orogs and ogrillons, many of
which rise to positions of power in the tribes or amoang the human pop-
ulation of the Pamarj. There are also a few scartered bands of bugbears,
xvarts, norkers, and trolls, bur their numbers are msignificant,

The numbers of minor tribes are: finds twenty, gnolls forty, goblins
eighry, hobgoblins thirty-five, kobolds seventy. ogres twenty, orcs fifty,
and all others thirty-twa. (Source: “See the Pemarf—and Diel” by
Joseph Bloch i DRAGON® Magazine #167.

Bugbears: AC 5; MV 9; HD 3+1; hp 16; THACD 17; #AT 1; Ding
2d4+2 or weapon +2: 82 L: ML sra.!dy L1 Ine low (7% AL CE: XP 120.
Spevial Abdicies: infravisian 6(F'; Move Silently 80%, =3 to surprise.
Noges: ﬁugbc_irs employ intelligent tactics, :"\'rﬂ'rn ng to ambush prey.

They hurl weapons (hammers; maces. or spears ) before closing o arack.
They are very agile and mimble and possess an aeute sense of smell.
Bugbears are extremely greedy. Therr goals in life are survival and treasure.
Females ﬁgf‘lr as hnbg\'ll'l]in_ﬂ. and young ﬁg]:r as kobolds,

Bugbear champion (1 per [2): AC 4: MV 9; HID 44-1: hp 25
THACO L7; #AT 1; Dmg 2d443 or weapon +3; SZ L: ML steady (12);
Int average (9} AL CE; XP 175




Bugbear chieftain (1 per 24): AC 3: MV 9: HD 412 hp 30: THACO
15; FAT L Ding 2d4-+4 or weapon +4; SZ L ML elite (13); Int very
(11 AL CE; XP 175

Bughear shaman, P5 of Nerull (1 per 36): AC 4; MV 9; HD 4+1; hp
22; THACO 17: #AT 1: Dmg 2d4+2 or weapon +2: 82 L; ML elite
[13% Ine 8, Wis 12; AL CE; XP 120,

Spheres: Major—AlL Astral, Diviration, Necromantie, Thought, Time;

Minor—Charm, CGuardian, Healing, Numbers: Prorecrion.

Spells Memuorized (3/3/1): 1st—cause light wounds, darkness. magical
: s 3
srone; -‘.nl.i_ x'I"_‘f\Jl person, stlence f.\ radius. .“F‘l!]r”,h’ Jr!. UTIITICT, ..\Td‘—x'.” ise

blindness.

Flies, Bluebottle (1-10): AC 6: MV 9, fly 30 (D)3 HD 3; hp 17;
THACD 19; #AT 1; DIH;‘, 1d&: SZ L: ML unsteady (5% Int non- (0
AL N XP 65,

Flinds: AC 3; MV 12: HID) 2+4-3: hp 13; THACO 17; AT 1 or 2; Dimg
1d6 (elub) or Ld4/ 1d4 ( flindbar); SA disarm; SZ M [6)" rall); ML
--lrinf)- (12% Int average (8); AL LE; XP 120,

Special Abiivies: These leonitie humanoids are strong and nse 2 weapon
of thar own design, flindbars (nunchuks), 1o disarm foes (xave v wand )

Notes; Females |'|_‘_]1\| as _,:_no”n-; young figl

Flind champion (1 per 10): AC 4; MV 12; HD 3+3; hp 18; THACO
L4 §AT 2; Dmg 1d4/ 1d4; A disarm; SZ M (68" zall); ML steady (12);
Inc hagh (13% AL LE: XP 120

Gnolls: AC 5; MV 9; HD 2: hp 11; THACO 19, #AT 1; Ding 2d4
(broadsword ) SZ L (7° wmll); ML steady (11 Int low (6); AL CE; XP 35.
Notes: Gnaolls are large. hyenalike humanoids thar run in packs. They
h or atack from a Aank. They favor swords

|

prefer to ambi 3
bows, Females fight as bugbears, and young fight as hobgoblms,

Gnoll chiefrin (1 per 100k AC 3; MV 9: HD 4: hp 22; THACO 17;
FAT 1: Ding 2d4+43 (bardiche )y SZ L; ML steady (11 Int sverage (107
XP 120.

Gnoll leader /guards (1 per 20): AC 4; MV 9: HD 3; hp 17: THACO
17: #AT 1; Dmg 2d4+2 (broadsword }; S2 Ly ML steady [11): Int
average (8); XP 120,

Gnoll shaman, P5 of Hextor (1 per 30): AC 3; MV 9 HD 4; hp 22;
THACD I7: #AT 1: l‘m_.; 24443 MOITng St nSLZ L ML ::L;J_t- 11%
Ine 10, Wis 14; XP 120.
Spheres: Majar—All, Cambat, Elemental (Fire), Healing (reversed),
Law, Mecromantic ( reverded), War: Minor—Summoning, Stn (reversed),
Spells Memonzed (3/3/1 ) Lse—command, shillefagh. protecrion from

e sty 2od—Dbarkskin, Hame blade, »!Irrrrli.nl hammer \r.E—J:.w-Jrn-.I' magic

Hyenas /hyenadons: AC 7; MV 12: HD 3/5; hp 15/25; THACO
17/15: #AT 1 Uulg 2d4/3d4: 52 M/L: ML average (B Int semi (2
AL N: XP 63/175
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Goblins: AC 6: MV 6; HD 1-1: hp 4: THACO 20, AT 1 Dmg 1d6
(shore sward); SW fight at—1 1 bnghe light: SZ S (4° tall); ML average
{10% Int low (5% AL LE: XP 15

Specral Abihtres: infravision 607

Notes: Females fight as kobalds, and young don't fight

Goblin chief (1) AC 4; MV 6: HID 2; hp 11 THACO 20: #AT 1;
I}mg 1d6 (short sword) or 2d4 (broadsword); SZ S: Ml average (107 Int
average (8% X 35.

Goblin shaman, P4 of Pyremius (1 per 150): AC 6; MV 6; HD 1-1 ;
hp 4 THACD 20; #AT 1: Dmg 1d6+1 (fail); S2 S: ML average ( 10);
Int 5, Wis 5; XP 65.

Spheres: Major—All Combat, Creation, Elemental (Fire), Guiardian,
Summoning; Minor—Divination, Healing, Necromanue, Plant
Protection.

Spedls Memorszed (3/2): 1st—cause light wounds, darkness, detect

smares; 2nd—flame blade, heat metal,

Hobgoblins: AC 5; MV 9; HD 14+1; hp 6: THACO 19; #AT 1; Dmg
1d8 !..-u.![.-.lvn:,] i SZ M (6" all); ML ﬁmd)‘ (L) Int average (8
AL LE: XP 35,

Notes; Hobgoblins hate elves and always actack them first. They value

war. Females fight as goblins, and young fight as kobaolds.

l'inbgnl\liﬂ chief (1 AC 2; MV 9 HD 4+1; hp 22; THACO L5;
HAT 1: Dmg 1d8+3 (longsword) ar Td4+3 (dogper): SZ M; ML steady
L1 Ine average (8) XP 120,

Hobgoblin subchief (1 per 100): AC 3;: MV 9: HID 34-1; hp 17;
THACO 17; #AT 1; Dmg 1d8+2 (longsword) or 1d4+2 (dagger):
SZM; ML sl-:\ui_\- (11% Int average (8% XP 65,

Hobgoblin shaman, P6 of Earth Dragon (1 per 100): AC 5 MV 9; HD
1+1: hp 21: THACD 18: #AT 1: Dimg 1d6+4 (pick. Earth Dragon
bonws )t SD +1 1o saves vs, I\|1_-.-.\|c;|.l d.zm;ag_c; M ."‘ tally; ML steacy
117% It 10, Wis 15; XP 35,

Spheres: Mzjor—All, Combar, Elemental (Earth), | tealing, Protecrian,
Weather; Mmor—Divination, Guardian, Travelers, Warids,

_‘"pd.lr.\ Memorized (4/3/2) 1st—cause frghr wounds, darkness, decece
evtl, magical stone; 2nd—ohscurement, resise fire, spuritual hammer, 3rd—

meld into stone, stone shape.

Kabolds: AC 7; MV 6; HD 25 hp 3; THACO 20; #AT 1 Dmg 1dd
(dagger): SZ S 3! mll); ML average (B Inr average (8% AL LE: XP 7
Special Abilities: infravision 60/
Nores; Kobolds are a cowardly lot. They use force of numbers and

|'T.lCiH."I"Iq 0 overcome foes,

Rats: ACT7; MV 185, swim 6 HD &; ]|i\ 2: THACD 20: #AT 1: D‘mg I:
SA disease; SZ T; ML unreliable (3% Tnr 1; AL N, XP 7

Ogres: AC 5: MV 9y HID d+1; hyp 28; THACO 17 #AT 1: Dimg
1d10+2; §Z 1. (9" all); ML steady (11); Int average (8) AL CE;




XP 270,

Nates: Ogres are big brutes who live by raiding others. Hl-cempered and
nasty, they are often mercenatics, Females fight as flinds, and young fight
as hobgablins.

Ogre mage (1 per 24% AC 4 MV 9, fly 15 (B HID> 5+2; hp 27;
THACD 15; #AT 1; Dmg 1d12: 5Z L {10" rall) ML elice (13); Int
exceptional (15 XP 650,

b'pﬁ'uf Abulitres: An ogre mage can tise the t'ulluwing, each once per
day: darkness 10/ radius, fly (12 tums), mvisshiliey, pelvmorph self{to
human), and regenerate (1 pr/rd). Onee per day he can sssume gascous
form, charm person, cane of cold (range 60, Dimg 8d8), and sfeep.

Ores: AC & MV'9: HD 1: hp 5: THACO 19: #AT 1: Dimg 148
(longsword): SW fight at —1 in sunlighn; 52 M (6" wall): ML seeady (12);
Lnt average (8 AL LE; XP 15,

Special Abiittes: miravision 607

Nates: Orcs use sniping and ambush artacks. They hate dwarves and
elves and will fight them first. Females fight as hobgoblins, and young
fight as goblins.

Ore chueftain (1) AC 3; MV 9; HD 3; hp 16; THACO 17; #AT 1:
Dimg 1d8+3 (longsword )y SZ M; ML elste (13); Int very (12} XP 65

Orc shaman P5 of Earth Dragon (1 per 100): AC 6; MV 9; HD 1; hp
5; THACD 19; #AT 1; Dimg 1d8; 2 M; ML sﬁtnd}' (12% Inc 10, Wis
1.3 XP 650,

Spheres: Major—All, Combar, Elemental (Earch), Healing, Protection,
Woeather: Minor—Divination, Guardian, Travelers, Wards,

.5:1&'&5 Memonzed (4/3/1 ) lse—cause .’:gﬁr wounds, darkness, detece
evil, magical stone: 2nd—abscurement, resist fire, spinoual harmmer, 3rd—
stone shape.

Ore subchief & guards (1 +12 per 150): AC 4: MV 9 HD 2; hp 11;
THACD 18; #AT 1 Dimp 1d8-+1 (longsward); SZ M: ML Strm:{rr (12}
It average (10 XP 15

Ore witch doctor, M4 (1 per 1007 AC 6: MV 9; HD 1: hp 5; THACO
19; #AT 1; Dmg 146 {quarterstaff); SZ M: ML steady (12); Ine high
(137 XP 450.

Spells Memonzed (3/2): Vst—grease, magie missile, sleep; 2nd—ESP,

web,

Orogs (1=10% AC 4 MV 6; HD 3; hp 17; THACO 17; #AT 1: Dimg
1d10 (ewo-handed sword); SZ M (7" tall); ML elite (14); Int very (12):
AL LE; XP 65.

Special Abilities: infravision 607,

Orog chief: AC 3; MV 6; HD §; hp 21; THACO 15; #AT 1; Dmg
1d10+3 (two-handed sword); SZ M; ML elite (1) Ine very {12y
X120,

Worgs: AC 6: MV 18; HD 3+3; hp 18; THACO 17; #AT 1; Dmy 2d4;
SZ M (5' long}; ML steady (11%; Int low (6); AL NE; XP 120.

Slavers

InTo THE PomAR)

The lands of the Pomarj are divided into five sections related to the
prevalent type of termain, The heroes will most likely begin their incursion
into the Pomarj by crossing the Wild Coast Buffer Zone, often called the
“Killing Zone,” and thence through the southern Wild Coast claimed by
the Orcish Empire, Or they may sail down Woally Bay and attempt to
make the first port of call in the Pomarj. Either way, this leads the heroes
back to where the original Freedom Fighters began their quest to destroy
the Slavelords and rescue their kidnapped kin.

Northern Pomarj
The northern Pomarj includes the plains to the north of the
Drachensgrab Hills and the Suss Forest. The center of civilization in
the northern Pomarj is the city of Highport: many of the other villages
scattered about the landscape have been razed by humanoids and now
are only occasionally used by nomadic tribes as places to camp: The
land is fairly fernile and has a large popularion of deer. The deer popu-
lation has risen since the human farmlands have once again become
overgrown. The locals are well supplied with meat. The northern
Pomar) has many small coves or beaches that are favored as stopping
points for the more independent pirates of Woolly Bay. These pirates
make sure to identify themselves and pay a toll to local humanoid
tribes, so they aren't artacked as invaders.

The road leading from Highport into the Drachensgrabs is paved
with bricks—built with slave labor—and eventually leads to the city of
Kalen Lekos, the site of the grear temple of the Earth Dragon. Patrols
are more frequent along the road, and shelters appear at intervals of
half-day marches. In addition to the slave caravans that cross the penin-
sula via this road, many mercenary groups walk the Slave Road ta
report to their Slavelord commanders in the hidden city.

Eastern Pomarj
The eastern part of the Pomarj includes the entire peninsula from the
eastern foothills onward, The coastlind 1s mostly flat, and the shore
alternates between long expanses of beaches and dliffsides riddled with
caves. These caves are home to humanoid tribes;, and somie of the caves
are partially or completely submerged and are used by kapoacinth
(aquatic gargoyles) or koalinth (aquatic hobgoblins), The latter crea-
tures are sometime allies of the Orcish Empire. They do no fighting on
land but can be called to artack enemy ships that attempt to land on
Pomarjian shores. The skeletons of such vessels litter the bottom of the
Strait of Gearnar, and many have become even more hazardous as their
dead erews have become drowned ones (sea zombies), The drowned
ones and the aquatic gargoyles and hobgoblins battle frequently, with
the undead sometimes spilling onto the land only to be chased back by
the surface-dwelling humanoids. In addition to the humanoid and
undead threats, this coastline sometimes suffers from sahuagin attacks.
Turrosh Mak has tried many times to convince the sea devils to ally
with his forces and attack only his enenves, bur the extremely xenopho-
bic nature of the sahuagin has prevented any sart of collusion, Towns
and camps in areas Plagm:d h)' sa.huagin attacks carry additional supplics
of incendiaries to even the odds. The sahuagin occasionally battle with
the sea gargoyles and hobgoblins, but their keen sense of smell allows
them to detect the drowned enes from far away and avoid the undead.
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The roads that connect the occupied villages, the humanoid camps,

and the city of Blue are hard-packed dirr at best. Any significant eraffic
(especially cargo) is normally taken by sea to Highport or Stoneheim
before L\ulng [r.u'l:sl.\-.lrrrd overland. ﬁi‘dri} a third of the settlements on
the coast have some sort of pier or boat yard, even if only a small one.
The city of Blue is well fortified, and its docks are well i-:rpt—m:l:n[.'.'
by evil humans who survived the humanoid amtacks or joned the Orcish
[".Y\‘]‘"'L‘. \;lﬂ[".\ T‘T’um |]'|t" :‘;\'.il'[k‘1 I’:I'l\l’h"l’]llhld. Th“ l.”Tiih!“I‘ l‘l‘ I'|'1r ]HIL'.\I
the Brotherhood-controlled Hold of the Sea Princes, and many inde-
]u'mirnr prrates make [;un.‘img.'-' m Blue. Very few Brotherhood vessels
sail farther north than the Serait of Gearnar. Ships from Irongate, Ulek,
and Keoland threaten the porr city withour having made any overt

artacks so far.

Southern Pomarj
This region comprises all the land due south of the Drachensgrab
N1l!!l”Ll|nS. .'\:1 one l]'i!\’":l.\ hl}ul!'l .I!'ll‘i west 'li“”.!.'" 1|“.‘ Clast "1'1'}!“ BIUI‘,
the softer rock of that region turns hard and the landscape more
rigged. The foothills of the Drachensgrabs become visible from the
rocky beaches of the south shore, and palisade forts and small walled
towns l(']‘I:IL‘(’ |]‘1.' NUMErTISs Caves. [1[“1'[1“'_' [l\-l‘ hTHrl.i"l“'ﬁ\ l‘{_ rl".' ”Th{l'l'
lying ground, the topsoil is enriched by voleanic ash. Short grass and

.\'l‘ﬂ]l‘ PJ._U“.'\ cover '.!i.[l'li'l.‘.l{ l'\'l'T\'l']iI"\!. Ti!ilk]'li!! |]ll: \\(‘Hrhl‘fil [}t‘][!.f[f] i
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haven for herbivores of all types and the creatureq that prey upon them.
Some of the streams that run from the hills are righ enough that a
prospector could make a living panning for gald, ind many pit mines in
the lowlands are profitable, as well as the many true mines 1 the hill-
sides, A steady supply of moonstones also makes s way from the
Drachensgrabs into the coffers of the Slavelords and the purses of their
mercenaries. Occasional serpentine creatures are seen offshare, bur the
southern coast faces fewer monstrous threats from the sea than the east-
ern one, with sahuagin attacks being very rare and drowned ones almost
unheard of. The navies of Keoland and the i’rinclip.ﬂ.tt}' of Ulek are a
greater threat, but neither nation is willing to commit 10 a war at sea
unless they could get aid and land support from \Ilthm’ nations.

TI'J(" I."T_\ l’i. Shlnl'l‘lcl-l'n 5 a rl‘}-\[gl‘ !-\\Ff t‘\'fl f'JUITI‘EITlS as \\'t‘i! as
humanoids, The trails and roads among the forts fand towns are kepr
clear, and all the major ones are well patrolled and made of hard-packed
carth. The road north from Stoneheim is brickedland connects to many
lesser muning roads before reaching Kalen Lekos, iﬂna raad 15 frcqucnt—
ly pr:rrn]_lm:l. with mercenary groups and slave cargvans being the two
most common types of mavelers. Shelters at interyals of a day's march
hug the road, and they have developed into small frowns that cater to

:']'II' E'r.n'r]rr\ '.iI'lLI "hl' ﬂt‘,’lrl‘\' MIners,
4




Western Pomarj
Thus area was oniginally just the piece of land defined by the edges of
the Suss Forest, the Jewel River, and the Diachensgrab Hills and the
small territory southwest of the hills and east of the Jewel. Most people
consider the western Pomarj to be all the Jand south of the Suss from
the western part of the Drachensgrabs to the eastern edge of the
Lortmils, which mcludes the conquered portion of the Prinaipality of
Ulek. The former Ulek land was once plentiful farmland, but has
].'!L‘Cﬂmﬂ w'[ll:i w}d l'l"c‘[gr()“’n RINCe IE was Tilk(‘l} over bl' E!\I: hurﬂﬂnfﬂljs.
The dwarven prince Olinstaad of the Principality has builr a chain of
citadels extending northward from the ety of Havenhill in an effort to
prevent any more losses ro the Oreish Empire, and the attitude of his
people (which count dwarves, gnomes, and humans among their num-
bers) is one of hatred roward the humanoids and a desire to take
revenge on the despoilers. The Suss Forest is a favorite place of the
humanoids (especially many of the small tribes of kobolds, orcs, and
gnolls), making it even more dangerous than its northern reaches.

Like the other flat parts of the Pomar), the place is dotted with rem-
nants of villages, with occasional settlements of humanoids. The former
craplands of Ulek became 3 place of grazing for larger herbivores such as
deer, as well as smaller sorts such as rabbies and mice. A large population
of feral cats has developed from this abundant food source. Local
bumanosds don't care what sore of animals they catch, and some of the
weaker tribes get by on mouse stew and other strange fare.

Central Pomar
The central part of the Pomarj is the Drachensgrab Hills, Built long
ago by slow volcanic action, they are covered in vich topsosl that sup-
ports a thriving ecology of plant- and meat-caters, Surrounded on all
sides by bays, the hilly center of the Pomarj has frequent ramns (strong
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on the fringes bur gentle toward the intertor), and as a resule the place
is vovered in small streams and lakes, with a few lakes that are Little
mare than standing water over 4 layer of thick mud. The irregular con-
figuration of the hills (there are many regions in the mnrerior of the
hills that are flat or completely surrounded by higher ground) means
that most of these lakes are permanent, although few are larger than a
mule across. The permanent ones have their own populations of fish,
aquatic plants, and so forth, and a few even have a resident monster or
monsters, usually a Prchsr«'mnc reptile or two. but sometimes a f‘:l.rrllll\'
of freshwater trolls, giant frogs, or lizard men claim a lake as their
home. One lake in the northwest portion has recently been staked out
by a young adult amethyst dragon. Mafnistex. wha has persuaded or
driven away intelligent or hostile creatures burt has otherwise remained
detached from the turmoil of the region.

The Drachensgrabs are moderately rich in gold and electrum, as well
as gemstones of low value but high quality (particularly moonstones ).
Qlccasional c:lrdac;uakcs beset the place, although few arc large enough
L0 cause any major damagc. and their frequency decreases when the
Earth Dragon is pleased. The hills are said to be the seat of some terri-
ble curse, with legends claiming that one or more powerful beings will
arise in anger il their resting pl.h:c is ever disturbed. Tt is unknown if
this s just a corrupted rale of the Earth Diragon, or if other entities are
imprisoned or shumbering here.

At the center of the Drachensgrabs are three larger mountams that
jut vialently upward, towering over the nearby hills, The largest is
Drachenkopf, upon which is buile the hidden city of Kalen Lekos; the
seat of power for the Slavelords and the Earth Dragon Cult. To the
west (and much more famous in somg and tale) is Mount Flamenblut,
the once-sleeping voleano that destm_\fcd the city of Suderham. South
of this is the small smoking mountamn called Drach Aloos. The smallest
is Hakentos, which stands m the shadow of Dirachenkopf and is consid-
ered a taboo place by the human tribes that worship the Earth Dragon,
although the reason for this belief has been lostin antguity.

As stated before, the Drachensgrabs are bisecred by a brick road lead-
ing from Highport past Kalen Lekos to Stoneheim. Lesser trails lead off
to smaller farms and mines, but the main road sees the most traffic and
18 p:lrm"-rd regularly. In the steeper portions of the hills are Frm'lucm
turnoffs to allow rests m between climbs, which has saved many over-
worked beasts of burden from collapsing from exhaustion.

Landmarks

The Pomarj 1s a vast tetritory, and crossmg it will take some time. The
DM may speed the heraes along ot prolong the heroes” joumey ta the
Slavelords” secret citadel by creating his own side adventures or by hayv-
iﬂg [;'I.C Ill_‘l"’l'b' meer “'Hﬂdff]ng ImOonNsters. Ol’lc Wﬂ:t‘ iv] |1'Iﬂk¢ r]"lL' lt'ip Pﬂ-‘hﬁ
swiftly is for the DM to mark the hetaes’ progress with a series of land-
marks. Below are some examples of landmarks that nught be encoun-
tered and the challenges they present the heroes. Along with occasional
random encounters or the sighting of a patrol, encounters with land-
marks should keep the trip exciting.



Bridge

Thas old stone bridge crosses a 30-foot-decp defile. The spray of thun-
dering water slicks the stone, and crumbled railings make it hazardous
to walk close to the edge. The ancient arch shudders beneath the weight
of those who cross it. Once an accessway to a mighty tower, only this
bridge remains as a memorial to a grear bartle fought 300 years ago to
turn back a marauding horde of hobgoblins, Local humanoids fear the
spirits of those ancient defenders, and will eross the gorge miles down-
stream 1o avoid crossing here! A Dexterity check is required to cross
safely.

Cleft Pine

A lone pine has been split in two, as if by some mighty woodsman's ax;
yet still it lives. The sandy earth is fused into a gray, coarse mass, and
o

]Eg]mm:g rod for future storms. The air 1s charged and creates an

air prickles with life. This tree was struck by lightning and s a

uneasy feeling in all who visit. In a hollow beneath the tree is a haunt,
the wicked spirit of a hobgoblin shaman who secks to possess a victim
to lead friends into an ambush with his former tribe, The haunt is able

to use spc”n‘ once 1t possesses a host,

Dusty Hills

This land is baked and barren. Lonely clumps of grass are buried by sift-
ing dust stirred by the restless winds, Gritty clouds choke visitors, and
their journeys are slowed by drifts. The land has turned to dust and
become the toy of plavful winds. These lands are difficult ro travel due
to the blowing dust and dangers hidden by drifts. Travel speed is halved,
and there 1s the danger of falling mnto a dust pocket that swallows the
traveler (save vs, perrification or suffer 1d6 damage per round until res-
cued). Travelers have become lost and wandered for hours in the dust
storms; some even choking to death (save vs. poison), as the bleached
bones of previous victims of this wasteland arest,

Edge of the World

From this ndge the valley below appears filled with the sky, as if a trav-
eler srood at the very -.'t']ga‘ of the world, This reflection of the *k}' 18
due to heat waves forming a mirrorlike field that conceals whatever
chance encounter lies in the valley below. At the heart of the valley is a
pool of brackish water. Those who drink from it must save vs. poison
or sulfer from delusions of well-being even as any wounds they suffer
are actually doubled in seventy.

Summer’s Candle

This 60-foor-tall spire of rock has a shape resembling a melted candle.
A shiny deposir ar its pinnacle caprures and reflects dhe sun's [|g1|I like a
guttering flame. According to local lore, at a certain time of year the
light from Summer's Candle will shine the way to a vast treasure hoard,
While this spire may be climbed, it is difficult (Climb Walls —10%;
I—JL'X L_hl'L-.kh at _‘—? .!l. _‘[—h[Fx{' \“'I’\[] stare into l]'!l' f’{h‘ll:{t‘d r.—ll\'.\ -l}F.‘.}‘l.'. ﬁ]’)"'f_‘
must make an Intelligence check at half score or be blinded for 2d6

]Iﬂl]l'ﬁ. T]I\' [’llil]hl'l-i ]ng” can cause gfﬂ_"\‘a I_ll'L"i-

HiGHPORT
Highport was once the center of a bustling shipping and trade indusery
that moved goods up-and down the Wild Coast and to and from the
southwestern and southeastern portions of the Flanaess. For a time the
population had a seasonal high of nearly 10,000, with additional num-
bers coming from the many sailors, marmes, and merchants who made
Highport thei temporary hotie;

This all changed m 513 CY. Having been driven from the Lortmils
in the Flareful Wars just a few years before by the combined armies of
the Ulek states, Veluna, and the demihumans of the Kron Hills, many
of the humanoids fled southward into the Pomary, On the 11th of
pfaming that year, the humanoids attacked Highport. While the other
rowns in the Pomary were full of men gone soft, the people of Highport
were hard workers and supported by sailors with years of experience
fighting pirates, savages, and strange monsters from the deep. Five times
the orcish armies were repulsed from the city, but on the sixth assault
the gates were sundered as the hour approached midnight and the
invaders entered the city. Large portions were set afire, and any defend-
ers who were caught were slaughtered, their bodies impaled on any
J—uu'}" objects available and left on the city wall. Those who escaped
dubbed it the Nighe of the Bloody Spear, and the tale they tell has
remained a testimonial to the savagery and determination of the
humanaouds of the Pomar),

Much of Highport was left in ruins. The ores rebuilt enough to
muke it livable and eventually reopened the city for rrade. At first every-
one avoided the port, but some of the bravest pirares finally decided to
try a stay and found the new owners reasonably tolerant. The word
spre.u{. and in a few vears the shattered city of 1'-ligh]:|urt was again a
common stopping place for naval trade, although those captams wha
chose to put to port here kept their hands on their swords and several
deck hands awake ar all imes. Evil men of many nations began to settle
in the city, accepting the ores as ugly brothers with the same black
hearts as theit own. Half-breeds of all soris became common, Evil tem-
ples of the vilest sorv sprang up everywhere and waged subtle and grue-
some wars with each other. The town was ruled by a coalition of tribes,
split by factional disagreements and blood feuds, wich fighting breaking
out between rival groups at least once a month. Justice was unknown, as
night was determined by whoever had the faster sword arm. Pirates
based here harmed shipping all along Woolly Bay and even mito the
Azure Sea. This corrupt condition lasted for over 50 years, with differ-
ent tribes gaming ascendancy at different points and at least two
human- and half-ore-controlled governments taking control during this
time.

With the rise of Turrosh Mak, some semblance of order returned ro
Highport. Differences between rival tribes were crushed by the Despot,
using his own troops, transfer of members berween tribes, and the power
of his wizard and priest allies. A government loyal to Turrosh Mak was
put in place and established a reasonable (if harsh) system of laws to pre-
vent Ll‘{" maost gﬁt‘\'L)qu (’E'I.i‘n-‘ﬁ ilnL-I }'T[]nl.“h LT[‘P'JB}‘.“‘JI(I'TS. .‘\ rt‘mPIL’ l)f-
the Earth Dragon was consecrated ro foster religious unity, and other
trmpir.\ [’r:«}‘t‘x‘lii”}' anes ol the more destructive gmin } were warned that
any mass slayings. plagues, or other greac ills that befell the ity would be
blamed on them. 5|'|ip from the Scarlet Brotherhood occasionally stop
here, although they fly other countries” flags of no flag ar all. Ships from




the Lordship of the Isles can also be found here, although they prefer to
maintain a more legitimate appearance and usually stick to the ports
north of the Oreish Empire.

Now Highport is a dark. dirty city firmly in the grip of evil, bur safe
for those that don't appear weak, The humanoid districrs within the city
reek of filth, unwashed bodies, and rotting mear, with the human districrs
being n a somewhat more tolerable stace. Many of the buildings sull
show burns and damage from the Night of the Bloody Spear, but most
that were presenr at that time have fallen down or been renovated by the
new inhabitants. Some parss of town are lirrle more rhan open fields with
large and small tents, where dnnken sailors, poor mercenaries, and out-
casts of many races grab a few hours of sleep at any hour of the day, A
large area devored to warchouses covers part of the shoreline, and the
damaged city walls have been rebwlt. Large sections of the city are unused
and are M(n:[l\- to hold squatters, vermun, wizards, or monsters secking
some privacy or secrecy, and even some rogue undead (either animated by
one of the evil temples and abandoned or long-dead citizens clinging to
unlife through sheer force of will and kmkmg 1o avenge their deaths at
the hands of humanoids),

The temple of the Earth Dragon is a renovated temple of Xerbo that
was looted and damaged during the sacking of the city. Other dark
desties with temples here include Belrar, Eryrhnul (have, slaughter),

Incabulas (plagues, famine, disasters), Heator {war, discord, tyranny ),
Tuz, Mictlantecuheli (an Olman death god), Nerull (death, murder),
Pyremius (poison, mutder), the cult of Vecna (destructive and evil
secrets), and vanious humanoid gods.

Of course, not everyone in Highport is a monomaniacal cutthroat;
many are merchants and other people (not necessarily humans) just
looking to do business, and are just less concerned with the sort of per-
san who pays them for their goods, A wide variety of shops, inns, and
Laverns exist in Highpmt, serving the rough-and-mumble clientele and
providing the basic services that are necessary 1o all: equipment, food.
clothing, and so on. It is quite possible for adventurers to make their
way into the town in the guise of mercenaries and survive for quite
some time as they investigate the Slavelord aperation here. Heroes who
indiscriminately attack people in the rown just because they live here
should quickly discover that most of the common people in town aren’t
evil. Even some of the hu.man-.)lds-—-many of which have grown up here
and have become more civilized than their nomadic counterparts—are
good or neutral.

Should the heroes spend time in Highport, they can undertake many
sorts of jobs to provide a cover for théir existence in the city. Just like
anywhere else, inns and other businesses are in need of freemen employ-
ees, Freemen tend 1o have a better spirit and work cthic, and they aren't

warehouses
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group can join the city guard, answering disturbance calls and locking
rowdies i the jal (although they might hesitate when a person's offens-
es require him or her to be sold on the block), The tent fields are in
need of guards to keep those areas safe at all times, The lands around
Highporr sull contain some mnreresting runs, which may be of interest
to the more influential people in town, requiring the employment of
adventurers who can be trusted more than your average dirty soldier.

The city has some strange allies and some unusual vermin. A flock of

harpies nests mn a pair of the unused warchrowers. Thr‘_\' scout the near
part of the bay in exchange for food and pretty trinkets. Some of the
braver people tn town have ramed giant weasels as pets or guard ani-
mals, while wild ones run free in the abandoned parts of town. A mated
pair of hill giants hire themselves out to different groups as bodyguards
or laborers, and they compete for wark with a single pack of rrolls that
hives in rown. An extended family of ogres works as a mercenary group
(either on land or on a pirate ‘:]'up".. and the temple of Nenull has an
agreement with a pack of ghouls that lives outside the ciry. Many parts
of town are prone to hordes of gant rats sweeping through an entire
neighborhood, and casks of oil are kept ready for lighting to act as bar-
ricades for the rodents. The local surge population helps keep the num-
ber of glant rats relatively low, bur they themselves are d.mng,t'rum
enough thar the harpies have been hired o kill them off (an effort that

has so far been unsuccessful )

Ghouls (1-12): AC 6; MV 9; HD 2; hp 9; THACD 19; #AT 3; Ding
1d3/1d3/1d6; SA paralysis, d6-+2 rds: SDY immune to charm and sleepy
SZ M (5 mlly ML -lr.;lJ_\.' 11 AL CE; XP 175

Notes: Those slain by a ghoul will rise within a day as a ghoul.

3 Ine low 5_=:

Giants, hill (1-2): AC 3: MV 12: HD 12+2; hp 62; THACO 9: #AT 1;
Ding 2d6+7; SA hurl rocks (Rg 200 yds. Dimg 248 52 H (16" wall);
ML elire (13 AL CE; XP 3,000

Specral Ablities: Hill grants prefer to attack from high ground. They

i Int low (5}

can carch catapult mussiles (30%

Nates: Fermales fight at =3; young fight as ogres.

Harpies (1-6): AC 7: MV 6, fyl5 (CY
HAT 3; Dmg 1d3/143/146; SA singing,
AL CE: XP 975,

.‘-";nerr;rf Abilirres: A ]urp)- s song has the Jl\:irl_\' to charm, Charmed

HD7;
charm:; 8Z M [67 wall):

hp 35; THACD 13;
ML elite

(13} Inc average (8); £
victims touched by a harpy are stumned for 20+ 1d10 hours.

Ogres (16): AC 5; MV 9 HD 4+1; hp 28; THACO 17; #
1d10+4+2; SZ L (9" eall); ML steady (117;
XP-270.

Notes: Ogres are big brutes who live by raiding others. [ll-tempered and

#AT 1; Dmg

Int average (8); AL CE;

nasty, they are often mercenaries. Females fight as flinds, and young fight
as hobgoblins.

Ogre chieftain (1 per 16): AC 3: MV 9; HD 7+1; hp 37; THACO 13;

HAT 1: I'hng_ 2d64+6; SZ L: ML steady (117); Int average (8% XP 975,

Rats (2-24% AC 7; MV 15, swim 6; HD ; by 2; THACD 20; HAT 1;
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Dhng 1; SA disease; SZ T (1" long); ML unreliable (3); Int animal (1)
AL N: XP 7.

Stirges (3-30): AC 8;: MV 3, fly 19 (C) HD 1+1: hp 6: THACO 19;
FAT |; Dmg 143; SA blood drain (1d4); SZ'S (2' wingspany ML
8); Inc anmmal (1); AL N; XP 175

Notest A stirge becomes 20 rgn‘] on 12 hp of blood,

average

Trolls (1=2): AC 4: MV 9; HR 6+6: hp 36; THACO 13; #AT 3
ﬁtl‘lg 1d444 x2/1d8+4: SA +8 wo .Lmuiflc with weapan; SD regenerites
,‘[1}3; rd: SZ L (7" eally ML eliee (14 Int semi (4} AL CE; XP '] 400.

Special Abslities: Severed limbs contimue to fight, Trolls don'r fear
death. They can throw stones (Range 20 yds, Dimg 1d8)

Weasels, giant (1-8): AC 6; MV 15; HD 4.44; ||!1 24; THACO 15;
#AT 1: Ding 2d6; SA blood dran [2d6); SZ M (3
AL N XP 175,

" long}; ML avetage

(9 Int antmal (1%

I. Temple of the Earth Dragon

This building was once dedicated to the Suel god Xerbo, bur was des-
ecrated on the Night of the Bloody Spear. With the ascendancy of the
new Slavelords, the damaged temple was stripped of ies old rCIJEiOIJh
1cons, rebuilt, redecorated, and consecrated to the Earth Dragon, lts
view of the harbor is unrestricred, and it is a frequent stop for visitors
of all races, because the priests there charge the lowest rates for cure
spells, They are subsidized by the Slavelsrds, 30 they can afford ir,
and merely require a small payment and a prayer ro the Earth Dragon
from anyone secking healing. The temple also sees a lot of traffic
compared to other churches 1n town because it 1s dedicated o one of
the few protective gods in the city. The }ngh priest here 15 Nofosh, a
half~orc. He is assisted by twenty lesser priests and ten acolytes.

MNofosh, half-are P9 of Earth Dragon: AC 6 scalemail ) MV 120 hp 45;
THACD 16; #AT 1; Prmg 1d6+4 ( pl'd':. Earth Dragon boms); 572 M;:
ML seeady (127 Ser 12, Bex 10, Con 14, Ine 11, Wis 15, Cha 10:
AL LE: XP 650.

Special Equipment: potion of extra-healing.

Spheres: Major—All; Combar, Elemental (Earth), Healing, Protecrion
Weather; Minor—Divination, Guardian, Travelers, Wards,

Spells Memorized (5/5/3/ 1% 1se—blight. cure light wounds,
darkness, magical stone. shillefagh; 2nd—augury, fire blade. hear metal,

obscurement, spntual hammer, 3rd—call liphtning (X2), dispel magie

'”1]—1'!”1" SErTous “‘n””lljb'.

Earth Dragon priests, P2-P5: AC 6 (scalemail): MV 9: bp 6/level:
THACO 20 (P2-P3) or 1B (P4-P5); #AT 1: Dmg Ld6+1 (pick); SZ
M: ML champion (15); Str 11, Dex 13, Can 13, Int 9, Wis 14, Cha 7:
AL N; XP 65/120/175/270.

Special Abilivies: Once per day: light or magrcal stone +1 to saves va,
P]‘J‘ .\lL'ﬂJ dmlﬂgl’ “’hllll !llllt"llng !:r{)"nd.

Spheres: Major—AllL Combar, Elemental (Earth), Healing, Protection.
Weather: Mimor—Dhwvmation, Guardian, Travelers, Warnds.

Spells Memorzed: DM's choice




2. Warehouse District
Much like v any other warehouse district, these large buildings provide
temporary sterage for the many goods that go through Highport. They
are gu:lrdr:d by mixed groups of l:rusrwonh}‘ human and humanoid sol-
diers day and night.

Ores (6-24% AC 6: MV 9; HD 1; hp § THACO 19; #AT 1: Dmg 1d8
Hongsword) SZM (6" rally; ML steady (12 Int average (8); AL LE;
XP 15

Saldiers, F3-F8: AC 6 (sealemail); MV 9: hp 7/level; THACO
18717 /167157141 3: #AT 3/2: Dmg 143 IIungsword';: SZ M: ML
clite (13); Int 9, Wis 10; AL LN XP 65/120/175/270,/420/650.

3. Lighthouses
These three towers have been roughly converted to lighthouses; each is
little more than a normal defensive tower with a beacon lantern mount-
ed on the top. These are normally manned by humans or half-orcs,
smee the humanoids are pained by the brighl:lt'ss of the lights,

Soldiers, F3—F8: AC 6 (scalematl); MV 9: hp 7/level; THACO
18/17/16/15/14/13; #AT L or 3/2 (F7-F8 only); Ding 1d8
(longsword ); SZ M; ML elite (13); Ine 9, Wis 10; AL LN;

XP 65/120/175/270/420/650.

4, Temple of Gruumsh
This temp]c has seén better days. While Gruumsh was once a great
patron for the ores of the Pomary, his faith has been driven our and dis-
placed by the Earth Dragon Cult. This temple is little more than a one-
story house with a large eye pamted above the door. Nabbok, a priest
of Gruumsh, lives here and gets by on donations and payments for the
few spells he can cast. Every few months he manages to save enough
money to purchase an old or weak slave for a sacrifice, which draws
more mterest to the emple for a few weeks befare it trickles off again.
MNabbok would be h:lpp}‘ ta h:]P almost anyone fight against the Earth
Dragon Cult #s long as hus help couldn't be traced back ro him.

Nabbok, male orc sh 1 P3 of Gr h: AC 6 {scale male); MV 9;
HD 3; hp 15: THACO 19; #AT L Dmg 146 (spear); S4 M ML steady
12); Ine 10, Wis 13; AL LE; XP 420,

Spheres: Major—AlL Combat, Law, Summonmng, Sun [reversed ). War;
Minor—Divination, Elemen tal !\Enrih, Fire % Hr:ﬂmg, MNecromantic,
Pratection, Wards,

Spells Memorzzed (2/1 ) Lir—hlight. shr’ﬂd:gh: Znd—spirirual hammer.

5. Temple of Yeenoghu

Mast gnnlls of the city that live on the east side pay homage to

Yeenoghu, demon prince. Rafguraat the gnoll is the brother of Lorrosh,

{eader of the Blue Eye tribe: The two get along well and meer at least
once a season to exchange news and mates,

Rafguraar, gnoll shaman P4 of Yeenoghu: AC 3; MV 9: HD 4; hp 23;
THACO 17; #AT 1; Dmg 1d6-+1 (flail); SZ L; ML sceady (11); Ine 10,
Wis 14; AL CE; XP 120

S;(lfk‘n'ac .-\al'.ljor—:\li. Chaos, Comb at. Protection, Sumﬂ‘uming;
Minor—Guardian, Healing, Sun {reversed )
Spells Memorized (3/25 DM'’s choice.

6. Temple of Mictlantecuhtli
This temple is an oddity: the Olman gods are normally only worshiped
in the jungles of the Amedio and Hepmenaland to the southwest and
southeast. However, ths particular Ecm}.‘[c was established by former
Olman <laves from the Hold of the Sea Princes (which long conducted
slaving operations in the Amedio and was taken over by the Scarlet
Brotherhood). The leader of this minor cult is Lipacatihly, a worshiper
of the death god who became a priest when he and his fellows reached
the Pomarj. Lipacatihli hates the Scarler Brotherhood and would flee
the city or atrack in a mad rage if he were to leam thar the Brotherhood
was behind the Slavelords. His followers have to restrain him when he
hears that 4 Brothethood ship is in porr.

Lipacarihli, male human FJ/P.'-'. of Mictlantecuheli: AC 4; MV 9: Tip 16:
THACO 18; #AT 1; Dmg 1d6 (quarterstaif); SZ M; ML champion (15);
Str 13, Dex 12, Con 15, Int 8, Wis 14, Cha 7; AL NE: XP 65,

Special Alwlites: Once per day: light or magical stone; +1 ro:saves vs,
physical damage while touching grownd.

Spheres: Major—AlL Astral, Combat, Elemental. Necromaneic, War;
Minor—Charm, Divination, Healing. Law.

Spells Memorized (2): DM's choice,

7. Lord’s Palace
Thus largc bm|ding was once the tesidence of the lord of the city,
Prince Kevram Bilarro, (The Bilarro line is an offshoot of Prince Erkin,
the human thar united the Drachensgrab territories in the middle fifth
century CY.) It resisted the artacks of the ores long after they had taken
the rest of the city, since the wizard Bilarro had built his castle with
several strange enchantments that allowed it to repel or consume those
who would see it fall. When the city fell, the remaining palace staff
fled, and the palace iself lay abandoned Ffor many years; the moans of
those thar it had consumed could be heard nightly. When the
Slavelords rook aver, the wizard Markessa was able to decipher the
enchantments on the p.ﬂacc and enter, It was then set up as the base of
aperations for the new leaders of Highpart.

The palace district is surrounded by a smaller wall of similar con-
struction 1o the city wall. Because of this defensive structure, the
humanoids were de'layed in enteting this area and had spent much of
their riotng on ather parts of the city, and so the buildings here are
almost intact. The palace wself stll retams s enchantments aganst
besiegers, although the current inhabitants do not know how to reacti-
vate them, and so it is not as effective (n the hands of the Slavelords as
it was during the human reign in Highport.

In addition to the mundane seaff and che five dozen human and half-
ore guards, the palace is inhabited by the two leaders of Highport—one
a duplicate of Matkessa, the other a half-orc fighter. The two loathe
each other, and it is only theit loyalty to the Slavelords thar has kept
them from killing each other.

Markessa takes grear pride in this particular duplicate, which
Slavelord Brother Kerin nicknamed "Tanva” (the Suel word tor gold).
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Of all of the Markessa duplicates, this ane looks the most like the orig-
inal, even to the golden hair. However, this one makes herself look
slightly different by putting broad stripes of metallic gold makeup

across her cheeks, giving her a strangely savage yet attracrive look.

Markessa the Gold (aka Tanva), female elf Enc8: AC 4 (ning of
protecrion +2, Dex bonus); MV 12; I'i‘ 22: THACO 18 (15 with dares):
HAT 1 or 3: Ding 1d4 (dagger) or 1d4/1d4/1d4 (daris ) SA targers of
her Enchantment/Charm spells have a =1 on their sving throws; SD 90%
resistance 1o sleep and charm; SZ M (467 wall); ML elite (13); Ing 13
Wis 13; AL NE: XP 5.000.

Special Abilities: infravision 6,

2

o Equipment: phiter of persuasiveness, ring of protection +2,

wand of fear (32 charges ),

Spellbook (4/3/3/2 ) Ls—Dburmng hands®, change self. charm person®;
color spray, derect magic, deteet undead, friends, hypnotism®, messape, read
MAge, 11"'1'_1‘0. unseent seevant; 2nd—conninual hahe, ESP, mvsibilicy,
knock, mirror image, ray of enfeeblement®, scare®, Tasha's uncontrollable
hideous lnughrer, whispering wind; 3rd—hold person®, protecrion from
pormal nussiles, slow, suppestion®, hlr.'grh.ﬂ’. watet .”."r‘.ir.‘:r::_*_" Art——charm

monster®, fire chirm®, mmor globe of imwidnerabidiny.

* Indicares memormzed spell
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Braks is a brunish half-ore, looking more ore than human. He is very
strong (18/43 Serength) and commands automatic respect from otcs
(Charisma 18 to ores) e was hand-picked and trmned by Theg
Narlor as a youth and may take his mentor’s place in the Slavelords
when Theg decides to retire,

Braks, half-orc male F8: AC 2 (chanmail +2, shield); MV 9: hp 58;
THACO 12 (9 with fon!:.umrd +2, Str bonus) #AT 3/2 (2 with
longsword, specualization J: Dmg 148+5 (longsword +2, specialization, Str
bonus ) SZ M (61" mii_'..' ML elite (137 Ine 13: AL LE: XP 3,000,
Special Abilittes: infravision 60 .
5‘[’r‘|.'£.i1r .':'-]nul;-mr-nr: nng of yampiric regeneration, fl.'nrr lavender roun

stone (ahsarbs spells up to 4th Jevel),

8. Temple of Beltar

Rather than being a nopmal bul]ding on the surface, this spot has a wide-
mouthed tunnel leading downward, finally termimating i a small subter-
ranean area. The altar is on the far end of the cave, and the priests live in
small alcoves dug in the sides of the main cave. The high priest of this
temple is the female orc, Kurrsh, The lemplc is strongly supported by the
Searlet Brotherhood, and the priests make weekly sacrifices ro this foul
goddess, Two zombies guard the temple at all ames,

Kurrsh, female orc shaman P6 of Beltars AT 6: MV 9 hl‘ 30: THACD
18: #AT 1: Dmg 148 (longsword); SZ M: ML steady (12); lor 10, Wis
1% AL LE: XP 650,

:1}‘}1(‘I'('.~'.' Magor—All, Charm, Combar, Elemental (Earth), Summoning;
Minor—Divination, |-|1-.1F|u};. Necromaneic, Sun (reversed )

Spells Memorzzed (3/3/2) DM's chouee

9. House of Quiet
This odd business is a restaurant set in one of the less used parts of
Highport. Its owner, a mind fayer called “Quiet” by the locals (his
illithyd name is unpronounceable; and he prefers silence over conversa-
tion), runs a well-kepr establishment catering to those in town who pre-
fer a less rowdy environment to dine. The employees are all slaves who
have been charmed by Quuet and happily serve their new friend and
master. The primary rule here is that silence is of the utmost impor-
tance; any conversation above the level of a whisper is forbidden, Those
who cause trouble here suffer a mind blast from the illichid and are usu-
ally charmed before being turned over to guardsmen. The normal pro-
cedure s to mtertogare the offender and, if found glnll'}'. return him or
her to Quiet. The mind flayer either keeps the person on staff as a slave
and as an example to those who break his rules, or uses lum or her as
food. It might seem unusval that the residents would tolerare a mind
flayer, but smce they spend their days with people who buy and sell
other intelligent beings as a matter of course, a creature that eats them
doesn't seem oufTageous, c:\'pccu“‘; gf\'l:n the appentes of some of the

humanoids.

Quiet, mind flayer: AC 5: MV 12; HID 8+4; hp 44 THACD 11: AT
4; Dimg 2: SA mind blast; 52 M: ML champion (15); Int genius (18% AL
LLH: NP 9,000




The Mad One, male human P7 of Incabulos: AC 6 (scalemail s MV 12;
hp 30: THACO 161§ with seiff of the serpent )i #AT 1; Dimg 242
{staff af the serpent); SA poison artack: SZ M (411" wall) ML eliee (13);
Str 10, Dex 9, Con 9, Inr 13, Wis 13, Cha 14; AL LN: XP 1,400.

Specsal Abilirses: resistant to disease and slimes (20%), hypnotism,
'ffﬁg'"l‘“'-

Special Equipment: staff of the sespetit {adder).

Spheres: Major—AlL Astral, Healing (reversed), Necromantic
(reversed), Slltnmnuu'u_g. Sun (reversed); Mmor—Divination

Sprffs Memorzzed (4/3/2/1 % DM's ¢hotce.

12. Temple of Hextor
The temple of Hextor is more of a waning facility than a temple. Once
a small warehouse, it was stripped of its fumnishings and filled to capaci-
ty with slaves and prisoners of war, who were then slaughtered to 2
man, Now the five priests of the Scourge of Battle hold worship servic-
es here, as well as traming the devour in war, The high priest 15 Satran,

W
1,

a grim man with gray hate and a lust for war.
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Satran, male human Pé of Hextor: AC -2/ (plate mail of etherealtiess);

e
(o

SPJI'JJJ Abilitses: Infravisron 6, {CJ‘E‘;‘.'I'J'}!_I'. mind hlase {save vs. wands
ot be stunned for 3d4 rounds), Ar will (7th level ' —chamm person; charm
monater, suggestion, ESP, Ievitare. astral projection, plane shift. Canses a

-4 i"f" Iﬂh\' o saves aga mst s E‘l_\W(’.'l'.\'.

10. Temple of Erythnul
This remple is a converted butcher shop, The single priest 1s an odd-
looking human who has very feral features, as if he were part gnoll.
This man, Renchen, is a priest of Erythnul. He preaches to the people
sleeping in the nearhy tent district, sometimes during the day and some-
times in the dead of mghr, This hnrdil\- makes him popular, and it is
only his power as a priest that keeps people from trying to use force to
shut him up. Sull, many pirates and humanoids pay him for a blessing

before they go riding.

Renchen, male buman P8 of Erythnub AC 7 (leather +17; MV 9, hp 48,
THACH 16 (14 with mace +1, Str bonies )} #AT 1;: Dmg 1d6+3 (mace
+1, Sor bonus); SZ M (68" rally; ML elite (13); Ser 17, Dex 9, Con 9,
Ine 13, Wis 14, Cha 6; AL CIN; XP 975.

Spheres: Major—All, Combat, Healing (reversed ), Necromantic
(reversed)), Ssanmoning: Minor—Creation, Protecion, Sun (reversed ), War.

Spells Memaorized (5/4/3/2% DM's choice.

11. Temple of Incabulos
The priest of this temple is, to put it bluntdy, a madman. He screams at
any hour of the day or night, calls out prayers to his god and curses on
nseen enemies, cists money and rocks into the Iva}-, and burns black
candles whenever a ship enters or leaves port. So far, the Mad One has
not harmed anyone in the three years that he has lived here, and the
town has been free of plagues during that time, so the authorities let
him stay. The temple is just an abandoned honse with a bar of bronze
twisted into the shape of a possession rune nailed to the door. People

leave coins in front of the door to ward off sickness.

Slavers

MV 9; hp 42; THACO 18 (17 with morning star); #AT 1: Dmg 2d4+1
{momitigstar, Sre bonus ) SZ L; ML steady (115 Int 10, Wis 14: AL CF;
XP 120,

Special Equipment; plate mail of etherealness (5 charges remaiming),

Spheres: Major—All, Combat, Elemental (Fire), Healing (reversed),
Law, Necromantic {reversed ), War; Minor—Summonmyg, Sun (reversed),

Spedls Memorized (3/3/2): 1st—commuand, shillelagh, protection from
gw& 2nd—barkskin, flame blade, .\;prnm,!f harmmer, 3td—cause disease,
dispel magic.

13. Temple of Nerull

When Tarish sought to make a temple to his god i this city, he was
drawn to this location—an orplumgc where humanoids murdered all the
young residents m their hiding places. Tonish had the windows boarded
up and the building pamred black. He and his two assistants hold services
every week to the Harer of Life, sometimes attended by murderers-ro-be
or especally nasty humanoids.

Torish himself is a normal-appearing man i his early thirties. When
he 1s encountered outside the temple, it 1s hard to believe that this man is

a heartless killer.

Torish, male human P6 of Nerull: AC 4 (banded mail); MV 9; hp 25;
THACD 18; #AT 1; Dimg 1d6 (seaff); SZ M; ML elite (13); Inc 8,
Wis 12; AL CE; XP 120.
.‘;plrn'rr:ﬁ Major—All, Astral, Combar, Guardian, Heali ng (reversed ),
Necromantie {reversed ), Sun [ reversed )y Mimor—Charm, Divination.
Spefls Memarrzed (3/3/ 2% Vst—cause light wounds, darkness, magical
stone Jtld—f:uhl'}w'rwu, silensce 157 cadius, .uflm'rud.f harnmer; 3rd—cause

blindness, cause disease.

14. Tcmplc of pyre::uius
This place is a maxure of temiple and storefront. Malav and her
acolytes spend most of their time between services preparing poisons
and flavorful sauces, which they sell to anyone interested. While



Pyremius is also a fire deiry, pressure from the Slavelords has caused the
priests to limit their preaching of thae aspect of the god.

Malay, female human P6 of Pyremius: AC 6 (scalemail; MV 9; THACO
18 (15 with crossbow of accuracy): AT 1; f.\mg 1d6 u"|n.m.-r.~:..f}‘ or
1d4+1 (crosshow of accuracyl; SZ M: ML averape (10 line 10, Wis 12;
AL NE: XP 420.

Spheres: Magor—All, Combat, Creation, Elemental (Fire), Guardian,
"{nlnmnm_ng'. Minor—Divination, Healing: Mecromantic, Planr,
Protection.

Spells Memorized (3/3/2): Lst—cause light wounds, darkness, detect
snares; 2nd—ilame blade, heat meral, restsr fire: -"ru‘[-—{’n‘r:‘rl'mn from

fire, pyrot echnies.

I5. Temple of Iuz
Marten is a very unpopular person in the ciry. He constantly com-
plains about the Slavelords, how he should be in CI'l.]rge of Highport,
the living conditions in the city, the lack of reverence for the great
luz, and anything else thar happens to have earned his ire thar day.
The Slavelords rolerate him because he irritares just about everyone
and acts as‘a [|g_hrnlng rod for pcuplcs' anger. The priest seems to
know just when ro get quier; for the Slavelords will eliminate him if
he goes too far.

Marten, male human P4 of luz: AC 7 (studded leather s MV 12: hp 20
THACO 18 (15 with staff of striking); #AT 15 Dimg 1d6+3 (seaffaf
smkmg - 52 M; ML champion (16} Inc 9, Wis I5: AL CE: XP 175

k}q‘-,-,.'”f Abilires: change self _l,-'-d.:.u' :

Special Equipment staff of strkang (13 charges).

Spheres: Major—All, Chaos, Charm, Combat, Healing (reversed),
Summoning, Sun {reversed); Minor—Divination,

Necromantic (reversed),

Spe. Is Memonzed (5/3): 1st—cause hghe wounds, command, darkness,

detect good, detect stares; 2nd—flame blade. heat meral, resist fire.

I6. Temple of Vecna
The cult of Veena in Highport has only a handful of low-level priests,
led by a necromancer named Gotto. To supplement Gotto's dozen skele-
ton servants, the cult has tamed a young basilisk, which is used to guard
the temple in the off hours (the basilisk normally wears a gauze head-
dress that prevents it from inadvertently using its stony gaze). The
priests ire allowed to keep such a dangerous creature because they have

sworn to employ it in the defense of the city if necessary,

Gotto, male human Nec7: AC 7 (Dex banusj; MV 12 ]1}" 23; THACD
18; #AT 1; Dmg 1d6 (quartersraff); SZ M: ML champion [16; Int 15,
Wis @ AL CE: XP 175.

Special Equipment: duse of sneczing and choking (13 packers): porions
of stone to fesh, guant control, and undead control,

‘\pn.'!'f:\r Memorrzed (4/3/2): DM's choice

Basilisk (1) AC 4; MV & HD 6+ 1; hp 3L T HACO 15; #AT 1; Dimg
1d10; SA petrify; SZ M; ML steady (12); Int amimal (1) AL N; XP 1400,

Skelerons (12): AC 7; MV 12, HD |; h];- 5: THACD 19; #AT 1; IZ'.'mg

1dd6: 5D half damage from bladed weapons, tnumune to mind-affecring
spells: 5Z M ( 6" tall); ML fearless (20: Int non- (0} AL N; XP 65.

17. Temple of Maglubiyet
Maglubiyet, the head of the goblin and hobgoblin pantheot, requires
sactifices every new moon of creéatures with souls, and the prieses of this
temple (both goblin and hobgoblin) are happy to oblige with fresh
slaves, The high priest is a hobgoblin shaman named Jukko, the spiritu-
al leader of the goblins and hobgoblins of the city (while most pay
homage to the Earth Dragon, they retain loyalty to their racial patron ).

Jukko, hobgoblin shaman P4 of Maglubiye AC 5 (chamnmail ), MV 9;
hp 21; THACO 18; #AT 1; Dmg 1d8 (bartle-ax}; SZ M (6" tall); ML
steady (110 Ine 10, Wis 15; AL LE; XP 35.

Spheres: Major—All, Combat, Divination, Flealg, Necromantic
(reversed). Sun (reversed), War; Minor—Charm, Creation, Guardian,
Protection; Summoning, Wards.

5}-:-”.\ Memortzed -"'5/3_‘-.‘ DM's choice.

18. Stockade
This fenced-in area is guarded by warriors with crossbows Ioaded with
sleep-porsoned bols. It contains-a large open yard in front of a raised
platform from which slaves are auctioned, a small smithy for making
chains and collars, and a lng }.mildi.ng with many smaller rooms in which
the slaves are sorted and detained. Normal procedure 15 to bring new
slaves in from the docks, sort out the healthiest anes, and send them into
the building with the goal of preparing them for the weekly trip ro
Kalen Lekos in the Dr'.lc]'lensgrab Hills. The inferior slaves are washed
up, given some gruel, locked in some of the rooms overnight, and then
sold on the block the next day. The opening price for a typical human
slave starts at abour 5 gp here, with demthumans (especially dwarves and
elves) starting ar up o three times as much. At the end of the da_\', any
unsold slaves (particularly ones that weren'r accepted at the opening bid)
are auctioned singly at a discount or in lots at the single-slave rate. This
is normally where the temples prck up their sacrificial victims; they aren't
too picky unless a spcci;lf ceremony calls for a quality sacrifice.

The auctions are open to anyone within the fenced area, and bids
must be in increments of 1 sp. Chains on a slave cost an extra 3 gp, bur
a buyer can provide his own chains or ropes and not pay this extra fee
(city law requires that newly bought slaves cannot be removed from the
stockade unless they are in restramtes).

Much of the menial labor in town is provided by slaves, and with the
numbers of humanoids around, the rate of attrinian for some types of
slaves tends to be high, especially since the humanoids tend to be very
cruel to slaves, shortening their tmserable life spans considerably, Some of
the wealthier (and evil} warmors sometimes buy slaves, set them free out-
side the ey, and then hunt them down like animals, Stortes of this hunt
circulare among the slaves in the stockade, and so they will be fearful and
untrusting of any “benefactor” whe chooses to “free” them outside of the
city unless rxcupuun.ﬂ measures are taken to prove good intentions.

19, Guardhouse
Braks houses the city guard here. The guard usually numbers about one
hundred, but he can easily conscript another two hundred in less than a
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day. Mosr guards are humans or humanoids of levels 1-3, with a few
officers of levels 4—6 thrown m o take care of routine marters.

The guards travel in groups of ten and respond quickly to any distur-
bances. They are easily identified by a blue sash tied diagonally across
the shoulder and chest. Each carries a signal horn in addition to his.own
weapans and equipment, which is used to call for help with something
that is too much for anly ten men to handle. Pulling a weapon on a
guard is grounds for imprisonment (should the offender survive being
subdued ), while striking a guard with a fist is somewhat less serious,
Most offenses are punished by fines or temporary incarceration in the
jail beneath the guardhouse. The more serious crimes result in execution

or enslavement as decided by Tanva and Braks, who review all records of

crimes as part of their duties as rulers of the city.

20. The Fat Cow
This food store (mamly dned meats) 1s only unusual for its patron, a
nondescript man named Shem, Formerly a mercenary in the town of
Fax, he packed up his things and moved o Highpore when Turrosh
Mak took over, However, Shem has not been himself for some time.
He is actually under the control of his short sword, an intelligent
weapon that has dominated him completely. The sword, Mouth of a
Graveyard (see the New Magic Items appendix), is inhabited by the
spirit of & paladin who wishes to overthrow the Despor. The paladin
has established this business as a way for her to observe what goes on
here and figure out a way to strike at Turrosh Mak, So far, she (the
sword) has been unable to determine where Turrosh Mak lives (the
Despot is assumed to live in Stoneheim, but she cannor determime
where), which has been the greatest hindrance to moving forward. (Of
course, Turrosh Mak actually spends livtle time in Stoncheim, which is
why the paladin-sword s having such a hard ime finding him.)

Shem, male hwman F5: AC 7 (shield. Dex bonus); MV 12; hp 32;

THACO 16; #AT 1; Dmg 1d8+1 (longswerd+1); SZ M; ML steady

(12% Ser 14, Dex 16, Con 9, Int 9, Wis 8, Cha 7; AL NG; XP 65.
Special Eqw.vmdnr: Mouth of 3 Graveyard.

Orc Districts
Each of the orc districes on the map is home to one munor mribe of orcs.
Their buildings are universally run down, and the entire area smells par-
tcularly bad. Ore hunting parties make daily forays into the grassland
nuljldL of the city in search of meat to supplement the food ihl:y buy,
and those on the waterfront do a lot of fishing as well. Unlike in ﬂrcdd.
there is very lictle territorialism between the districts. Ores can enter the
human areas, and vice versa, but there is little incentive to do so other
than as a means to get to another part of rown.

Ores (#—24): AC 6 MV 2 HD 1: ||]~ 5; THACD 19 #AT 1. ])mg 148
longsword j; SW fight at =1 m sunlight; SZ M | 6' tall); ML seeady (12);
Int average (8):; AL LE; XP 15.

Special Abilities: infravision 60,

Notes: Ores use smpang and ambuosh antacks. They hate dwarves and
elves and will fight them firse. Females fight as f\c:l.wgﬂhlms. and young
fight as goblina,

Ore chieftain (1) AC 3 MV 9 HD 3 hp 16 THACD 17; #AT 1;
D‘“l- 1d8+3 ( I-nngswurd_}, SZ M ML elire (1335 Ine very (12); XP 65

Ore shaman P§ of Earth Dragom: AC 6 (scolemail); MV 9; HD I; hp 5;
THACO 19 #AT 1; Dmg 1d6+44 (pick, Earth Dragon bomus): SZ M:
ML atc.ld:r l,'lZ}; Int 10, Wis 13; XP 650,

Spheres: All, Combar, Elemental (Earth), Healing, Protecrion, Weather:
Minor—UDivinaton, Guardian, Travelers, Wards.

Spells Memortzed (4/3/1 1 Lst—cause light wounds, darkness, detece
evil, magical stope; 2Znd—obscurement, resist fire, spurcual hammer, 3rd—
stope shape.

Ore witch doctor, M4 (1) AC 6 (ring of prorecion+2, Dex bonus );
MV 9; HD L bp §; THACD 19 #AT 1; Dmg 146 (quarterstaffy S M;
ML sready (12; Ine high (13 XP 450,

Spells Memorized {3/ 2); |st—grease, magic missile, sleeps 2nd—ESP,
wieb,

Humanoid Districts
Each of the humanotd districts in the city tends to be exclusive to one
sort of humanoid. The eastern part of town has gnolls; the western part
has hobgoblins, goblins, ind small groups of notkers. The southwestern
humanord district 1s another goblin haven, and the small group near the
Lord's Palace is entirely composed of orogs. Like in the orc parts of
rown; the buildings in these regions are in a state of disrepair and smell
foul. The only exception ta this pattern is the orog tribe, which is near-
[y i.ndxstingmshal:-lc from a human diserict except for the decorations
they use.

Bughca.rs (6—24): AC 53 MV 9: HD 3+1: hp 16: THACO 17: #AT 1:
Dmg 2d4+-2 or weapon +2;: 5Z Ly ML steady ( 11} Int low (7); AL CE;
XP 120,

Special Abiities: infravision 60'; Mave Silencly 80%: -3 to surprise.

Gnolls (?—-11): AC §; MV 9; HD 24 h'p 11: THACD 19: #AT 1: Dmg
2d4 (broadsword ) 82 L (7" rall); ML steady ( 11); Int low (6); AL CE;
XP 35,

Gublins (4-24): AC &; MV 6; HD 1-1; hp 4: THACO 20; H#AT 1
Dimg 1d6 (short sword): SZ S (4" eall); ML average (107 Int low. (5); AL
LE; XP 15,

Hobgoblins (2-20%: AC 5: MV 9: HD 1+1; hp 6: THACO 19; #AT 1
Dmyg 1d8 (battle-ax); SZ M (6 tall); ML steady (11; Tnt average (8);
AL LE; XP 35,

Ogru (1-8): AC 5: MV 9; HD 4+-1; ]'1p 28; THACO 17; AT 1;
Dmgp 1d10+2; 5Z L (9" tall), ML stendy (117 Int average (8); AL CE:
XP-270,

Human Districts
The human parts of town show the highest degree of attention to pre-
serving existing buildings and the most new construction. In addition to
homes, the human districe has more shnps than other parts of town,



and these shops are patronized by all inhabitants of the town, regardless
of race, The slaves in the human districes are berter treated than else-
where, and some have a remarkable degree of independence. given their

circumstances {although almost all still are chained or wear some sort of

collar),

Guardsmen, F2: AC 7
H#AT 1; Dmg 1d6
AL LN; XP 35,

studded leather); MV 125 hp 12; THACO 19;
short sword ); 7 M: ML average (100 Int B, Wi 9;

Slaves: AC 10: MV 12 HD 1: hp 3;
knife) SZ M; ML average (10

THACO 20; #AT 1; Dmg 143
; Ine 9, Wis 10; AL N; XP 7.

Tent Fields

These are the poorer parts of town, little more than areas of clear rub-
le dorred wath tents or lean-tos and inhabited by the most wretched of
the free populace, Some crafty folks eamn a small amount of money
renting sleeping space for 1 sp a month, They justify the price by hay-
ing guards watch over their lots to scare off thieves and assassins. There

Is itﬁu‘lli} one gu.lr.:i of level 1 or 2 per l“('—iu:ﬂl-n-.ludrc area,

The Piers

About T:ull-o!'}'iighpun's ariginal piers are completely ruined. The local
authorities have towed derehict ships into place on these PIETS Lo use a3
additional storage space, as well as to confuse would-be artackers about
which piers are actually viable. The remaining piers either survived the
Night of the I’)im::f)' Spear or have been rebute since thar time. The
prers are almost exclusively used for trade, with only ane near the east-
ern part of town having facilities for making reparrs. Ships are not buile
at Highport, since the Port of Elredd can do a much betrer job of ir. As
many as 1d104-2 .-.Hlps (pirates, slaving vessels, or warships | are in port
on any p'.lr[!L‘u].lr day

f:ug: D 90%20%4.5: MV 9 sail: Manv, 1d6: Crew 4-20: AC 7: SP 51:
Armup to 2 hvy amillery and 1 Ir armillery; Ram 0; Cover 45 AC: Saves

1o SZ Lo C

Zargo 150 m; Pass 5.

Cog captain, male human, F4: AC 3
MV 12; by 27: THACO 17

#AT 1(3/2 with cutlass. specialization) or 2

(studded leather; shield, Dex bonus;

15 with cutlass +1, 16 with }ft::gl‘um b

2: Dmg 1do+4 (cutlass+1,

s 52 M; \‘.IJ'.. champion
(15} Str 16, Dex 16, Con 14, Int 13, Wis 12, Cha 14; AL NE; XP 650.

Str bonus, specialization) or 1d6/1d6 (langbow);

Cog pirate, male human F1: AC 7 (leather, shield);
THALCO 20 (19 with cutlass )
ar 2: Dmg 14642

ML elite (13} Int 9: AL NE;

MV 12; hp §;
#AT 1 (3/2 with cutlass; specialization)
SZ M;

cutlass, specializacion)) or 1d6/1d6 (shortbow);

XP 35,

(.'“s caplain. muale ore F3: AC 4 __fh,mun;n]. .~||n-!r|_-; MV 9. E:p 24;
THACO 18 (16 with bartle-ax ) #AT 1 (3/2 with bactle-ax,
.‘;u-.'r.:lrf_'lrmn i Dmg 14843 (bartle-ax, spfcmlmirmn or td4 (Lighe
+ SZM (5'7" rally; ML elive (14); Ser 17, Dex 12, Con 15,
Int 11, Wis 8, Cha 12; AL LE: XP 120,

crossbow
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Cog pirate, male orc: AC 6 (studded leather, shield); MV 9, hp 6;
THACO 19: #AT | o 2: Dmg 148 (batele-ax ) o 1d6/1d6 (shorbow);
SZ M; ML steady (12); Int'8; AL LE; XP 15.

Coast Road
Thus dirt road peters out inco little more than a trail after a few miles,
since most traffic to the east is carried by ships. The rrail wanders past
many abandoned and 11LIl'l'l.'&l'lt‘ilc]-nccl.ipll.‘d villages, including the fores
owned by the Bloody Ax -ﬂ-mUs. the Saltburner ores, and the Ichor
kobolds.

Suss Road
This dirt road is in somewhat better shape than the coast road; most of
the tribes passing through this area follow it into the Wild Coast. The
road passes |]1T(‘I.lg11 the edges of the territories of the Bleeding Moan
gnr.nl[s and Kraken hobgoblins, skirts the Suss for a short time, and then
follows the coast to Elredd.

Slave Road

The Slave Road is named for the numbers of slaves who walk 1t going
to or [rom Kalen Lekos. It is paved with bricks, and in the lowlands it
is wide enough for two carts to pass cach other, while in the mountains
it narrows to the width of one cart (paved turnouts in the mountains
allow cares to pass).

SLAVES TO THE Mountain

The Road South
Groups heading from Highport to Kalen Lekos travel the Slave Road.
The entire length of the road is patrolled by mounted squads from the
city (1d6+6 human, ore, or half-ore soldiers of levels 1-3 plus a captain
of the same race and level 4-6), who range back and forth from the two
ends of the road. On any given day, a squad will be encountered by any-
one traveling at a walking rate. Those traveling by horse or carviage are
likely to meet two or more squuds. The presence of these patrols keeps
the threat of dangerous encounters low (5% chance per day of encoun-
tering an aggressive hunting party of humans, orcs, or half-ores number-
|T‘g ]d“i+5|, nll[l-l(“lgl-l [']'N:‘ ﬁ{\ld]('.rﬁ wi” 5!'[1? .'“'ld l”'fr‘rl\gplll," :ln"l"}l\l' rh(_'"
deem suspicious (such as people wearing obyious holy symbaols or
insignia of good religions or nations), They escort strangers to the clos-
est city if their suspicions cannot be allayed.

The other common sort of encounter along the road is a cavavan with
either slaves (40%) or trade goods (60%) heading i either direcion. A
caravan has 1d4+1 wagons, 3d4 guards (fighters of levels 1-3), 244
teamsters [ classed or unclassed persons of levels O-1, cypically fighters or

thieves), and one leader {any nongood class of level 1d4+43), A caravan
with goods will have 1d4x100 ap worth of gnmls per wagon and 10420
gp worth of coins and gems on hand. A slave caravan wall have 1d4-+4

slaves per wagon, an additional 2410 slaves chained or roped behind the

last wapon, and 10410 gp worth of coins and gems. Caravaneers don't
want any rrouble and speak little o those they see on the road unless
they wear the colors of a soldier from Highpore or Kalen Lekos.

The way stations .-1hmg the road are wooden or stone blifid{]ig:- with
fireplaces, capable of holding ten people comfortably. Each way station




has hitching posts and some source of warer—cither a series of barrels
to collect minwater, a well, of a nearby stream, Every one also has a
well-protecred stare of dried rations as a contingency against a disaster
in the area. They are placed abaut every 15 miles (a day's walk)) apart.
It 1s common to find a p:ln'ﬂl at each of these locales ar day‘s end,
Eventually the road divides, and a paved path winds its way
Mount Drachenkopf and passes through a pair of towers that flank the
Slave Road's entrance to Kalen Lekos, the secret capital of the
Slavelords, Everyone is stopped and questioned [!'Ir the ciry guards. Thcy
are asked their plact of origin ("Highport™ is a sufficient and standard
answer ), their purpose for visiting the city, the number of people and
slaves in their party, and how long they expect to stay. This information
1s recorded by the guards on dur)'. and if it s acceptable, the group is
allowed to enter. If thewr answers prove urmccr:pmble. the guards will
attempe to arrest the interlopers and hold them unril they can be inter-
viewed a supt'rinr officer.

The Road North
Groups heading from Stonehem to Kalen Lekos travel the Brick Road.
This journey is similar to the one from Highport. Guard patrals will be
identical th aumber and frrqumq; to the ones on the Slave Road,
except that [I'lt‘}' will be of muxed races. They will likewise interrogate
questionable travelers and escort to the nearest city anyone who can't
justify his or her presence on the road.

Caravans on the Brick Road are similar in composition to their
northern counterparts, except that they carry smelted gold (20%),
goods (50%), or slaves (30%). Gold caravans will only have 1d2 wag-
ons, each holding 104100 gp worth of gold, Slave caravans will only
have 1d4+2 slaves per wagon and 2d6 slaves following behind, The
caravaneers have the same attitude as the ones on the Slave Road.

The south side of the Drachensgrabs is more heavily populated than
the north. Many mining commumnities rely on trade from the cities to
support themselves. The way stations here contain the same sorts of
buildings as the ones on the other raad. These remain unoccupied except
for guards and caravaneers by the law of the Slavelords, but each has a
small inn (more comfortable than the lonely building and able to pro-
vide a hot meal and a few drinks) and several small shops that cater o
the needs of traveling merchants, lonely guards, and lonelier miners.
Prices here are double what they swould be in a typical city, but those
traveling this path welcome the comforts these places offer.

The Brick Road finally divides, the main piece joining up with the
Slave Road, while a paved side avenue crawls up Mount Drachenkopf,
through a mercenary camp in the employ of the Slavelord cty. and to a
pair of towers like those that guard the Slave Road. Visitors here are
questioned in a like manner before being allowed into Kalen Lekos,

The Broken Ones
Markessa the Slavelord is notorious for her experiments to reshape the
living through surgery without anesthesia. Many are fatlures, and those
who manage to live are turned our to be exposcd to the biting winds
and icy nights. Despire the overwhelming odds, some survive by finding
shelter in shallow caves and rude hollows and foraging for foed on the
rocky mountainside: If the heroes thoughe thar humanoids were ugly,
wait until they encounter the horror of the Broken Ones.

Slavers

Broken ones, ltsser/g'cal:cr (312 /1—4) AC TS MV 9 HD 3/5; l‘i‘p
17/26; THACO 17/15: #AT 1; Dmg 1d6 or 1d8+44; SD regenerarion |
pt/rd; SZ My ML unisteadly (7)/steady (11 Inr 7/13; AL NE;

XP 175/650.

Nortes: The horribly malformed survivors of Matkessa's experiments
may possess aniinal fearures or other abilities (night vision, keen hearing,
surgically artached natural weapons, Climb Walls abiliry. speak wich
animals, and more). They congregate with their own kind, attacking
villages and travelers to seeal supplies. The Broken Ones believe that
Markessa is their god and creator, and they worship her with the same
terrot and fervor as the fathful followers of the Earth Dragon.

Blue
Unlike Highport, which fought valantly to protect itself against the
humanoid hordes, almost everyone in Blue with any military or combar
skill fled to the seas when the orcs attacked, leaving the weak, the old,
the defenseless, and children to hold back an-army. The ity surren-
dered almost instantly, and the surprised attackers found themselves in
charge of a large population of hiunans, which they promptly enslaved,
putting any who resisted to the sword. The humanoids fought over the
spoils of the city and ate its stockpiles of food while the humans gor
used to their new status. When food !mppﬂes began running low, the
ores turned vo the human population for their next meal. Fortunately,
same of the smarter slaves were able to convince the ares thar many of
the slaves were fishermen by trade. or at least had a familiarity with
boats, and could do more than just menial labor for their masters, The
ore leaders saw the brilliance of this plan and began senrhng groups-of
human fishermen out into the strait of Geamat to collect fish. Each
ship was garrisoned with well-armed ores in case the slaves were of a
mind to mutiny or escape. In addition to fishing, the orcs huneed the
farm anirnals that had gone wild since the invasion and began trading
with some of the more amiable tribes.

As the years passed, the older humans died off or were killed by the
ores when they became useless, The human children vaised in this envi-
ronment gained an appreciation of strength giving the right to rule and
violence as an accepted means to solve conflicts. In shorr, they may have
been human by birth, but they were being raised as ores. Many turned
traitor to their own kind and embraced their orcish neighbors, earning
superior jobs as most callaborators with oppressors do, Some of these
humans even camed their freedom due to exceptional service or
honor-battles with champions of othet ore tribes, These humans (and
other evil-minded falk that nugrated to the city) became a significant
part of the population. Meanwhile, a generation of half-ores was being
bom, some af them zlaves, some of them free, further mixing the popu-
lation of the city. Two generations after the fall of the airy, it was
inhabited by a mixture of races and social classes with blurred bound-
aries; entirely evil, but functional and united against any opposition.

This state continued until the nse of Turrosh Mak. The half-orc
champion won over the leaders of the city with praise, gifts, and prom-
ises of glory in the new era of the Orcish Empire. Within a few weeks,
the entire city had begun a transformation from a home of fishermen
and pirates to a fortified base of operations for piracy, rrade, slaving,
and naval warfare. Large earthworks were built around rthe city walls
and squat defensive mounds built upon them. Aquatic humanoids and



gargoyles have been recruited ro establish camps in the nearby caves.
Additional piers were built, and 2 large section of the port was convert-
ed to repair and upgrade ships to military standards. Now ships from
many allied nations of the Pomarj and Slavelords-stap at Blue, and the

mcreasing number of Pomary warships (supplemented by flagless vessels

from the Brothethood) mn this area keeps the threat from Irongate,
Ulek, and Keoland at bay. It is not known who would win if the two
groups engaged in a full-scale naval combat, but the results would surely
involve a great loss of life on both sides.

In addition to the threats from other nations, Blue seems to be a
choice target for sahuagm attacks. Even more so than the rest of the
eastern coast of the Pomary, the ciry suffers regular attacks from the sea
devils, ocourring at least once a season in great numbers for the past
two years. This attention has warranted the building of a defensive wall
.\]ung_ the docks: 20 feer ]\ig]t and :am-pl_\- canted, it has numerous holes
that allow boiling or buming oil to be poured from its top surface and
out the side through numerous smaller openings, creating an inferno of
death against any invaders from the sea. The Dock Wall (as it is called)
has large gates made of bronzewood and covered in a thick grease that
is difficult to bum, which allows the incendiary attacks to be used with-
our tisking a breach in security, The gates are usually left apen but can
be held shut with ron bars.

Blue is an unremarkable city, looking much like Dyvers or Highpore
except for the Dock Wall and the 20-foot-thick earthworks outside the
outer wall. Its population has become so homogenized m the past half-
century that there are no true racial districes anymaore; ore lives next to
half~ore who lives next ro human, all of them owning slaves of various
races. Even the ties of an orcish tribe have weakened. An orc of Blue 1s
more likely to consider his allegiance vo the city before a tribe associa-
tion (assuming the orc has any ties to a tribe at all, since many have
interbred among tribes or have human ancestors).

Slaves i Blue are ::urm;lli}.' branded or attooed with the rune mean-
ing “thrall” on the forehead or right hand. Those rare slaves who earn
their freedom have the “opposition” rune branded or tattooed over it
Maost of the fisherfolk of the city are still slaves, but only nominally so,
As in Highport, crime here s punished by mmprisonment, enslavement,
or execution, although recently floggings have become popular, with
bets being made on the number of lashes a crinunal can take before cry-
ing out m pain. However, most of the acts considered crimes in a civi-
lized city go unnoticed here, Only theft and attacks that resulr in death
or great bodily harm result in the intervention of the law. As such, all
free people in town are proficient with some weapon, and most slaves
are allowed to carry knives to defend themselves against anyone but
their owners.

Blue is ruled by a council of three, appointed by the Slavelords for
life. Their main duty 1s to see that the trade goods are nor hindered,
rogue pirates are dealr with, and crime is kept to a mintmum, L"un'n:nl.l_\'
the couneil is an even mix of an ore, a human, and a half-ore, all very
loyal to the Slavelords and very rich even before they got their current
positions.

Ore chiefrain: AC 3 MV 9: HD 3; hp 16; THACO 17; #AT I; Dmg
1d8+3 (longsword )y SZ M; ML elite (13); Int average (10 AL LE;
XP 65.

Half-orc chieftain, F7: AC 4; MV 9; hp 42; THACO 14; #AT 3/2;
Dimg 1d8+1 (bartle-ax}i 2 M; ML champion (15); Int 12, Wis 9; AL
LE; XP 65,

Human warrior, F5: AC 7 (studded leather ) MV 12; ]'1[\ 32; THACD
16; #AT 1; Dmg 1d8 (bastard sword); SZ M: ML steady (127 Str 15,
Dex 12, Con 10, Int 9, Wis 8, Cha 7; AL NG; XP 65..

Stoneheim
The capital city of the Pomarj is a small but well-built ity that suffeved
little ar the hands of the humanoids. Following the Hateful Wars, the
humanoids artacked the cities of the Pomarj and found Stonehein to be
a rich target, full of gnld from its mines and led by pco‘ple grown fan
and lazy on their wealth, relying on mercenary bands to guard them.
Upan seemg the armies of orcs pouring over the horizon, most of the
meecenaries wisely fled, with a few tumning on their employers and seiz-
mg the most portable riches before ﬁ)ﬂowmg suit. The orcs crashed
into the city, killing those who stayed and causing the rest to scatrer
into the hills, Amazed at the amount of gold in the city but under pres-
sure from other tribes behind them, the ores picked up whatever loot
they could, spent the nig]'l{ in the city, and left the next day to pillage
the nearby towns and villages.

As the survivors trickled back into the city, several of the more pow-
erful mercenary bands returned to Stonehetm and seized power, pro-
claiming themselves the new lords of the city. The atizens were too
weak and scared to resist, and agreed ro the rulership of the mercenarics
in the hope that the lure of wealth would convince them to stay and
protect the city. In a way, it did. The mercenaries closed the city to out-
siders and trained all able-bodied people in the nse nl—simp]r weapons
such as the crossbow, spear, and sling, then set them to guard the walls
whenever a threat approached.

When another small army of ores came near, the new lords called
over the wall ro the ore leaders; proposing an arrangement: The city
would give them some gold, and the orcs would leave, This agreement
would save [ives—mainly orc lives, as the eity walls would delay any
attackers, The leader of this tribe, a cunning half-orc named Narth,
agreed to the offer, ook the money, and lefr. That same tmibe later suf-
fered severe losses from unexpected resistance at one of the minmng
towns in the Drachensgrab Hills and was forced to retrear past
Stonehetm agamn, This time it was Narth who called out to the city,
offering some of their gold back i exchange for food and other sup-
plies. Seeing little harm in aiding the haggard army, the lords agreed. Ar
nearly the same time, the leaders of the two groups. came upon the idea
of an alliance: The humans were too isolated in the middle of a land
now occupied by orcs, and the ores were weakened from the attacks and
in need of a base of operations. Within three days they had agreed ro a
peace treaty, paying the orcs a small yearly wage and allowing them to
live outside Stoneheim’s walls in exchange for diverting other tribes away
from the city. Over time the arrangement became less formal, and people
began to cross into each other’s turf to barter and socialize. The town
has become fairly well mixed berween humans, orcs, and half-breeds. It 1
for this reason that Turrosh Mak chose this place as the capital of his
new empire, for he saw this as the best place for him o coordinate his
orc armies and his human mercenanes.




The mercenary lords are still in power here, but are subservient to
Turrosh Mak, When he entered the city ar the head of his troops and
told of his plan to conguer the Wild Coast, claiming Stoneheim as his
capital, the lords laughed at this usurper to therr power. Angered by their
disrespect, the Despat-to-be told the lords that one of them would die
that nighe by his own hand. He then left and v.‘.!.mpt-.d hes troops ourside
the city. When he arrived at the citadel with the severed head of the sen-
1ot lord. the others quickly swore allegiance 1o him, saving their lives and
their jobs. Now Stoneheim 15 a center of mercenary activity—mmlicary
mercenaries, not Slavers or pirates—ax well as a source of gold to pay
the marching armies and other military groups,

Turrosh Mak usually spends no more than a few days a month in
Stoncheim, taking up residence with wharever city lord he feels needs to
be brought in line ar thar tme. While he is there, he monitors the
amount of gold being produced, the status of mercenary bands entering
and training in the city, and relations between the southem tribes, OF
particular interest to hum is the citadel iself, che lower levels of which
have been sealed off by magical protections since the invasion of
humanotds from the Lortmils. The mercenary lords have proven unable
to breach them, and Markessa has had little time and not a great
amount of interest in mvestigating the citadel’s sealed dungeons, despite
rumors of treasure and magic that are said o Lie there, Even an expedi-
rion by Baron Rourk Splinterstone of Ulek failed to gain entry to the
dungeons, although 1t did suceeed in killing a surprising number of ores
and human mercenanes before retrearing to the safety of che Ulek stare,

The road leading north, the Brick Road, is frequently patrolled by
mercenartes and troops from Stoncheim. The road to the south, the Sea
Road, splits after a few miles into several smaller roads that lead to vari-
ous fishing villages and small ports on the coast of the Azure Sea. An
older road goes west to link several forts and towns in thar part of the
Pomag, L‘wmtu:lll)' connecting to Havenhill in the P'rincipnlit_\‘ of Ulek,
although the last hundred miles-or so has become less defined since the
conquest of the land west of the Jewel River.

Mercenary captains, human F8: AC 3 (plate mail); MV 9; hp 48:
THACO 13 (12 with longsword ); AT 3/2 (2 with longsward,
sp:ci.ﬂi)’atinn'; Dimg 1d8+2 (longsword, specialization); SZ M; ML
ch.\mplnn (16% Sir 15, Dex 12, Con 15, Ine 10, Wis 10, Cha 11; AL
LN: XP 650,

Notes: There are eight ruling membets of the current Stonehierm
connal, bur this number vanes from 6-12 aver tme. These men and
women are confident and perhaps a little boastful from within the safety

of the ciry's walls.

Sergeants, F5: AC 6 (scalemail )y MV 12; hp 30; THACD 16; #AT L
Dmg 1d8 (longsword); 52 M: ML steady (12); Int 9, Wis 10; AL LN;
XP 175

Notas: Unlike their captarns, these soldiers don’t nund cracking a few

skulls or breaking 2 few hones.

Soldiers, F3-F8: AC 6 (scalemail s MV 9: hp 7/level: THACO
18/17/16/15/14/13; #AT 1 (F3-F6) or 3/2 (F7-F8); Dmg 148
longsword ; 52 M; ML elite (13); Int 9. Wis 10; AL LN;

XP 65/120/175/270/420/650,

Mages, M5: AC 10; MV 12; bp 14; THACO 19; #AT 1; Dmg 1d6
(quarterstaff); SZ M: ML elire (137 Ser 9, Dex 11, Con 9, Ine 15, Wis 9,
Cha & AL NE: XP 270,

Spells Memonzed (4/2/ 1) 1st—armor. calor spray, magie mussile,
sleep; 2nd—srinkig cloud, web; Ard—fireball.

MounT DRACHENKOPF

Mount Drachenkopf is one of the peaks in the ceneral range of the
Drachensgmh Mountains of the Pomarj. It was Iong the accasional
home of various clans of Kumans that lived n the region and wor-
shiped the Earth Dragon. Since the conquests of Turrosh Mak,
human tribesmen have taken to hiding or fled to one of the lowland
cities and are now i minor part of the pupulatmn found here.
However, the mountain is still an important place, for the Earth
Dragon’s main temple is here, built on a shaft thar reaches down o
the Earth Dragon iself.

The mountain is mostly uninhabited by sentient creatures except for
the occastonal wandermg monster or orcish patrol. Dotted with shrubs,
trees, and other plant life, it makes a good home for the numerous wild
mountain goats that bound up and down its heights, The goats are
adepr ar maneuvering along the rockier portions of the mountain and
can usually escape from anything that would prey upon them (except
for flying creatures, which aren't hindered by the landscape’), A few
independent miners (orcish, human, and otherwise) are trying to strike
it rich in the many small caves on the mountainside, but these are usual-
ly chased off by the patrols or give up our of boredom,

Geats, mountain (15-20) AC 7; MV 15; HD 1+2; hp 7; THACD 19;
#AT 1: Dmg 1d3: SA d‘l.n.rge (42 to hir and damage}: SZ°S ( 3 wll); ML
average (9 Int animal (17 AL N; XP 35,

The only significant place of cvilization on the mountain is halfway up
its eastern face. Since Turrosh Mak and the Earth Dragon Cule jomned
forces, members of the small tribes have united to form a larger com-
munity. This community has grown around the main remple and is now
known as Kalen Lekos, the “C ity on the Mountamn.” This small city 1s
the true headquarters of the Slnvdurds fimded by prosperous farms,

mines, and trade.

KaALEn LEKOS

This city 15 well denignc&. h.wiltg been built by disd}:“nrd soldiers and
ardent religious fanatics, but hightly populated, having only abour five
hundred civilian residents. The buildings are all of stone blocks or
mortared stone unless the architect had a specific reason to use wood.
Since the slapes of the mountain make lind usage less efficient than in
a lowland city, sections of land within the immediate ternitory of Kalen
Lckos have been left untouched. ewher due to the hardness of the stone,
steep angles, or directives from the Earth Dragon. The result is a small
town that is spl'md out over a large area on a series of artificial rerraces,
dotred with buildings' g:m.‘lm.s. small herds of domesticated goats, and a
few guard towers. The population is mostly human, with a few well-
known half-orcs, elves; dwarves, and gnomes living here as well. The
gcuaal alig‘nmml is neutral or lawful neurral, with the priests, most of
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the guards, and many of the mercenaries being lawful evil.

Two brick roads connect Kalen: Lekos to the outside world, leading
to the north or south side of the Drachen f._g_'_ru.[.\ Hills, The north road
joins with the Slave Road from Highporr and other trails made by the
humanoid armies, The south road makes its way toward Stoneherm and
joins the Brick Road. Within the rown, the wide, paved city streets are
kept clean by slaves. The stairs and ramps connecting the terraces are
designed for casy defense; mose are only wide enough for a single per-
son [0 pass and are vulperable to JrT:ic'r:.-. from the terrace above. -I—]'It‘
defenders tacrics are to always seek higher ground.

Most everyone in this city is a worshiper of the Earth Dragon. There
are exceptions, mostly slaves ind some of the mercenaries. Worship
SETVICes are ]'ll'ld eve |'_l L_:“K_Ib'd.l‘.‘. “'I‘{JI F‘”l‘il\ .\A\:l‘!ill:i'_‘: L’i gll{]l{\ .].lllJ arg-
mals—only rarely people—taking place during these services. Pleased
with the worship and attention, the Earth Dragon has made sure that
the land around Kalen Lekos has been especially ennched for plants,
eVen more so f[hm the \ulr.‘ll‘lln. soil !‘]M where in the Fl]”.\.

The city is bordered on the north and south side by two large
streams. The gardens receive water through limited irngation from the
streams, ﬁllppltnu:m-‘r{ J“ 'IJITJ—\{T:LWH Carts wn]‘t hm'l‘eln thw;lrrr. The
goat pens abut the streams, with the far side of the stream being fenced
off to prevent goars from crossing 1nto the mam pare of town, Organic
wastes from the town are dumped into the streams, downstream of the
gardens to prevent contamination and sickness: Other waste materials
Ihq‘lt t-.'IHI‘ ‘I‘(‘ 1"”'“1‘[1 are K‘]i.\\'ilrll\‘l? Iln Llnll.ﬁ(t\‘;‘ E‘:ln_\ I.JI- mincs.

In addition ro the people of the city, a few small huts of one or twa
families are scattered abour the mountamside within a day’s walk of
Kalen Lekos, These people trade goods with the city and are followers
of the Earth Diragon. but are independent and rustic enough to want a
home away from the noise of the city. They produce only a little more
than they need, and come to the city only every month or so, but are
still under the gullcl‘al P]'{')IL‘C[IUI] u-!l the Slavelords.

TOW?TS

Each of the six towers that guard the aity stands S0 feet tall and is buile
oLt uf-J.lrgc stones n:u:t,lrt’(f lng‘ci]n“. l':.i(f\ l\.lt. rhm- :litL"1'in'~r Jl'\'l'.l‘
with a number of medium-sized rooms and plenty of supplies, Should
the town be arracked, it 1s possible ro fir most of the eitizens into the
towers, where they can survive for at least a week on stored water and
hard rations. A small catapult and ballista are atop each rower, with
twenty bolts and u‘m\.ugh gmvvl for ten volleys. Each tower 1s also

equipped with a large gong that is used as an alarm.

Barracks

Each of these barracks houses thirty trained soldiers {mostly humans
and half-ores). They defend either the roads or the high part of town
against incursions. Ten soldiers from each barracks are an Jur\ ar all
umes (usually guarding the roads into the rown as well as huru,_ sta-
tioned in the towers), with another five patrolling inside and outside
town. Each soldier has 10d3 gp worth of valuables, commanders twice
that amount; Each barracks reccives shipments of food every week from
the lowland, and is well stocked with fdrn]'-i{- armor and weapons should

they need to form a militia from civilians.
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Barracks soldiers, F2 (28 each harvacks): AC 4 chammail, shield ) MV
9; hip 15 cach: THACO 19; #AT 1: Dmg 1d8 (longsword); SZ M; ML
13% Int 9, Wis 8; AL LN: XP a5,

elite

Barracks commanders, F3 (2 each ]‘mf‘l':t‘jﬂ)' AC 5 (scalemail, shield):
MV 9; hp 21, 20; THACO 18: #AT SZ M:
ML elite (13} Inc 10, Wis 9: AL

; Dmg 1d8 (longsward ):
I.f‘-.‘ XP 65,

Businesses
This long strerch of land is much like a typical merchant's districe,
except that there is plenty of room for the shopkeepers to spread out
and display their goods without overcrowding. This means that some
go to extravagant lengths to attract business, building elaborate diora-
mas or brightly pamted signs; and some even hire entertainers to draw
in crowds, The place is often much more like a fair than a merchant
center. This terrace otherwise has the sorts of shops that any other
rown has, excepr that most of the mear sellers have goat mear and there
i an unusually high number of jewelers and fruit stands,

Dragon Stones
These four great stones (marked D on the map) are a gift from the
Farth Dragon to its city. Each appears to be nothing more than a large
rock placed as a marker, bur under the attention of four or more Earth
Dragon priests (one of which must be ar least 5th level, and the rotal
levels must be ar least 147, each one of these rocks can be used as the
focus of 2 conjure earth elemental spell (the power of the Earth Dragon
provides the spell energy; the priests just pray for a tum 1o focus irs
attention on it ). The elemental will have 12 Hit Dice and remain [or
14 turns (otherwise conforming to the spell followmg the commands
of any of the priests involved in its summoning ). The power of each
stone only works once per year, so the priests will only call an elemental

in rimes of grear need (suc ]'. as if the city is gomng to be ateacked).







Dragonnel Pens
Ths large piece of open land has four 30-foot-square barnlike build-
ings—home to a like number of dragonnels, Because the repules are
active ar mght, they Prcﬁ-r to lie abour the yard and sun themselves dur-
ing the day. sleeping mn the barns during cool or inclement weather. In
addition to this tetmace, there are two areas near the barracks by the
roads that are used by the dragonnels to take off and land.

The dragonnels are used as reconnasssance around the city and mes-
sage carriers to and from the other command sites of the anmies and the
Slavelords. Only rarely would they be drawn into combar directly: their
riders prefer to remain safely in the sky and aetack with spells or
weapons at a distance,

The dragonnels only require three to four goat-sized animals every
month for food; the normal procedure is to turn them loose in shifts
once a wcek o Iumi wdd go;lts. T'l'lt‘ I] ters |'|3\'c bl.‘l?n l.r;lm(':.i not to
attack penp]c of the city or domestic goats, and rl-u-}- have learned thar
special trears (such as beef or special meats laced with dream-inducing
drugs) await them when they return to their pens, which keeps them
from going wild and not rerurning,

Dragennels (4): AC 2 (barding; MV 12, fly 18 (C€); HD 8+4; THACO
11; #At 3; Dmg 1D6/1D6/4D4; SA tail slap (2d6 damage); SZ H (147
long); ML elite (13); AL N; XP 2,000

Dragonnel Trainers & Riders
These buildings are the homes of the ten dragonnel nders and tweaty
trainers and handlers. They are all very artached to their strange charges
and are used to dcahng with the moodiness and tempers of their f]:vmg
mounts. Riders have the Animal Handling and Riding, Airbame (drag-
onnel) nonweapon proficiencies, Trainers have the Animal Handling and
Animal Traming {dragonnel ) nonweapon proficiencies.

Dﬂgonncl riders, male or female humans, F3 (3}: AC 6 {leather, Dex
bonus): MV 12; hp 17: THACD 18 (17 with lance or shortbow); #AT 1
3/2 with lance, specialization) or 2: Dimg 1d8+3 (heavy lance,
specializanon ) or 1d6/1d6 shortbow) or 148 (longsword ) SA double
damage when ch:\rgmg with lance: S7 M ML elite (14% AL LE: XP 175,

Dragonnel riders, female or male humans, M5 (2): AC 4 (armor, Dex
borns MV 12; hp 16, 14: THACD 19; #AT 3; I"ng 1d4 }{.1;,_['!:(.' w57
M; ML elite (14 Int 4/3; AL LE; XP 975.
Special Equipment: The dragonnel wazards have been assigned a wand
n.f'p.n.if_lz.irmn with 35 charpes; the two switch off carTying it every day.
Spells Memorized (4/2/1)% 1st—armor. charm person. magic mssile,
sIn‘:‘p: 2nd—Melfs acid ammow, scare, Jrd— fireball.

Dragonﬂt! handlers, male or female humans, F1 (200 AC 8 (leather ;
MV 12; hp 10; THACD 20; HAT 1 or 2: Dmg 1d8 (longaward)) or
1d6/1d6 (shortbow s SZ M: ML steady (12 Ine9, Wis 8; AL LE:
XP3s

Gardens

The gardens are several well-tended small farms along the two streams
that define the borders of the city, Each ts dedicated to a different crop
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(potatoes, yams, carrots, tomatoes, peas, beans, strawberries, wheat,
corn, and cucumbers, with some variance due to season), and the types
of plants are changed every year (with the exception of one grove of
fruit trees, which is carefully treared with fertilizer to assure healchy
vields ). The gardens are owned and managed by farmers and worked by
both laborers and slaves. Tall fences keep the wandering goats out.

Goats
The terraces set aside for goars are left mostly to wild plant growth,
and rhe goars are allowed to range freely within these areas to graze
upon whatever they may find (the far ends of the terraces are walled
off). Viegeeables thar have started to go bad are piled in troughs for
the hardy goats’ consumprtion, There are roughly rwenty goats per
enclosed aren, and small permanent shelters of stone have been built
for them for slccpmg and when the weather s bad. The shelters are
closed at night to keep out any carnivorous animals. Like the gardcns.
the herds ate owned by wealthy townsmen and tended by young peo-
ple-and slaves.

Homes
Like the other buildings in the city, these are made of stone and usually
roofed with thatch or tiles. Each has enough space for a yard, and many
have small gardens where spices.and other supplemental foods are
grown. A rypical home in this area has one or two bedrooms, 2 com-
bined kitchen-dming room, and an outhouse.

L:u'ge Homes

These two areas lank the outer buildings of the Earth Dragon Tcrnp]('.
reflecting the wealth and status of the people who live here. Each of the
Slavelords of the mner ¢ircle maintams a residence here [even if some
rarely use them), with some of the buildings bemng left locked up for
future use and the rest belonging to the richest and most prestigious peo-
Plc of the city. A r}'p;cnj home is surrounded hy a manor house wall or
hedge and has two to four bedrooms, a small room for servants, kichen,
dining room, sitring room, study, and privy,

The Slavelords hold weekly meetings at one of the hames of the
inner circle. It is expected that dinner will be provided ar these meer-
ings, which usually start with the meal and somerimes go late into the
T"z!]'li- The inner circle otherwise spends its time plnnning and enacting;

each slavelord has a 30% chance of being away for 3-7 days.

Stalman Klim's home has only one bedroom. It 15 particularly bare,
with only the Sitting room Ilnung any decoration, It is usually empry
except for a single acolyre chosen to keep it ridy, as the high priest
prefers his private quarters within the temple (see "Earth Dragon
Temple" for his game stars). He only uses this place when he calls a
meering with the rest of the nner circle.

Brother Kerin's home has three bedrooms and three full-time servants.
In addition to the normal uses of a home, he occasionally entertains

erissaries from the Scarlet Brotherhood here; there is a 35% chance for
any given week thar he has a guest—a monk, assassin, or thief agent of

the Scarler Brotherhood of 7th level or higher.
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Brother Kerin, male human Mon10; AC | (monk skill, Dex bonus):
MV 21 (monk skill); hp 82: THACO 14 (11 with staff of .\'l'rn'crng.':

#AT 1 (sraff of stiking) or 5/2 (martinl ares); Dmg 1d6+8 (staff of

striking) or 1d8 (martial arts )i SA monk skills; stunning arack, deflect
missiles; effect evasion, magical abilities; SD resist ESP, fll a::!(l_\, TG
to disease/ haste/ slow, heal self, resistance to charms: SZ M (579" eall)y
ML champion (15); Str 15, Dex 17, Con 16, Int 12, Wis 16, Cha 10;
AL LE: XP 3,000.

.‘ﬂ;\r:':.u' Abdities: Armor class bonus (46, mcluded in the above listng),

\Ul—'af—'U“ J.“’“.\\Q’l‘ E"‘Jl:l]." Jg.“[lh'l ]I'-'ll'(g creatures { + .{\. -'“I.']“d*'-'\l i lJlE JL‘L‘YI’.’
hqun_c:. can attempt to stun an opponent [ 10/day ) with 2 martial arts
artack {declare stun attempy, target saves vs. paralyzation or be unable
artack and lose all Dex adjustments for | round’), deflect meoming missile
weapans (forsake an sction and make a save vs: perrification to avoid the
attack)), evade damaging effects (if the save is successful, the monk suffers
no damage); can make killing artack (a stunned opponent must make a
save vs. paralyzation at +4 or drop 1o () hp), reststs ESP or thought-
reading attempts by making a save vs. death magic at +2, can fall up to 60
feer safely of within 6 feer of 2 wall, immune to disease and haste or slow
spells, can self-heal up to 20 points of damage per day, —1 bonus ro
mitianive rolls; gets a save va. wands to avoid charm-type spells (i
addition to the normal saving throw), hands and feet are considered +1
l\'l'.l!“‘l'l" I-Uf r]‘l' E‘“I'f‘\]\vt' ll"‘hllt]ﬁ\‘t CTEATUNeS l'|ﬂ|_\ ])l[ L‘\ l(l;lg_lL'.l] \\'I'AII‘I ms,
+2 on saving throws vs. mund-affecting artacks { from Wisdom).

Special Equipment: staff of striking (13 charges ), figunine of wondrous
power (serpentine owl), brooch of shiclding (55 points),

Thiet Abilteres: Climb Walls 90%, Find (but not remove) Traps 5%,
Hear Noise 20%, Hide in Shadows 70%, Move Silently 70%

Nores: The monk's tnarmed atracks do not proveke attacks of

apportumty when Brother Kern fights oppanents with weapons.

['his Scarlet Brotherhood agent is a man in his mid-thirties; average
height, and wiry-strong. His hair is blond, his eyes gray, and his skin
fair. He dresses in a loose blouse and pantaloons of red cloth, tucked
mto soft black calf-high boots. Pinned to his shirt is a brooch of shield.-
ing made of white gold; iv depicts his family crest (a lightning bolt
striking a mountain ) and 1s worth 300 gp (or more to a member of the
Searler Brotherhood, who will wonder how the heroes gor therr hands
on it), He wears a neutral expression on his face ar all times, He keeps
very little money on his person (no more than 6d6 gp ) which he uses
to reward servants and guards who perform their duties well,

Markessa's home 1s the residence of the true Markessa. Twe of the
three bedrooms in her home have been canverted to a workshop and a
laboratory. Her house also has a basement, which is where she conducts
her brainwashing and body-shaping experiments, There is a 20%
chance that she has some poor victim tied down m the basement under-
going some procedure that alters his or her physical or mental stare.
The unsuccessful experiments (meaning that she 1sn't satisfied with the
l'('h].’][ﬂ:‘ are HUHIL‘I]\' ‘Umt'l_’ out into rhl.‘ hllj"\_ \\'[]"[‘(‘ tl:"_' W|_'i|.|.['|.|_'r Qr nat-
ural predarors get them, .1[t!mug]| some of the hardier ones might sur-
vive in caves or the more pleasant spors in the Drachensgrabs, The sue-
cessful ones are usually sold or given o other people. depending upon
the effect she was looking for

Slavers

g..'
gﬁ

=t

When out of heér house, Markessa is accompanied at all times by her
bodyguard and lover, a man named Devon who was once hormbly
scarred but now looks quite attracrive because of the work she has
done. He would sacrifice himself to protect her,

Markessa, female elf F12/M13: AC <2 (bricess AC 2, Dex bonus);

MV 12i hp 83: THACO 9 (6 with short sword of speed); #AT 3/2

5/2 with shorr swond ur'.ﬁ]rwnr' or 3; Dmg 1 d6+4 ( shorr sword of
speed, specilization) or 1d4/1d4 /144 (dart); SD 90% resistance ro ﬁ.lrrff'
and charm, +1 to all saving throws; MIR 5%:; S22 M (4'4" rall); ML
champion (16}; Str 14, Dex 18, Can 17, Int 16, Wis 12, Cha 14;

AL NE: XP 10,000,

Special Equipment: black robe of the archmags, shorr sword uf_.l-pl‘nf

+1 (as scrmicar of speed), wand of frose (20 charges), wand of

S

polymorphing (11 charges ), bracers AC 2

."f}wmumk S5/5/5/4/4/ 2y |st—affect normal fires, armor, bumm_g
hands®, -:h.mgr self®. charm f-crsurr“. color spray’”, |_'"!TI1FJT|F’CI'J\11 languiages,

detect magie, detect undead, erase, friends,

hypuonsm, dentify, magic
missile®, message, phantasmal force, protection fram evil, read magic,
shocking grasp, sleep, spook. unseen servant, wall of fog; Znd—alter self,
continual light, darkness 15" radhivs, darkzone ESP, fog cloud®,
mvessheliey®, knock, levieare, magie moutf, Melfs acsd arrow®, mitror

mmage, ray of enfeehlement, rope trick, scare, sharrer, stinkmg cloud®,
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Tasha's uncontrollable hideous Laughter, web, whuspering wind®, wizard
lock: Ird—clyiraudience, claivovance dispel magic®, crp;ow\r rues,
tlame arrow?, fly*. haste, hold persor®™, lightning bolt. phantom steed,
protection from pormal missiles®, slow, suggestion?, rongues, vampiric
touch, warer breathing; 4th—charm monster®, dimension door®, Evard'’s
black tenracles, fire charm, 1ce storm, magic murer, mmor globe of
invuinerabilin®, polymorph other™, palymorph self, solid fog; Sth—
cloudiall, cone of cold, feeblemind®, seeming®, summon shadow®,
irlrrpnn‘_ wall of force, wall of stone; 6th—cc mitngency, death spell,
enchant an stem, evebite®, project fmage.

* Indicates memaonzed spell.

Datkzone: connmual darkness variant affects a 10 cube per level.

¥ Targets of this spell get'a —4 on their saving throw because of
Markessa's robe of the archmagu.

Nares: Markessa has a contingency spell cast upon herself that should
she ever be reduced to 10 or fewer hit points, she will be releporred to the
home of a charmed ally in Furyondy,

Markessa is credibly intelligent and extremely wicked, and will use her
spells to neutralize and humiliate her opponents, If she thinks she's out-
classed, she'll use her projecr image spell ta harry people from afar (in
addition to sending guards after them) and dimension door away if

ngs look bad (failing thar, her contingency spell should save her),
Markessa is a2 small, beauriful female elf with ivory-white skin, gold-
slant to her amber eyes, If the Retoes have encotn-

en hair, and an evil

tered any of the duplicates she has created, they will recognize the
resemblance between this woman and the duplicates immedhately. She
and Brother Kerin are good friends and are nimored to have been lovers

for a rime,

Devon, human male F9: AC =1 | '|\J1Ic mail, shield +1, Dex banush MV

61 hp 72: THACD 12 (7 wath broadsword +3. St bonus, specilization)):
HAT 3/2 (2 with broadsword, specialization); Dimg 1d8+6 (broadswand
43 Ser bonus. ﬁpra.;]lzanun w52 M: ML fanarie (18% Int 10, Wis 8; AL

LE; XP 2,000,

Devon was once the leader of a mercenary company. He was very
attractive with a handsome physique and impressive voice, but an
encounter with a black Jr.-;gnn scarred him horribly, Markessa repaired
his face with her surgical skill, and he has sworn to defend her with his
life in repayment.

Orther than the equipment kepr by Markessa and Devon, they haye a

treasure ch 223 pp. 2790 gp, 1100 sp, 700 cp, fifteen 100-gp
gems, and thirty-one 50-gp gems. Markessa uses this money to pay for
the Srmngr materials she !Il.‘t‘t{.‘; for her eXPeruments, as well as o equuip

est with

her duplicates and pay employees who perform special missions for her,

Theg Narlot's home 1s more like a fortress than a home. His windows
are barred, and his door has three locks on it; two different under-
ground escape routes lead to a lower terrace. Every room has ar least
one weapon within easy reach (nsually hung on a wall), and every room
with chairs has at least one chair that allows a view of all exits out of
the room. In addition to his human clothes and equipment, Theg
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Narlot also has a complere set of heroic orc regalia (which gives him an
effective Charisma of 14 when dealing with orcs), which he wears when
addressing his orcish armies in the guise of Turrosh Mak, He feels clos-
er to his human half than his orcish one, and while he enjoys the pawer
that has resulted from his role as Turrosh Mak, he prefers to exist as
Theg Narlot,

Theg is an unattracrive half-orc who can easily pass for an ugly
human. {When presenting himself to his orcish hotdes, he normally
uses his Disguise ability to make himself look more arcish.) Tall, with a
strong body, he is starting to go gray ac the remples and probably will
be considering retirement in the next few years, as he is middle-aged for
a half-orc. Still, he 15 a ruthless-and inrelligent warrior, and he will not
hesitare to use every dirty trick he knows to keep himself alive, He will
ry to kill anyone who dares to attack him.

Theg Narlot /Turrosh Mak, male half-orc F10/Ass12: AC 3 { chatnmmal
+2 MV 9: hp 80; THACO 9 (6 with Il:uu:\uum’ +1/%3 vs. enchinted
creatures); #AT 3/2

(longsword +1/43 vs. enchanted ercarures, Str bonus, specialization)) or

2 with longsword | or 2 or 2; Dmg 1d8+4

16/ 1d6 (arrow) or 1d4-+1/1d4+1 (chrown daggers )i SA assassination,
puison, srrows of slaying: SZ M (6'3" tall); ML champion (16): Ser 17,
Drex 12, Con 17, Int 16, Wis 12, Cha 7; AL LE: XP 9,000,

Special Abilitres: mfravision 60", poson (type ) 5 doses, used on
WEApOns ), dssassinition.

Specal Equipment: chainmail +2; boots of elvenkind, longsword
+1/+3 vs, enchanted creatures, arrows +2 (12}, arrows of slaying +3:
thieves (1), rangers { 17, mages (2)

Nates: Theg 1s 3 multiclassed fighter/assassm; if you don't have access ro
the assassin class from TSR11374, The Scarler Brotherhood, then consider
Theg's assassin levels to be thief levels with the additional ability to study a
man-sized person for 3 rounds and (if 2 backstab is successful an that
target | mnke the target save vs. death at <3 or be slnin (this is in additon o
the normal backstab damage), Theg also can disguise himself wirh the
Disguise nonweapon proficiency Whﬂ'l a+4 banus. Theg normally wears his
|lmg|t’.‘l] chainmail, bur if he expects that he'll have tis sneak abour or

Assasdinate sOmMeone, ]'If' |'1|15 i Set f‘F ;l‘..l!'hl‘f arTnor +f ‘]'lill E'I.r 'Wl“ wedar.

Theg has a secrer stash of loot hidden in his house, just in case he needs
to make a quick exit: 150 pp. 90 gp, 30 sp, seventeen 100-gp gems,
and twenry-five 50-gp gems.

Unjan's home 1s an extravagant affair decorated 1o a tasteless level of
excess. Unjan, a former paladin of Mayaheine. was involved in the
Great Northern Crusade to reclaim the Shield Lands lost to the evil
demigod’s armies during the Grephawk Wars. Shocked by the horrors
inflicted upon the land and its people, he somehow acquired a perverse
desire to collect trophies and other loat from reclaimed Shield Lands
rerritories. This activity soon began to threaten his Fnl'nim vows of
charity and poverty, and whésn he disregarded \n:u-nmg:-. he lost his pal-
adinhood and became a normal fighter. Now Unjan 15 obsessed—
almost maniacally so—with .:nl|ccténg niches and displaying them in his
home. He is not a thicl, for he is more than willing to barter for or
purchase irems thar catch his tnterest. Other than this quirk, he isa
friendly man with field-tested knowledge of naval and infantry tactics.




He was recruited by the Slavelords because of this expertise. He made
the alliance because of the treasures he'd be able to obram through the
Slavelords' extensive contacts,

Unjan, male human, F10 (fallen paladin): AC 0 (plate mail +1, stueld
+1%: MV 6; [1}\ O, THACTD 11 (8 with basrard sword +2, Str bonus):
FAT 3/2: Dimp 14843 (basrard sword +2. Ser bonus); S22 M (510"
tall); ML elire 13} Str 17, Dex 12, Con 16, Ine 13, Wis 13, Cha 17;
AL LM XP 5,000

.';pm'r-'h' Abiitres; naval and infantry tactics

."f;.‘n'v.:f qujwnr':rr.' faveding u!-llrghrnln_g (3)

Unjan is a handsome and friendly man with fair skin and near black
hair and beard. His clothes are clean and of average quality, and his
armor and shield have been engraved and enameled with symbols of
Mayaheine. If invalved in combat, he would prefer to direct a group of
soldiers rather than attempting to defeat a foe alone. This is not cow-
ardice, only a desire to use his expertise, Markessa has .1|1pmachcd him
about romantic relations, but he has rebuffed het; his tolerance for his
evil allies only goes so far.

He has little normal wealth in his home ( 5d4 PP 10d6 £p 10d6 5P
Ld4 50-gp gems), as he spends most of his gold on the various decora-
uons and trophies that obscure the walls of his house. In all, there 1s in
excess of 15,000 gp worth of items in his home. but most of them are
too large to be easily carried off; only abour 5,000 gp worth of items
(hand-sized sculptures, fancy weapons, small pieces of artwork, and so
on) is actually porrable.

Ah-Bey's home is a large building wich a roof of stone slates. The
floors of the house have been dug down to a drpth of at Jeast 3 feet;

giving the place a slightly larger feel to it. Ah-Bey himself is a half-ogre
priest of Belrar, and he represents the religious interests of the

humanoids in the slaving operanions. Born of a human mother, he was
abandoned to an orphanage and raised under the careful serutiny of the
other orphans and the stern priests of St. Cuthbert, After fleeing their
tepeated attempts to “knock some sense into him,"” he lived on the
streets of Greyhawk for several years and finally traveled inro the
Orcish Empire of the Pamarj in an attempr £0 learn more about his
nonhuman heritage. He was taken in by a group of ogres and tramed by
the tribe’s priest. Respected for his intelligence and significant strength
(despite his size), he was a namural choice for the Slavelords as a repre-
sentative of the spiritual life of the humanoid tmibes.

Ah-Bey has brown skin, gray-black hair, and orange teeth and nails.
He wears a custom-made ser of plate mail thar accentuates his powerful
physique; an image of a red dragon is stamped on the breastplate.

Ah-Bey, male half-ogre F8 /P8 of Beltart AC 3 (plate mail } MV 6: hp
65; THACO 13 (12 wath rwo-handed sword, Sir bonus); #AT 3/2 or 2;
Dmg 1d10+3 (two-handed sword, Str bonus) or 1d6+3/1d6+3 (claws);
S2Z L (7" rall)y; ML .‘.Il.lmpmn (15): Sec 18/50, Dex 11, Con 16, Inc 13,
Wis 13, Cha 11: AL CE: XP 3.000,

Special Abuitwes: mffavision, detect snares & pits once per day, mield
into stone once per day, emoton;: hate once per day, command undead.

Special Equipment: scroll of two cleric spells ( heal <27, boors of
levicarion,

Spheres: Major—All, Charm, Combat, Elemental (Earth), Summoning;
Minor—Divinarion, Hr:,llmg‘ Necromantic, Sun | rrrrmd}.

Spells Memonzed (4/3/3/ 2% 1st—bless, command, cure light wounds
(%2) 2nd—aid, continual darkness, hold persom 3rd—animate dead,
prayer, stone shapes dth—-cloak of fear, free acrion,

:\h-[‘«ry ke:ps very little money for himsell, instead using it to pun‘.ha:ac
better weapons and equipment for his adopted tribe. He usually has no
more than 5d6 gp, 10d6 sp, and 10d6 cp on his person, with an equal

amount in his home.

Kent's home 15 a cozy-looking domicile with an extra-large kirchen and
dining room. Its owner, an unrematkable-looking halfling, is fond of
cooking large meals and having guests over for dinner. He also is a cun-
ning schemer and financier, and is responsible for many of the under-
ground and “gray market” contacts the Slavelords use in Dyvers and
Hardby, He rarely leaves the aity, but sends his agents (such as the
fulﬂing Gormadoe m Hardby) 1o other cities 1o :spcak on his behalf
and gather news,

Kent 18 very concerned about preserving his own skin and only enters
combat il he has o, usually bepinning with a backstab, Should the ciry
be atracked, he will find a dragonnel and feed 1t the contents of his
philter of love, which will make the crearure abedient to him. He will
use the dragonnel to escape to Ulek, raking with him his cache of gems.

Kent, male ha]ﬂirlg T10: AC 6 (leather, Dex bonus);, MV 6; hp 34;
THACO 16 (15 with dugger +1, 15 with sling) #AT 1 ar 1; Dmg
1d4+1 (dagger +1) or 1d4+1 (sling bullet); SA backstab; SD gets a save
for all 5Pc]j_5, +] o saves yi. apcﬂ. thief skills; S22 S l_.i' l;lll:,l: ML
average (8% Ser 8, Dex 16, Con 12, Int 16, Wis 10, Cha 14; AL NE;
XP 5,000.
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Special Abilities: +3 to saving throws vs, poison, +4 fo saves vs, spells,
l‘:lk‘k.‘!‘.\i‘ f‘l T K'i ({:unfl'g“'-
Special Equipment: philter of love. scarab of protection.
Thief Ablites: PP 80, OL 67, F/RT 65, MS 78, HS 63, HN 30,
CW 99, RL 50
Kent has a large E\uur.h full of gems concealed under his mattress; it has
one 1,000-gp gem, two S00-gp gems, seven 100-gp gems, seventeen
50-gp gems, and thirty-five 10-gp gems,

Nadanru's home is as bare as Sealman Klim'’s, since he has lirtle interest
in decoration. He comes from the Lc!rd_-ehl}‘ of the Isles (a subsidiary
state to the Scarlet Brotherhood), and his manservant is also a native of
that land. Nadanru is the master of communication for the Slavelords.
He relays informarton to the various leaders of the operation via his
magic :nminl}' using magre mouth, dream, and sencling spells). When
not working, he is not communicative and prefers o just sleep, avoiding
most of the people in town and the other Slavelords. If confronted by a
hostile bunch of adventurers, he will surrender if given the choice,
cxpl:;ming that he was only hired to send messages and could not dis-
obey because his family is being held as insurance for his cooperation
(mostly true—rthe Scarlet Brotherhood controls his homeland, and if he
refused this assignment, they might threaten his family to get hum to
agree to work), If forced inro a ﬂght. he'll do his best to disable I!(‘_U}\ll.‘
without killing them and escape when he can, His manservant is a (-
level human and wall not fight ac all. If the heroes decide o strip
Nadanru of his magic items, he will protest, preferting to be tied up or
otherwise immobilized until they have deale with the rest of the
Slavelords. He doesn't care if they take the money krpt m his house. He
will give information on the whereabouts and nature of the other
Slavelords if promused his freedom. but knows little abour the Earth
Dragon Culr other than thar their numbers are great within the temple
and the priests and soldiers there are fanatics.

Nadanru, male human M14: AC 9 (cloak of provecrion +13; MV 12; hp
30: THACO 16 (15 with Jzﬁgur +1u #AT 1; [}mg 1d4+1 f\f.l_{grr-#—.f'};
SA spells, magic rems; SD spells; SZ M (6" 1" rall); ML average (9 St
9, Deéx 11, Con 13, Int 17, Wis 14, Cha 12: AL N: XP 7.000,

Special Equipment: cloak of protection +1, broom of flving, ring of
lvrur's‘.rr} (doubles Sth-level spells)

Spellbook (5/5/5/4/8/2/1% Tst—color spray®, detect magre.
sddentify, light®, magic mussile®, message®, mount, read magre, stueld®, sleep:
2nd—blindness®, forger, hypnotic pattern®, magic moudy®, pyrotechnies,
SUNTHNOT SWArTT, M'flr.ilr.‘l‘r:r!_;_' wind®, wizard lock®; .'\rd—disprf magnc®, .rI_.*’,
hold person®, nondetection, protection from nonmal missiles®, slow®,
suggestron; dth—dimension door®, illusionary walff, Ofiluke’s resilient
.-cpl’rrn‘”. rainbow parteri®, Rary's mnemonic enhancer:Sth—dream®*,

hold monstes®, u'lll.:'rr.'_jé ', shadow doar®, tmansmure rock ro mud: 6ch—
\mri wbe of imvulnerabulin®, Morderikamen's lucubration®, true seeing; Teh—
phase door, power word stum®

* Indicates memorized spell (multiple asterisks indicate mulriple

MEMOTTZations |,

Nadannt is a tall, redheaded man with light freckling on his face, green
eves, and a narrow Jaw. He normally wears a light blue robe, black
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shoes, and a big black hat. He considers himself a mediocre mage and
has no interest in adventuting anymore.

Nadanru's treasure is kept in a small locked box. It amounts to 540
gp: 1,205 sp, 380 cp and three 50-gp gems. His servant has 2d6 gp:
5d4 sp, and 6d6 cp.

Main Temple
This cave is the entrance to the mam Ir.mplr of the Earth Dragon (see

“Temple of the Earth Dragon” below).

Mercenaries
This group of mercenaries lives in a few small hlu]dings on the fringe
of the ciry. Most of them are skilled woodsmen and mountameers, and
they act as scouts and perimeter guards for the city. Each has the non-
weapon proficiencies Direction Sense, Hunting, Mountuneering, and
Tracking. Their secondary job is to set ambushes around the ciry
agamnst those who try to sneak in, The commander of the unit is a bat-
tle-scarred and unpleasant woman named Nikesh, who tolerates no dis-
obedience in her ranks, The mercenaries are composed of male and
female humans, ores, and half-ores. They use type O paralysis poison
on their weapons when trying to capture someone.

The most unusual member of the company is i lone githyanki fight-
er/mage named H'call. He has learned enough of the Commeon tongue
to communicate m 2 limited fashion. He never uses his plane shife abili-
ty. Rumors abound that he is hiding fram his astral kin and fears thar
crossing the planes in such a manner will be detectable ro them. H'call
remains silent on this matter.

Mercenaries, F2 (16): AC 6 (scalemail); MV 12; bp 15; THACO 19;
#AT lor 2y Dmg 1d8 (longsword ) or 1d6/1d6 (shortbew); Sa poisan;
SZ M; ML steady (127 Inr 10, Wis 9; AL LN, LE, NE; XP 120.

Nikesh, female human F7: AC 4 ( seudded leather +2 4 Dex): MV 12
hp 43; THACO 14; #AT 3/2 or 2; Dmg 1d8 (longsword) or 1d6/1d6
shartbow ); SA poison; SZ M (56" tall ) ML elite (13); Int 11, Wis 10;
AL LN: XP 975.

Special Equipment: Keoghtom's aintoent {2 jars).

H'call, male githyanki F5: AC | (gichyank: armor)y MV 12: hp 40;
THACO 16 (15 with longsword +1%#AT 1 or 2; Dmg 1d8+1
{longsword +1) or 146/ 1d6 (shartbow ); SA psionics, poison; SZ M
(6"2" rall); ML elite (14): Int 15, Wis 14; AL LE; XP 975,

Special Equipment: ning of fire resistance,

Notes: H'zall has normal psiomcs for a gichyanks (1f YOUr campaign
doesn't use psionics, either ignore these abilities or give H'all limited use

of u few Enchantment/Charm effects of level 3 or lower)

The mercenaries have 3d6 2p, 10d6 spy and 5d6 cp. Nikesh has three
times the normal amount, and H'call has one and one-half tmes rthe
normal amount.

Mines
Each of these mines extends several hundred feet into the mountamside,
providing small amounts of silver, electnum, or gold. Some of the deplet-




ed parts of the mines are cluttered with old furniture, rubble, and other
trash, while a few of the larger caverns are used as temporary domiciles
by the hard-working miners who make their |ivmg here: Two ofthe
mines use active slave labor, with slaves chained together in rows while
they waork and sleeping i older sections of caves, In times 6f emergeney,
the caves are used as a place of last retrear, with the civilians protected in
the Jrcprr caverns and guarded by the soldiers further forward.

Ogres and Orogs

A small clan of ogres and their orog allies live in this old mine, They
are pad a small wage of money and food to patrol the cast side of the
mountain at night. Their infravision puts them ar an advantage over the
human mercenaries. They ate also allowed to keep any loot they take
from the bodies of any enemies of the cty they shy.

Ogres (8): AC 5: MV 9: HD 4+1; hp 28; THACO 17; #AT 1; Ding
1d8+6 i__[::ng.mw;m*] Jor 1d10 (unammed); SA gain +2 bonus 1o hit when
using weapon; SD infravision 60/; SZ L (9" rall); ML steady (11); Int low
(6); AL MNE; XP 270.

Orogs (21): AC 3; MV 6; HD 3; hp 15: THACD 17; #AT 1 or 2; Dmg
1d8+3 (longsword ) or 1d6 (shortbow); SD mifravision 607: SZ M (6°6"
tall i ML elite (13); Int average (107; AL LE; XP 175,

Outer Temple

These two groups of buildings are separated by a broad processional, A
raised stone platform lies at the center of the promenade c-vcrloukjng
the pavilion on the next terrace, A few of the buildings are homes of
acolytes, lesser priests, and service staff. Other buildings are used for
schooling, a small l-msp{ml. the office of the mayor (an appomted priest
of the Earth Dragon Cult), guest rooms for agents of the Slavelords,
and the creation of holy items and texts. The priests and acolytes are all
human of either gender.

M:Iytﬂ (40}: AC JO: MV 12: HD I/'-l,' hp 3; THACO 20; BAT 1.
Dimg 1dé4-1 (pick) S£ M; ML .m:.:dl\' L1 Ine 11, Wis 12; AL LE;
XP'15. Each of the acolytes has 1d6 sp.

1st-level prieses (30): AC 6 (scalemail; MV 9; HD 1; hp 5; THACO
20; #AT 11 Dmg 1d6+1 (pick); SA darkness or magreal stone ance per
day; SZ M: ML seeady (11); Int 9, Wis LI; AL LE; XP 65,
.‘)';.lc“ Memorized (1) 1st—eure light wounds o punify food and water.
Nares: Eacly of these priests has 1d4 gp and 246 sp.

2nd-level priests (20): AC 6 (scalemaily MV 9: HD 2; hp 14: THACO
20; #AT 1 Dmg 1d6+1 (pick); SA darkness or magical stone ance per
lL'l}': SZ2M: ML slr.\..‘[l\' 12% Ine 10, Wis 12: AL LE: XP 120.

.!\'prﬂs Memonzed (2 1st—cure f!_gg-’:r wounds, bless,

Notes: Hach of these priests has 2d4 gp and 3d6 sp.

Ird-level priests (10) AC 6 (scalemail; MV 9; HD 3+2; hp 23;
THACD 20; #AT 1; Dlng 1dé+1 .:'P:';:Rﬁ; SA darkness or m.lgfc;d stone
once per day; SD +1 1o saves vs. physical damage; 87 M: ML steady (12
Ine 10, Wis. 13; AL LE; X 175,

Slavers

Spells Memorzed (2/ 1% 1st—cure light wounds, facsie fine; 2nd—
chant ar slow peison.
Naotes: Each af thesc priests has 2d6 gp and 46 sp,

dth-level priests (S): AC 6 (scalemail; MV 9; HD 4+2; hp 30: THACO
18:; HAT I; Dmg 1d6+1 (pick); SA dackness or magical stone ance per
day; 3D +1 1o saves vs. physscal damage; SZ M: ML seeady (12); Ine 11,
Wis 14; AL LE; XP 270,

Spells Memornred (3/ 2 1st—cure light woimds, enduse cold /endure
heat, sanctuary; 2nd—slow poisan, spirtual hammer,

Notes: Each of these priests hay 3d6 gp and 546 sp.

Sth-level prieses (2) AC 6 (sealemul); MV 9: HD 542; hp 37; THACO
18: #AT 1; Drng 1d6+4 (pick, Earth Dr.]gun banus); SA darkness o
magical stone once per day; SD +1 g0 saves vs, physical damage: 52 M:
ML elite (13} Inc 11, Wis 15; AL LE; XP 650,

Spells Memortzed (3/3/1 ' 1st—eure light wounds (32, endure
cold/endure heat; 2od—augury, obsautement, silence 15" radius; 3rd—
prayet;

Notes: Each of these priests has 4d6 gp and 6d6 spi one has a phileer
uf';u-fmas:'vmrm the other has a pation offlr;lfmg.

Tth-level priest (1% AC 5 (scalemail, Dex banusy MV 9: HD 7+2; hp
51; THACO 16; #AT 1; Dmg 1d6+4 (pick, Earth Dragon bonus): SA
darkness or magreal srone once per day, east spells as Bth-level priest when
i contact with the earth; SD +1 to saves vs, physical damage; 57 M; ML
clive {13} Ine 11, Wis 17; AL LE; XP 2,000,

Spells Memorzed (3/3/2/1 ) 1st—cure flgfrf wounes (%2, detect
migie; 2nd—silence 15" radius, withdraw;: wyvern warcly; 3ed—ghph of
warding, prorection from fire; 4th—neutralize porson.

Notes: This priest has 8d6 gp, 1046 sp, and a ponon of mvisibirty.

Pavilion
This large open area is bordered by several pillars carved with coiled
dragons. A set of ropes allows large squares of canvas to be rased above
these pillars to provide cover from rain, Worship services on Godsday
take place here, with small benches made available in the front for the
wealthy or those who can't sit on the ground for long periods of time.
The priests stand on the stone platform on the castern end of the Outer
Tﬂnplc's processional and preach to the Pcnr_-ln below. The p:wllmn 1s
also used for city meetings, feasts, and festivals, with temporary build-
ings and tents erected here if needed.

Slave Pens
Despite the number of buildings here, these slave pens are mostly empry.
Only abour fifty slaves live here (with about half that many living in pn-
vate households or the main temple), Most are membiess of rival clans of
mountam puupie. working as stmple laborers, and have been enslaved for
at least a year, A few of the slaves have been acquired recently and are
kept isolated. These are foreigners who have found out too much about
the slaving operation or who have valuable information the Slavelords
wish to acquire. (Having an NPC known to the heroes be ane of these
slaves would be a good te-in o past adventures.)



The Mountainside
Beyoned the borders of the aty, the mountainside is a mottling of vegeta-
tion and barren outcroppings of rocks. Small eracks and faulr lines form
many little caves and canyons, perfect hiding places for spies, but also
great homes for o vaniety of wild crearures, including Markessa's discarded
Broken Ones. The shrill hlinr:ng cries of predators or the splash of color
against the grays of the rack quickly alert the town guard ro mtruders,
who set up an alarm and send a wing of dragonnels.

Entering the City
Ths city is the secret capital of the Slavelords’ empire, and its true
nature is known only o its residents, the Slavelords, and certain troops
in the Slaver hierarchy. Very few people manage to stumble across ir,
and the soldiers have had p]mt\' of time o leam the appearance of
everyone who lives or visits here. Thase who wish to bluff their way in
will be detmned and locked 10 one of the rooms in a tower until their
intent and identities can be verffied. Of course, this can be bypassed by
|m\'mg a citizen escort or a letter of entry bearing the seal of a lesser or
greater Slavelord. People allowed mto the city are expected to behave
themselves and not artack other residents or destroy propenty. The
penalty for the more serous infractions 15 enslavement.

City under Siege

Anyone who decides to attack the city will face a force of one hundred
soldiers, an equal number of acolytes and priests of the Earth Dragon
Cult, a band of cutthroat mercenaries, a small clan of ogres and orogs, a
handtul of dr.\gﬂnn:‘l.\'. and the Slavelords themselves: Given the mghely
and daily patrols around the city and the scattered enclaves of isolated
farmers, the people of Kalen Lekos are not likely to be catight unawares
and will be ready to defend themselves.

Should the attackers prove to be a match for or strc mger than the
soldiers, the dragonnels and riders will come to their aid by dropping
nets full of stones and firing volleys of arrows, while the youngest
pncsrs will tend to the \\'{nuh{r:[ and bolster the troops \\‘:[]1 o[hcr
magic, Should the defenders still be h:lrd—pr:*sm‘:d to keep the city
secure, the mercenaries, lesser priests, ogres, and orogs will be direcred
to intervene, Only if the invaders have actually penctrated the city or if
it seems that hall or more of the defenders have been eliminated will
the Slavelords become directly involved, using their skells in 2 most bru-
tal manner to eliminate the threat to their survival. Unlike the old
group of Slavelords, these ones are willing to abandon their plans in
order to save their own lives. What was rebuilt once can be rebuilt

'.tg:ji:n, and their death 15 too llig]l a I1r1_|:r_‘ to pay.,

A Calculated Bluff

There are several ways for the heroes to enter the cit y through sub-

tetfuge. Magie may be employed to aleer the heroes’ appearances or
make them undetectable. However, once the heroes encounter a gnoll
with heightened sense of smell or a dragonnel patrol, they will swifily
be discovered.

The city has fewer defenses to mvasion from above, so the heroes
might work their way around che mountain and climb its stony eliffs
to n[\pl’{rm‘h the city from Lip]ll“. Th:“_r will need some dtsgulse to
blend in with the mountainside, and they should avoid entering during
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the night. when their body heat will reveal them to any creature with
infravision.

The heroes may consider swimming up the rapids, The water is icy
cold (Dmg 1d4 each rum)) and fast, and they will have to bartle the
current to swim upstream (Strength checks at —6 every tum). The
streams flow past the city m rock}- gorges, and thus the heroes will face
a 10-foot chimb up 511pper}' rocks once they reach the city.

The heroes might explore alliances with disgruntled humanoids or
the Broken Ones, who have locared a series of crevices that lead to the
western verge of the city. OF coutse, there ts one last way to reach the
city: as a slave or sacrifice.

The Slavelords’ Plan

The Slavelords have always been after powet—power over mdividual
people, power over human and humanoid groups, and power over
nations. Stalman Klim built the origmal Slavelords ro destabilize the
Wild Coast and bring the worship of the Earth Dragon to new regions,
Qver time, that plan lost its focus and became simply a well-organized
traffic in slaves, although schmung between the priest and the drow
agent Edralve played a part in the downfall of the Slavelords. Now
Stalman Klim is back and is firm in his faith, derermined o remain
steadfast 10 his goal to bring power and worship to the Earth Dragon.
His passion for this 15 fueled by a desire to destroy the city of
Greyhawk, home of the upstarts that destroyed his argamzation when
they proved to be more resourceful than he expected.

The Slavelords have been using spies and allies in Dyvers and
Hardby to plan attacks on towns along north Woolly Bay and in the
Nyt Dyv. Their goal is to bring fear and paranota to the Domain of
Greyhawk. Once word has spread about the raids and public outcry has
increased, the Slavelords will start rumors thar the Directing Oligarchy
is involved in plotting the raids, selling their own citizens in order to
increase thetr own incredible wealth, The hysteria and nioring caused by
these rumors should cause enough of a distracrion to allow the orc
armies of the Pomat) to advance northward into the Domain of
Grevhawk and take over the southernmost part of that territory. These
attacks will be butrressed by troops from Hardby and Dyvers, two cities
that have long-standing tivalries with Greyhawk.

While few of the Slavelords' allies relish the idea of living near a
military buffer zone against humanoid troops, Stalman Klim has
assured them that he and Turrosh Mak plan to keep the ores on the
west side of Woolly Bay, sending their human soldiers to artack the
city. This promise is a true one, as neither man really wants to spend
the rest of his life living among smelly orcs and would be happ)- to see
the Slavelords” capital moved to a conquered Greyhawk, with them-
selves and the other Slavelords assuming positions of power there
(although Sealman Klim would still make frequent trps to Mount
Drachenkopf to maintain his guud standing with the Earth Dragon),
The ore nation would control the Wild Coast and the Pomarj, with
Turrosh Mak turning control of the nation over to rusted representa-
tives in the Nedla tribe of ores, presumably under the pretense of
ascending to godhood, which would allow him ro return occasionally
if the tribes got unruly and needed "divine intervention” to remind
them of their duties.




TeEmPLE oF THE EArRTH DRAGON

Layout & Inhabitants
The temple itself is a series of connecred caves m Mount Drachenkopf.
Coiled dragons are the predominant decorations, whether painted,
carved, or made with mosaics of small colored stones. All caves are at
least 15 feer rll, with most running to about half the height of their
largest diameter. Tunnels have a height of 10 feet or more. Lighting is
provided by lanterns, torches, and glowing erystals embedded in the
walls. These crystals lose their glow if removed from the [cmplc,

Despite the light and the large rooms, the temple is permeated by a
mysterious aura that induces claustrophobia. All but the worshipers of
the Earth Dragon suffer a =1 penalty on all actions after spending an
hour hete unless thc}- are pmtc:t:d against mundane or magical fear,
Spcﬂs such as remove fear negate this penaln aithuug'n the fear rerurns
after another hour in the temple, while a cloak of bravery spell protects
the recipient as long as the spell is in effece (eight hours or until the
cloak of'bmnu:r 15 used Up agamnst an active fear attack ),

The air within the temple remains fresh despite the number of
enclosed spaces and the people living here. Numerous small apenings
(no wider than a sword blade)) allow air to circulate, with the air mov-
ing mainly from the entrance at area 1 to the infinite pit at area 15,
This also kcc‘ps rooms from bccnmmg full of smoke, but does not
affect the duration or area of effect of pas- or fog-related spells.

While most of the temple caverns are natural stones, many artificial
mortared walls have been added o close off or define certain areas. Due
to the excellent quality of the workmanship, these stone walls are nearly
as hard as the natural stone. As most are 1-2 feet thick, breaking
through them will take time and strength (at least 1 rumn of smashing
with a large blunt weapon is required to create a hole m 2 wall large
enough for a man-sized creature to pass through), making a lot of noise
in the process, The remple is roughly divided into three zones: the cen-
tral temiple, the north temple, and the south temple. Each zone has
gu:u'ds migneﬁ o pac‘ra'l iz Brown Scales |_3rd~levd guards), Black
Scales (6th-level guards), and Gold Scales (9th-level guards), Each zone
also has its own encounter table:

Entering the Temple
Once the heroes determe that the leader of the Slavelords makes his
home in the depths of the temple of the Earth Dragon, they will want
£0 gain entrance, This is not an easy task. There only appears o be one
entrance, and 1t is heavily guarded. Either ﬁ:brcrﬁige or the aid of a
Slavelord will be the easiest way to get into the temple,

A hero could convert to worship of the Earth Dragon and gamn
entrance as an initiate, of he or she might impersonate a priest or tem-
pic guard o get close enough to distract the ng.‘!.rds. Of course, the
heroes could always let themselves be captured and carried into the
temple for sacrifice to the Earth Dragon. Once in, they just need to
break free of their shackles and cells before they become food for the
(ﬂl}ﬂd drﬁson.

Sounding the Alarm
Once an alarm is sounded, the temple guards and priests close and bar
the entry door and double the guard there. Then they begin & systemat-

Slavers

ic search using guards and priestly magic to sniff out hidden intruders,
If a single incruder is found, the guards are 65% likely to cease further
search, because they will find it inconceivable ro believe that more than
one person p-.-mer,rated their defenses.

During an alarm situation, all guards are put on active status and ar
least two guards are posted at each door or corridor. When a room has
beens thoroughly searched, ies door 15 locked, if possible, and the
hunters move on. Once a battle is begun, the leaders of each guard con-
tingent will divide his or her troops to pin and flank their prey. One
half of a force will form a shield wall, barnicade, or gauntlet to trap
intruders or drive them into cul-de-sacs, The other half of the force will
attempt to move to a flanking corridor to get behind their quarry. One
or two will run to alert other guards and plan a counterassault. If a tem-
ple guard captain or a major priest dies, the defenders will retreat to a
safer location and regroup,

Priests will aid in the defense of the remple, bur the guards will do
therr best to shield them from harm. The DM should plan how best o
use the various magical traps and monstrous guardians in the temple in
a defensive strategy. The goal is to challenge the heroes, but not to kill
them all; the Earth Dragon prefers live prey.

If the heroes are captured, they will be put in shackles (AC 2; SP 4)
and stored in the city's slave pens until their fate is decided. The DM
should provide plenty of opportunities for the heroes to break free with
some efforr. Once free, the heroes will need 1o either steal weapons and
artnor or create some makeshift weapons from the matenials at hand.
Makeshife weapons impose 3 —3 pcnn!t_\r to it and a =1 penalty per die
of damage they inflict.

The Earth Dragon priests are faitly confident, and this may be a fatal
flaw that the heroes may try o exploit.

1. Main Doors
These huge stone doors are incredibly well balanced so thac a single
person can open or close them. A sliding bar on the inside can be used
to hold them closed. They are normally kept partway open, with
cnnugh of a space to allow a smglc person to pass tlm:lug]'l without
rouching either door. The doors are guarded ar all times by a Gold
Scale (from room 17) and a Brown Scale (from foom 3). If they are
attacked, they will fire ther heavy crossbows once and then retreat into
the temple; one will elose and bar the doors while the other moves to
sound the gong alarm in area 2. Of course, any aggressive parties
approaching the remple will have passed through town, so the guards
will proi:'nh])' be alerted.

2. Chamber of the Great Dragon
The center of this toom is taken up by a large, two-tiered dass upon
which rests an elaborate starue of a dragon coiled around a mountain
peak. The dragon is realistically paintad but does not appear to be alive.
The dragon is very long and snakelike for a dragon, and wingless (being
shaped much like a gold dragon, in fact), Its eyes are glowing erystals
that resemble those jurting from some of the walls in the temple.

Two 10-foor-diameter ceremonial bronze gongs stand m the far cor-
ner of the room, each decarared with the coiled dragon morif, When
struck, they can be heard for nearly 150 feet, Striking a gong three
times in rapid succession is an alarm signal, drawing guards to investi-
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gate and bringing the temple to full alert. The decoration on the gongs
is a glyph of warding that will activate if the gong is touched by a non-
believer, shocking him or her for 11d4 damage (save vs. spell for half).

Any noise here will draw the artention of Brown Scales in the nearby
barracks (the two areas marked 37

3. Barracks of the Brown Scales
Each of these two chambers contains eleven beds, small chests, and a
simall privy area (little more than a chamber pot and washbasin), These
are the barracks for the Brown Scales and their commanders (ten guards
and one commander i each room), The Brown Scales are devout war-
riors clad m scalemal with a small shield, wearing a brown tabard deco-
rated with a black coiled dragon over . They are proficient with the
longsword, heavy crossbow, sling, dagger, and mace. The commanders
are dressed similarly excepr that their helms are shaped like dragon
heads; they are proficient with the same weapons as their troops but are
specialized in the longsword.

Brown Scales, male and female humans F3 (10): AC 3 (scalemail,
shield s MV 9: ]l].\ 18: THACO 18 #AT 1; IJ:n-_Lr 148 lm;g«wm,l 1w SZ
M; ML elite (14); Inc 10/8; AL LE; XP 65.

Brown Scale Commanders; Fo (2): AC 4 (scalemail, stueld, Dex bonus
MV 9 hp 42: THACD 15 (14 with |r-ng“von'i'_,‘; HAT 1 -_3,”2 with
longsword, specialization); Ding 14842 (longsword, specialization); §Z
M: ML elire [ 14): Inr 10/9: AL LE: XP 270,

Notes: The Brown Scales have 2d6 gp and 3d6 sp each; the

commatiders have twice that amount.

4. The Sand Pit
The only safe place to stand i this chamber is within 10 feer of the
outer walls, because the center of the room is taken up by a large pit of
fine-gramed sand. The sand should be considered an area affected by

transmiute rock to mud for the purpose of what }mppcns to people who
walk upon it. The sand pir is a side effect of the occasional attention of
the Earth Dragon, and oceastonally its surface trembles for no apparent
reason. The sand pit is at least 100 feer deep and is also the home of a
single haron (sand erocodile), which was summoned here by the Earth
Dragon. As long as the Earth Dragon 1s pleased, the haton remams in the
sandpit, bue if the god ever becomes angry with his worshipers, the hatori
(called "Mulok the Grandson™ by the devour) crawls oue of the pit at
night and devours a few people as 2 warn ing. The haton otherwise acts as
a disposal system, cating whatever refuse the temple residents produce.
Since it normally s a-carmivore racher than an omnivorous scavenger, it is
always happy to consume any creature that falls into the sand pit.

The areas marked 4A are defensive positions, aiwuys manned by a
Brown Scile. The guards stand ready with a heavy crossbow loaded and
cocked. Instead of a normal boly, however, the weapon is loaded with a
barbed bolr that 15 artached to a long Hexible metal wire, the opposite
end of which is tied around a small boulder carefully balanced on top
of other stones i front of the guard. After a successful it (which
inflicts normal damage ), the guard kicks over the boulder, which causes
it to fall into the sand pit and begin dragging down the impaled charac-
ter. The character must either cut the cord (AC 7, hp 5: only severed !_“r
an edged weapon), pull out the barbed balt (suffering an additional
1d6+1 points of damage), or be pulled mto the sand i 3 rounds,

There is a.30% chance that the hators will surface if it hears a fight
in this room. It has learned that sinking rocks mean food and that
pulling on the rock tends to pull the food into the sand. Tt will try to
help itself get an easy meal (50% chance of pulling the character into
the sand; 50% chance of the haton's actions pulling out the barbed
bolt, Dmg 1d6 +1 ).

Hartori: AC 2; MV 15; HD 3; hp 15; THACO 16; #AT 2; Dmg 3d6
(bate ), 112 (mul slapj; SA swallow whole on a rall of 20; 82 H (25"
long); ML average (9); Int semii (30 AL CN; XP 420,

5. Hallway
This hallway doesn't appear different from any other section of the pas-
sage. The northeast wall is mortared stone, and the door 1s kepr focked ar
night. The 10-foot-square space in frone of the door is actually a flac
stone covering on top of a 20-foot-deep, spiked pit. The stone cap has
been worked to blend in with the surrounding stone. The covering has
been trapped with a glyph of warding: any good-aligned creature that
steps onko it activates a stone shape spell on the cap, causing 1t to mis
open and drop people into the pit (Dmg 246 + 1d6). The presence of
this trap means that no good-aligned slaves can be kept in this room,
which is what the priests prefer, for they want no infidels in their temple.

6. Slave Quarters
This is the sleeping and resting area of forty slaves (hp 3 each). The
slaves keep the temple clean and fix meals for all but the Gold Scales and
the most powerful priests, They are all humans, hnlﬂings. or elves of
either gender, dressed in simple brown robes and sandals, They have been
slaves for several years (predating the return of the Slavelords) and have
been braken. They cower if confronted and have given up hope on ever
11t'ing free agamn, and so rlic_\ consider any offer of freedom (no marter the
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Random Encounters
(checked once per tum, 25% chance of encounter’

Central Temple (arcas 1, 2, 3,4, 5, 6, 13, 14)

d20  Result

1-5 142 Brown Scales (from area 3)

68 1d4 Brown Scales

9=11 1d2 Brown Scales and 1d2 3rd-level priests (from area 11

12-13  1d2 3ed-level priests

[4-15 1d3 Brown Scales and 142 Sth-level priests (from area 12
16 1d4 Brown Scales and 142 Ttl-level priests [ from area 12)

17-20 143 slaves (from area 6

NL)"[‘.: :\I]\' cncounter \'\'lti‘l BT‘)“'I‘ :‘;CJEK‘S mn t}i{' l:L'n{TJ[ tl.'r”}‘l{.' il.‘?(
1 40% chance of including a Brown Scale Commander ( from area
KD

North Temple (areas 7, 8,9, 10, 11, 12)

d20  Result
18 1d6 slaves
9-10 142 Brown Scales and 1d2 3rd-level priests
11-14 1d3 Black Scales (from area 10)
15-17 143 Black Scales and 1d2 Sth-level priests
I 18-19  1d4 Black Scales and 1d2 Tth-level priests
20 Ldd41 Black Scales and | Elder Priest {see area 21

Note: Any encounter with Brown Scales i the north temple has
3 40% chance of including a Brown Scale Commander. Any
encounter with Black Scales has a 35% chanee of mcluding the
Black Scale Communder (from area 10), unless an Elder Priest 1s

I present, in which case that chance rises to 75%.

South Temple (areas 15 and higher)

d20 Result
1-7  1d3 servants
I 8-11 1d4 Black Scales and 142 7th-level priests
12-14 1d3 Gold Scales ( from area 17
153-17 1d4 Gold Scales
18-20 1d4 Gold Seales and | Elder Priest

Note: Any encounter with Black Scales in the south temple has a
40% chance of including a Black Scale Commander. Any

fl encounter with Gold Scales has a 50% chance of including the
Gold Scale Commander (from area 17) unless:an Elder Priest is

present, in which case that chance rises to 80%.

It is important to note that the guards, servans, and lesser priests
are fanatcs and will fight o the death (no morale check needed)
:']-\Icicndmg a greater priest or a haly site in the temple (such
locarions will be noted mn cach room's deseription)). They are not
stupid, however, and will use clever battle tactics it possible,
avoiding obviously suicidal actions,

Should the temple be attacked, the temple populace will use
areas 4, 13, 16, and 21 as rallvmg and fallback poines, Priests
with appropriate time to prepare will use defensive spells upon
themselves, guards, or areas, and anyone with magic irems will use
them to the best effect.
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source) to be some sort of trick being played on them.

This room has no furnishings other than many well-padded pallets
and a few chamber pots. The only thing of value that the slaves have is
information on the layout of the central and north temple, which they

telate to anyone who asks.

7. Dining Room
This room s filled with long wooden tables and many chairs, The tables
are painted with the coiled dragon and have suffered a lor of use. The
guiards and priests of the central and north temple zones eat their meals
as do the servants from the south temple. All three groups mx
all being servants of the Earth Dragon. Other than ar mealtimes

freel

(suntise, noon, and sundown ), this place is generally empty except for a

few slaves cleaning up or preparing for the next meal.

8. Kitchen
This 15 where the slaves prepare food. A small pump draws water from
an undetground source and a nearby drain retumns excess water to that
source, Cooking supplies, cutlery, and utensils abound. There are usnal-
ly 1d4+2 slaves from avea 6 in here from shortly before dawn until the

evening, with twice that number during mealtimes,

9. Pantry
Food for meals 1s stored here. There 1s only enough ar any time 1o last
the temple 2 few days, but new supplies are brought in from the ity

every day,

10. Barracks of the Black Scales
The door to this area 1s adomed with a black cotled dragon. Any nonbe-
liever touching the door will trigger a glyph of warding that shocks for
11d4 electrical damage (save vs. spell for half damage). The room beyond
it has nine sets of beds and chests for the eight Black Scales and their
commander, The Black Scales are devorit warriors who wear scalemail
with a shield and have a black tabard with a brown coiled dragon on it.
They are specialized with the longsword and are proficient with the heavy
crossbow, shing, d.}gacr‘ and mace, The commander 15 dressed the same
excepr that he has a helm shaped like a dragon's head. He has the same
weapon skills as his troops but is also proficient with a military pick.

Blick Scales, male & female humans F6 (8): AC 4 (chammail, shield,
Dex bonug) MV 9 hp 30; THACO 15 (14 with longsword); #AT 1
(3/2 wath longsword, specialization); Dmg 1d8+2 (longsword,
spectalization i S£ M; ML champion (15} Ine 10, Wis 8; AL LE; XP
270

Black Scale Commander, F9; AC 3 (scalemail, shicld, Dex bonus)i MV 9;
|'|F 60 THACO 12 (11 wath [ungswt‘rd HAT 3/2 (2 wath Inng:i'.\'urd.
specialization J; Dimg 1d8+2 (longsword, <[-e*r|.lf1xarrcun 2 SZ My ML
champion (15); Int 12, Wis 10; AL LE; XP 975.

Notes: The Black Scales have 3d6 gp and 5d6 sp each; the commander

has three rimes that amount

11. Chambers of the Lesser Priests
This 15 the sleeping area of the lesser priests of the temple. All seven
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prests here are 3rd level and are responsible for the routine needs of
the temple personnel. While there are other priests of equivalent power
in the outer city, it 1 considered a great honor to work in the temple, as
only the best students are selected for this dury.

The room s divided into smaller rooms withowur doors, Each roem
has a bed, a chest {which doubles as a chair), and a small study eable.
T'he floor near area 7 and the anteraom marked 11a are each protected
by a glyph of warding (triggered by nonbelievers) that will create a pit
i the same fashion as the one in area 5. Usually one of the priests will

also cast wyvern warch above the glyph near area 7 as extra securiry.

3rd-level priests (7): AC 6 (scalemail) or 10; MV 9: HD 3+2: hp 17
THACO 20; #AT 1; Dmg 1d6+1 (pick); SA light ot magical stone once
per day: SD +1 to saves vs. phymcal damage; SZ M; ML steady (12} Int
11, Wis 13; AL LE; XP 175,
Spells Memorized (3/1): 1t

cure light wounds (X2, faerie fire!
2nd—chant or slow paison.

Notes; Each of these priests has 3dé gp and 5d6 sp.

[2. Chambers of the Greater Priests

Set up similarly to arca 11, this place 18 the rooms of the mid-level
priests of the temple. Six Sth-level and four 7th-level priests live here,
training the lesser priests, handling major worship services, acring as
liatsons to the cty, preparing for work on the Wild Coasr, and 50 on.
Like the lesser priests, these are the elite and ralented members of the
middle-power clergy.

The area to the south of this room's southern door is protected by a
glvph of warding (triggered by nonbelievers) that shocks for 7d4 dam-
age [save vs, spell for half damage),

Sth-level priests (6): AC 6 (scalemail); MV 9; HD 5+2; hp 32; THACO
18; AT 1: Dmg 1d6-+4 (pick, Earth Dragon, bonus); SA light or
magical stane once per day; SD +1 1o saves vs, physical damage; SZ M:
ML elite (13% Int 11, Wis 15; AL LE; XP 650,

..\‘llﬂ'.fi’_\' Memorzzed {373/ 1) 1st—cure h;gh{ wounds (%2, endure

cold/endure heat; 2nd

atgury, obscuremenr, silence 15 madis; Jod—
i
J[”'.J yer.

Notes: Each of these priests has 5d6 gp, 8d6-sp, and 1 useful poton.

Tth-level priests {(4): AC 6 (scalemail; MV 9; HD 7+2; h].\ 44; THACO
16: #AT 1; Dimng 1d6+4 (puck, Earth Dragon bonus); SA light or magical
srone ance per day, cast spells as 8th-level priest when m contact with the
earth; SD +1 vo saves vs. physical damage: 52 M: ML elire (137 Inc 11,
Wis 9; AL LE: XP 2,000,

Spells Memorized (3/3/2/ 1 Lst—cure light wounds (X2), detect
magic 2nd—silence 15" radus, wathdraw, wyvern warch: 3rd—alyph of
W de”]g. f‘ rofectron rillf“ il.:r(', '{I[l—l‘l!ft‘ SEIOUS ll'l"ill"('!.\ of et |<IJJ{'
}‘1.'!.1'0“'_

Notes: Each of these priests has 10d6 gp, 12d6 sp, and 2 useful

po tions.

[3. Main Temple

This is where the mam worship services within the temple take place.
The floor here is sand, as the devour wish to be in contact with the

Slavers

earth during prayer but not be oo uncomforrable. A large number of
glowing crystals jut from the walls and ceiling, providing lluminarion
here at all hours, The two gongs in this room can be used as alarms like
the ones in area 2, and are similarly trapped. The north and south
doors are normally kept apen, and so sound in this area rravels freely to
ru::lrb}- parts of the rcmplc; however, any nonbeliever touching the
doors wall activate a ghph Uf‘lli'.'lrdmg {11d4 elecerical dam.'igt:. save vs,
spell for half),

The western end of the room has a series of stone steps thar rise
from the sand to form area 14, The more pcwcrﬁ.}l priests will not hes-
itate to use transmute rock ro mud spells in this area, as the effect can
always be reversed later, and they believe anvone buried i mud here
will sink to the caverns of the Earth Dragon deep under the surface and
be consumed as sacrifices (and they may be right),

This area 1s considered a holy site by warshipers of the Earth Dragon.

[4. Sacrificial Altar
The top of this three-step dais has a carved stone dragon head whose
body merges with an qumstt:llv detailed carving of a coiling dragon
body on the floor and wall. The dragon's mouth is open, and its tongue
is a horizontal shelf that slopes gently into the dragon’s maw. The
tongue is the place where sacrifices aré made and has a modeérate amount
of bloodstains. Linlike most forms of creature sacrifice, uf'ﬁ:nngs to the
Earth Dragon are only bound and incapacitated (usually by a disabling
wound to the abdomen), They then slide mto the throat of the stone
dragon and through a hidden chute that leads to the pivin area 15,
where they fall to the lair of the Earth Dragon and are consumed.

The stone dragon 15 mlaid with jet and gold (removing it all will rake
several hours but will ner 3,000 gp worth of jet and 1,000 gp worth of
gold). Its visible eye (the far side of the head abuts the wall) isa large
black s.‘lpphirr worth 7,000 gp. However, anyone who defiles this starue
will suffer a curse of always being under the effects of a slow spell. This
curse can only be removed by a priest of 15th or higher level.
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This area is considered a holy site by worshipers of the Earth Dragon,

I5. Chamber of the Pit
A constant slight breeze moves toward this area. A few short steps lead
downward to a lower floor level. In the center of this aren s a circular
pit almost 15 feer in diameter. A stone door on the west wall 1s marked
\'."lll‘l rhe S}'ml\l:l s}l-li‘lc g‘OiIC\'I dr.ignn,

The pitis an !I]CI’CJI'J[I\' deep shaft tha leads to the caves of the
Earth Diragen. About 20 feet down in the pit 1s a small side passage
thar angles up ro connect with the stone dragon head in area 14,
Sacrifices from that room shide down the secrer chute and are dropped
into the pic. Similacly, any sacri fices prepared in the inner sanctum (area
16) are brought here to give o the god. Anything thrown into the pit
will plummet over a mile to the Earth Dragon's larr, falling at a normal
rate bt .‘.E:n\'ing jl.:.wl before in'll.‘;h:l £n] Lmd !r.ll-v}}. ,-\n_\.'thing ﬁi{frlﬁt,‘cd
to the Earth Diragon should be considered lost forever, as even the most
powerful and prepared team would have a difficult time defeating the
Earth Diragon in its own lair (it is a demigod, after all). Crearures are
sacrificed one ar a time.

The door on the west wall is actually a false door. The floor in frone
of it is provected by a glyph of warding that is activated by nonbeliev-
ers. The glyph triggers a transmute rock ro mud spell on the wall, caus-
ing a 20-foor-wide, 20-foot-high, 10-foot-deep secrion of the wall ro
]lqur!_\‘ and spl” out mto I]‘lc room. .‘J\n‘\' C]\.‘irnrlcr.‘- berween this 20-
foot-wide area and the pit must save vs. breath weapon or be carvied
into the pit by the mudslide (unless the characrers have access to spells
such as fly, feacher fall, or sprder climb, they are essentially lost to the
appetite of the Earth Dragon).

Should people seek to defile this area (either with magic or some-
th\ng aAs s\mplt as thr r‘-wmg refuse o lhi‘ plt |8 Ih:‘ E.mh D‘l’.‘lguﬂ will
become angry and cause a mirior earthquake, which will certainly alert
the remple to the presence of invadets if they don't know :drc:ld}u
Continuing n these efforts, it will cause an earthquake spell to be cen-
tered on this room. Parts of the ceiling will collapse and bury infidels,
and others will be shaken mro the pit itself. If it must. the Earth
Dragon will cnmph-rel_\ bury this chamber and whatever is in ir, since it
can always have the place reopened later.

This area is considered a holy site by worshipers of the Earth Dragon.

16. Inner Sanctum

This room is the private temple of the most powerful priests of the
Earth Dragon. Along the southwest wall is a dais that rises m front of a
large ornamental carving of the Earth Dragon, Like the sacrificial altar
in the mam temple (area 13), this one is decorated with precious stones
and gald (5,000 gp warth of jet, 3,000 gp worth of brown tourmaline,
2,000 gp worth of gold, and rwo black sapphires worth 5,000 gp each).
It shares the same curse as the other depiction of the god (n area 14

The northeast section of the wall has five rgg—s[].ipcd rocks, cach of
a different sort of stone and abour 2 feer tall. The Earth Dragon
occasionally leaves behind these eggs in the Chamber of the Pir with
instructions that they are its “young” and should be guarded. Some of
them are moved to other temples, but most are kept here. The priests
have not dared to anger their god by attempring to crack the eggs
open ot perform any other sort of invasive inspection. If a fight
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occurs here and the cggs are threatened. any guards.and priests present
will fight as if under the effects of a bless spell (even if they were
already in combat before the eggs were m danger),

The area between the two sections of the southeast wall is protected
by a ghph of warding activated by the presence of a nonbeliever, It acn-
vates a line of destruction spell (see the Tome u!'Mag:c], which creates
a shimmeting, semitransparent field of energy across the opening that
lasts 13 rounds and causes 143 points of dam;lge to anything thar pass-
s I:I‘nrough it (1d8 ro anything of good alignment). The area in front of
the norchwest door is also guarded by a glyph, this one inflicting 16d4
clecrrical damage (save vs, spell for half) to any nonbeliever.

Thus area 1s considered a imly site by worshy pers of the Earth Dragon.

17. Barracks of the Gold Scales
The door to this area is adomed with a gold cailed dragon (painted,
not real pold). Any nonbeliever luuchmg the door will trigger a g{;}!h
of warding thar causes 11d4 fire damage (save vs. spell for half dam-
age). The room beyond it has eleven sets of comfortable beds and
chests for the ven Gold Secales and thert commander. The Gold Scales
are elite devout warriors. They wear scale and shield, and their tabard s
black with a larpe coiled dragon in gold on the chest. Each also has a
helm shaped like a dragon's head, with the commander’s helm having
white crystal lenses instead of open eye-holes, They are specialized with
the longsword and are proficient with the hra\-)- crossbow, sling, dagger,
mace, and pick. The commander is also proficient with the warhammer.

Guold Scales, male & female humans F9 (10): AC 3 (scalemail, shield);
MV 9; hp 54; THACO 12 (11 with longsword s #AT 3/2 (2 with
longsword, specialization)s Dmig 1dB+2 (longsword, specialization); SZ
M; ML champion (15); Int 12, Wis 11; AL LE; XP 975,

Gold Scale Commander, F13: AC [ (scalemail, shreld +1. Dex bonus);
MV 9; bp 100; THACO 8 (5 with Jongsword +2) #AT 2 {5/2 wath
longsword, specialization): Dmg 1d8+4 (longsword +2, specialization );
SD m..':glcai helm (see below); SZ M ML fananc (17); Ine 12, Wis 13;
AL LE: XP 6,000,

Speeial Equipment: magical helm that acts like 4 ming of spell storing
{(halding a fieal spell) and gives its wearer.a +4 on all saving throws vs.
light-based artacks (using ight to blind, color spray, glitrerdusg ete.).

Notes: The Gold Seales possess 10d6 gp and 20d6 sp each; the

commuander hat three times that amount.

18. Small Dining Room
This 15 a smaller and fancier dining room than area 7. reserved for the
use of the elder priests and the elite guards (the servants ear in the
kitchen), Four wooden tables and sixteen chairs are arranged in the
mwom ta allow plenty of space and movement. Two large tapestries of
stark (bur beautiful) mountam scenes adorn the walls. Like the other
dining room, this place is busy during mealtimes but otherwise empry
except for sepvants cleaning.

19. Kitchen /Pantry
This combined kitchen and pantry is similar to the one in area 8,
except that the tableware is of fine quality; twenty sets of gold-alloy




farks, kmives, and spoons worth 150 gp total, owenty erystal wine g]ass-
es worth 1LOOO gp total, twenty gold goblets worth 400 gp each. and
vanous other pieces of dinnerware made of precious metals or crystal
worth a total of 3,500 gp. (Note that shortly after mealtimes most of
this will be in need of washing, and the crystal picces are fragile.)

The pantry area contains foods in like quantities as the other pantry
but of richer quality, including a bottle of virgin olive oil from the
rown of Esko (which, unknown to most people, is in the lands of the
Scarler Brotherthood: the boutle s a gt from Brother Kerin) worth 100
gp. It also contains five small casks of fine wine, each worth 200 gp or
more to the right people.

There are usually 2-3 servants (from area 20) in this area during the
day preparing food or clean mg up after meals,

20, Servant Quarters
This sparse room is where the ren devout servants of the temple reside,
They are fathful worshipers of the Earth Dragon but are otherwise very
mugch like household servanes found in any town—they cook for, clean
the rooms of, and wait upon the elder priests of the temple, They will
sound an alarm if they see any umescorted strangers and will flee f
artacked unless cornered or they see priests or holy irems being threat-
ened. Fach wears a simple brown tunic, breeches, and sandals, with
minor pieces of dragon-styled jewelry,

Servants (10): AC 1 MV 12: HD 55 hp 30 THACO 20: #AT 1: Dmg
1d4 (dagger’y: SZ M; ML champion (15 Int 10, Wis 7; AL LN; XP 15
Nores: Each of the sérvants has 1d6 sp.

21. The Elder Priests
This large antechamber 1s decorared with three statues and several
pieces of abstract serpentine snl|pmre. Carved in the floor 1s a large
coiled dragon symbol, inlaid with black enamel. Six comfortable chairs
are placed about the room 1n no partcular pattern, This place is used as
a sitting and discussion room by the elder priests and any important
guésts they choase ro speak with in privacy. The door |c.1|:|j.ng to this
room is trapped on the northwest side with a glyph of warding that will
summon (in 1 round) an insect plague that will Gl the 20-by-20-foor
area in front of the door and persist for 26 rounds. The great carved
dragon on the g—mrmd is pmtcd.t-.i b}' a permanent g{l}?ﬁ that inflicts a
poison speil upon any unbeliever who touches it (in Fact, this carving s
used o inifiate any ceremony or meeting that takes place here}.

Each of the other doors out of this room leads to a private room of one
af the elder priests or ro the private alchenueal lab of Stalman Klim, ngll
priest of the cult. Each door is protected by a gliph of warding (the effect
15 described in the section on the appropriate room).

21A. Torwil's Room
Torwil is a powerful priest of the Earth Dragon Cult, second only to
Stalman Klim himself. Torwil presents a pleasant exterior and makes
friends easily, but is in truth a <killful manipulator, using people for his
own purposes and betraying them in such a way that they cannor reveal
his duplicity. It is through this method that he became the high priest
of the Earth Dragon Cult shortly after Stalman Klim vanished in the
destruction of Suderham: A priest named Joran had tiken control of

the cult, and Torwil exposed several of his more unusual habits in a
very public manner. Shamed, Joran threw himself into the pit, and
Torwil took his place as the high priest. He was greatly resentful when
Klim returned and ook back his old position as the head of the temple,
and now he subtly plots to remove his sentor,

Torwil is a man in early middle age, small and wiry. His hair is
brown bur graymg at the temples, and his eyes and skin are somewhat
dark. He was athletic in his youth and still retains much of his fitness.

The glyph on his doot activates a harm spell upon anyone who
touches it (ather than Torwil himself). In addition to the usual mun-
dane items, he has a small locked chest within which he keeps various
pieces of jewelry and interesting frinkets to be used as bribes and rokens
of friendship. Any particular item is worth 1-20 gp, with the entire
contents being worth abour 1,000 gp.

Torwil, male haman P13 of Earth Dragon: AC 4 (scale mail +1, magical
helm); MV 9: hp 51: THACO 12: #AT 1 -'\3/2 with Plr_k. Farth Dmgbn
bonus); Pmg 1d6-+4 (pick, Earch Dragon bonus); SA casts as 14th level,
breath weapon: 8D immune to tear, +1 on saving throws vs, damaging
effects, can become unmovable; SZ M (5'8" wall); ML champion (15); Ser
12, Dex 13, Con 16, Tt 13, Wis 16, Cha 1.3: AL LE; XP 11,000,

Special Abiities: hight or magscal stone onee per day; as long as he's in
contact with the carth, he <asts spells as of ho were 14th level (not
changing the number of spells, ust increasing the effectiveness of his
spells): likewise, when m contact with the ground he cannot be knoeked
over or moved against his will by physical or magical means, carthquake
ance ].‘ff LLI-".

Sper:,if Eqmpm;'.nr: Earth Dirzgon helm (from silver dmgnn; +1 to AL,
immunity to fear, gaze reffection, cold breath weapon ance 3 day for
5d10+42 damage—see the New Magic Iterns appendix), figurme of
wondtous pawer (ebony fly |, potion of healing.

Spheres: Major—All, Combar, Elentental (Earth)), Healmg, Protection,
Weather; Mmnor—Dhwinaeion, Guardian, Travelers, Wards.

Spelfs Memonzed (8/8/6/4/2/ 2% Ist—Dbless, cure light wounds
(%3, detect magie, endure eold/endure hear, protection from good., purify
food & drink: 2ad—augury, derect charm, sdlence 15 radius (%2), slow
poison, resist fre, withdraw, wyvern wateh; 3rd—praper, [ocare object,
dispel magic, glyph of wardmg, magical vesamenr, speak wich dead: 4ch—
cure serious wounds (X2}, nearralize pofson, spell annwunity; Sth—cure
eritical wounds, spike stoties; Gth—harm (reverse of heal), heal.

Notes: Every day Torwil refreshes his endure cold spell.

21B. Shav's Room

Shav 1s a dedicated priestess of the Earth Dragon and a strong support-
er of Stalman Klim. She has an aggressive personality but treats under-
lings Falrl}r, showmng her hard side only when crossed, Ir 1 she who
pushed for educating the ores in the teachings of the Earth Dragon, and
she is largely responsible for winning them over despite their natural
bias against females, Oddly enough, she is not interested in personal
power, only increasing her god's influence. Her support of Klim stems
from his progress in spreading the word of the Earth Dragon.

Shav has bronzed skin, black hair, and amber cyes, She is muscular
but feminine, and carmies herself as 1f she could move through obstacles
by sheer force of will.
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I'he glyph on the door to her rootn triggers a harm spell on any
unbeliever who touches it. In addition to normal items and treasure
‘about 700 gp worth of coins and gems), she has three small books
abour ercish religion (mamly the oraish pantheon, but also other
Qerthly deties worshiped by humanoids, such as the Suel gmicfcs:.
Belear), written i Orcish but with extensive translation notes (m com-
mon, penned by Shav) i the margins. Anvone who has access ro these
books can use the Religion (orcish) nonweapon proficiency withour
penalty and the Enguerte nonweapon proficiency (in regard to oraish
customs ) with a +2 penalty.

Shav, female human P11 of Earth [)ragnn: AC 3 (scalemail, m.mlcal
helm, rng of protecion +2); MV 9; hp 61; THACO 12; #AT 1 (3/2
with pick, Earth Diragon bonus); Dimg 1d6+4 (pick, Earth Dragon

bonus J; SA casts as 1 2th level. breath weapon; S immune o fear, -+1 on
saving throws vs. d:l::\.'ng:nt_‘ effects: S M (5"9" rall}; ML c]mmru'nn (16);
Str 15, Dex 14, Con 15, Int 14, Wis 15, Cha 16; AL LE: XP:7,000.

Specal Ablines; light or magical stone once per day; as long as she's in
contact with the carth, she casts spells as if she were 12th level (not
changing the number of spells, jusr inereasing the effectiveness of her
spells,

Special Equipment: Earch Dragon helen (from brass deagon; +1 to AC,
immuniry to fear, suggestion ance per day, sleep gas breath weapon once a
‘[.ul.'—-—-urr the New M.Lg:-c ltems a}ulu‘miu_:. ph_\-f.-:rn‘rw' uf-ll(-ng years; ring
of invisibifity

Spheres: Major—All, Combat, Elemental (Earth), Healing, Protectian,
Weather; Minor—Divination, Guardian, Travelers, Wards

.'!pn‘ﬁs Memorzed (7/5/4/3/

/1) Yst—bless, cure light wounds
(%2), detect magre, endure cold/endtre heat, faene fire, sancruary; 2nd—
augury, silence 15" madivs, slow porsan (X2), speak with animals; 3rd—
muagical vestment, prayer, protection from fire, stone shape; 4th—cure
seripus wounds, neutralize poison, protection from evil 1Y radivs Sth—
cammune with nature, cure crirical wounds; 6th—heal.

Notes: Every day Shav refreshes her endure eold and protection from

fire \[-r]].-.

21C. Rofa’s Room
Rofa is an introspective priestess who feels that she has an espeaully
strong connection with the Earth Dragon. Her visions under the effects
of the smoke of little death are always very powerful and sometimes
prophetic. She works hard at her duties as one of the elder priests and
thinks thart the role of high priest may be her destiny some time after
Stalman Klim has gone to jom the Earch Diagon. Unul that time, she
attempts to serve her god with vigor.

Rofa is relatively young, with brown-black hair, coppery skin, and
dark brown eyes, She is stout and rugged from years of living in the
mountains, although the tread of her feer 15 nearly as quiet as an elf’s.

The glyph on Rofa's door inflices a harm spell on any nonbeliever
who touches it. In her room are a number of letters from Markessa (the
real one); with whom she 1s close friends, These letters can be used to
provide seeds for ather adventures (such as other doubles she has work-
ing m other parts of the world) or help clear up the role of all of the
duplicates, as the wizard was quite open about her methods and the
nature of her false selves.
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Rofa’s room has litde wealth, containing only a small chest wich
10d6 gp and 10d6 sp.

Rofa, female human P11 of Earth Dragon: AC 3 (scafemail +1, magic
helm, Diex bonus); MY 95 fp 72 THACO 12: BAT 1(3/2 with pick,
Earth Dragon h:mu.\.,‘. [hng 1d6+4 (pick, Earth Dragon bonus i SA casts
a6 1 2¢h level, breath weapen: 8D immune to fedr, +1 on saving theows vs.
domagmg effects; SZ M (34" mll); ML elite (14; Str 14, Dex 15, Con
16, Int 12, Wis 15, Cha 12; AL LE; XP 7,000.

Special Abulieses: lighe o¢ magical stone once per-day; as [ung as she's m

contact with the earth, she casts spells as if she were 12¢h level (nor
changing the nwmber of spells, just mcreasing the effectiveness of her
;.I-wU:. ]

Special Eqinpment: Earth Dragon helm (from bronze dragon; +1 o
AC, mmmunity to fear, polymorph seff ance per day, lighening breath
weapon apce a day for 3d8+1 damage—see the Magic Items appendix),
gem of seeing.

Spheres: Major—AlL Combae. Elemental (Earth ) Healing, Protection,
Weather; Minor—Divination, Guardian, Travelers, Wards,

.‘.11[".'!& Memonzed (7/5/4/ 3..-"’:,;"1_:'. 1st—biless, cure fi'g.lrJt wonds
Il'xl M 1£ffl‘fr Illﬂ_{_‘l(. L{l'll':l F”-’.\'””. l'nl')’ur!' L_‘.T!J/.‘Tlff”rf F’fl'l‘f{. sancruary;
Ind—angury (A2, obscurement, silence 15 madius, slow paisair; ded—
glyph of warding: locate object, meld o stone, speak with dead: 4th—
CUre serions “'l"”ﬂ(viﬁ. n(‘mﬂir“{f FI?T.‘O“, l'k‘}:‘l'lJ nsects; sth-_ﬂln‘ ._rlr.fl_.l]l
wounds, trmnsmute rock to miad; Gth—heal

Notes: Every day Rota refreshes her endure cold spell.

22. Aldwm}' Room

Unlike most alchemy labs, this one lacks the expected shelves of
reagents and equipment, instead having all these items placed carefully
on the floor. Small co:;kmg pots, candles, vials of I:quxd. clay pots filled
with herbs, and other contamers take up about half the floor space,
leaving a path leading to a circular region in the center of the room.
This is the workspace in which Stalman Klim creates the smoke of little
death; mixing the proper substances in the right proportions results i a
hor, otly material that turns into a volatle smoke when it cools. The oil
ts poured into flasks while in its liquid form and stored for later usage.
Five vials of the completed oil are set aside on a shelf in one far comer.

The door in the southeast wall 1s a false door |1';1p|:‘u:] with a gfrf.!fl
of wardmg that will transmute a 20-by-10-by-10-foor section of that
wall into mud, filling the entire room to a depth of 2 feer. This is
enough to completely cover all the alchemical equipment and ingredi-
ents, nuning many of them and making 1t difficuly for anyone 1o recov-
er or reconstruct enough information to be able to create the smoke of
Iierle death inL{ciwcrliicnt1§’. Stalman Klim can “:Iw:i)m convert the mud
back to rock and rebuild the laboratory, smce the tea pe 15 in hus head.

A small St';l[(‘i'i area lies bsr\'nnci the nnrl}masr wall. A l‘:llsc door
that room is trapped by a similar glyph, which would fll that room
with mud 10 feet deep (of course, 1t would spill into the adjoining
room as well if the hole in the mortared wall were below the 10-foot
mark ),

The contents of the laboratory are worth about 2,000 gp 10 an
alchemist or potion-creating wizard, although) they take up a lot of

space and most }Nir:x't':; are (]ultc IJtI!.'lkili)il“




23, Stalman Klim's Room
This room seems odxﬂy bare for the residence of an enl higi'\ priest.
The bed is a square wooden frame filled with rocks and sand. covered
by a few blankers. A small washbasin stands in one corner.

Next to the washbasin is an 8-foot-tall column of rock crudely carved
with \r'.lguci}’ serpenting features. Only the head area looks finished, and
two gold spht'rrs have been affixed to it where the eyes are, A few stone-
carving tools are on the floor nearby. The statue is protected by a glhph
of warding, activating if anyone other than Stalman Klim touches it, The
statue will become mobile fram an anrnate rock spc" m’gg-:rcd by the
glyph and attack anyone in the room other than Klim himself.

Animared Starue: AC 5; MV 6: HD 14: hp 56; THACD 12; #AT 1
Dimg 2d12 (fise); SD immune ro spells thar don't affecr rock; S2 1. (87
rall; ML fearless (207 Int non- [0); AL Ni XP 4,000,

A desk and chair are in another corner of the room, with several pieces
of paper and a holy tome of the Earth Dragon Cult on top, The papers
contain notes on the slaving operations on the Nyr Dyv, on Woolly
Bay, and south of the Pomarj; disposition of troops along the Wild
Coast; manufacture of s[m’lng boats and tramning of slave-warriors: and
s0me Crypric messages from p:oph' identified only as “Marshenref" and
"Renho.”

The wardrobe on the west wall holds normal traveling clothes, two
ceremonial robes of brown woven with gnu and gems, and two simple
brown garments with a black and gold dragon embroidered on them.
Hooks on the outside of the wardrobe provide places to hang weapons.

A secret trapdoor in the floor of the southeast comer 1s protected by
a glyph of warding agamnst nonbelievers; it will rransmure rock ro muda
S-by-5-foot area around and under the trapdoor, flooding the secret
compartment there with mud and making the area around it very dan-
gerous. In the hidden compartment is a locked metal chest (Klim has
the key) that contains 1,000 gp. fifteen gems worch 100 gp each (et
and red-brown spinels), six gems worth 500 gp each (ropaz and small
black sapphires), a dagger made from a bone of a gold dragon, and
eleven gold rings carved with the coiled dragon symbol (worth 100 gp
cach). This is a secret hoard of temple treasure, which Stalman Klim
keeps nearby to fund agents of the culr,

Klim's door glyph targets a harm spell on anyone other than he who
wuches if.

Stalman Klim, male human P15 of Earth Dragon: AC -2 (scalemul +4,
magical helm; Dex bonus); MV 9 hp 60; THACO 12 (10 with foorman’s
_pi'rk +20HAT 1 (3/2 with pick. Earth Drpgon b:}rrua:,\.' nn\g 1d6&+6
(footman's pack +2, Earth Diragon banus); SA casts.as 16th level, breath
weapan; SD) immune to fear, +1 on saving throws vs. damaging effects,
+2 onall saving throws [from armor, can become unmovable; 52 M
(576" mll); ML ill.‘lm'ﬂﬂ]’][ 16%: Str 15, Dex 17, Con 14, Inc 14, Wis 17,
Cha 11; AL LE; XP 14,000,

Special Abilsties: light or magical stone once per day: earthquake once
per day; as long as he's in contact with the carth, he casts spells as if he
were 16th level [nor changing the niimber of spells, just increasing the
l'ﬂ‘fctl\‘l.'n"ss ﬂf- hls'spﬂllﬁli: ]whﬂn N ConNTacT Wltl'l th\! gm‘“nd hﬂ cannot hf
knocked over or moved against his will by physical ar magical means.

Specual Equipment: Earth Dmgon helm (from gold drgon: 41 ta AC,
immuniry t fear, water walking, fire or chlonine gas breath weapon once a
day for 8d12+4 damage—see the New Magic ltems appendix), the
Deagon's scales (scalemail +4, gives +2 on all saving throws, symbol of
persuasion and mass suggestion once per day—see the New Magic leems
appendix ), 3 vials of the smoke of little death, ring of spell storing (word
m"rrml{l

Spheres: Major—AlL Combar, Elemental (Farth), Healing, Protection.
Weather; Mine—Dhivination, Guardian, Travelers, Wards.

Spells Merorized (8/8/7/6/4/2/0%%: Lst—bless, cure Kghe
wounds (X3, derecr magee, endure cold/endure heat, faerie fire, sanctuary;
2nd—auguty. aura of comforr, obscurement, silence 15° eadits, slow
poion, wyvern warch, zone of cruth | 3td—curse (reverse of remove
curse), dispel magne, glyph of warding. helpmg hand, meld inro stone,
prayer, profection from fire; 4th—control temperature 10 mdius, are
serous wounds (X2, neutralize potson, protection from lightning, spell
snnunity; Sth—atonemnent. cure critical wounds, flame strike, transmute
rock o mud: 6th—harm (reverse of heal), heal 7th—confure earth
elernental.

* The Earth Dragon cannot normally grant Teh-level spells,

=*A 15ch-level priest of the Earth Dragon can pray for an additional
Elemental Earth spell every day of any level (including 7eh level).

Spell from TSR2121, Tome of Migic

Notes: Every day the high priest refreshes his dady protecrive spells:
endure cold, aurs of comfort, protection from fire, and prvreﬂ]'on from
Lightming.

The high priest is a man of middle height and broad stature, slightly
overweight, with a long, thin moustache and a beard, He has a light
brown complexion with dark eyes and hair, and he prefers to wear his
ceremonial clothing or armor instead of plamner garb, He has an aura of
authority abour him that is somewhat countermanded by his attitade of
superiority.

If confronted, Stalman Klim uses his magic in the most effective
marmer. He is very intelligent and confident. If he has forcknowledge of
the heroes, he customizes his spcl] selecrion to rake advantage of their
weaknesses and to-offser their strengths. His first acion i a fight will
be to use the symbol of persuaston power of his Dragon's scales tb gain
allies among his foes. If those who save agamst this encharitment decide
o attack himy, he uses the armor's mass suggestion to convince Pcop]i.‘
o defend him. Those affected by the s)mbof of persuasion suffer an
additional =2 on their save vs. this suggestion. He uses spells such as
stlence 15" radius, obscurement, and transmute rock to mud to confuse
and disable his opponents and uses his helpful spells such as facrie fire;
prayer, and conjure earth elemental (if time permits) to protect himself.

A Grand Finale
If Stalman Klim is slain or the temple of the Earth Dragon desecrated,
the Earth Dragon awakens filled with anger but blind to the location of
its persecutors: The temple fills with the sound of groaming (much like
the sound of two mighty blocks of stone rubbing against cach other).
This sound rises to a deafening crescendo and then abruptly stops. In
the following silence, small animals and insects will flee the ares as 4
light snow of rock dust and pebbles flutters down from the ceiling,
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Each of the heraes will need to make a D('!Irril_'.' check ar =2, and
those who fail will feel dizzy and will either have to sit down abruptly
or will fall down. Then the earth begins to groan again and shudder
with the start of a massive earthquake that lases for 1d6 rounds.
Anyone underground during the carthquake must make a save vs. petri-
ficarion each round or be struck by 1d4 blocks of stone for 1d6 points
of damage each. The r:nrthqu.]kr may cause ceilings to collapse, floors
to buckle, ar walls to shatter, causing obstacles for those trying ro flee

all movement rates halved; anyone aboveground must save vs. petrifica-
tion or be caught in a cave-in, Dmg 2d67. There are several 2-round
aftershocks eyery 2d10 rounds.

Once the heroes break out into the apen, they may come face to face
with another Slavelord and an earth elemental,

AppiTionAL ADVENTURE IDEAS

IF the heroes survived this incredible saga, it may be time for them to set-
tle down, build a stronghold, become involved in the politics of their
town, and leave the dangerous adventures to the YOUNGET ones. Then
again, the real adventure may just be starting, for the defear of the
Slavelords is not only an end, it is the beginning of many adventures to
come. Here are some story ideas thar the Dungeon Master may want to
develop ro further challenge his courageous herves and foelhardy players.

Defeat of the Slavelords
Should the Slavelords be defeated, a tremendous power vacuum will
form in the Pomar). Unless a charismate leader can srep forward and
take control of the remains of the regime, chaos will reign in the
Pomarj and the Wild Coast. Humanoids will war on each other and
nearby civilized lands, pirates will attack ro kill mstead of caprure, mer-
cenary bands will grab what power and loot they can before fleeing to
safer rerritory, and so on. Of course, consldenng the number of
Slavelords, it 1s unlikely that all of them could be killed at once, and so
after a period of turmoil the orgamization could stabilize again,
although with shghtly different goals. This time they may seek o kid-
nap influential people and hold them as bargaining chips in exchange
for surrender of the Loremils ro the humanaid tribes,

Escaping Slavelords
The etght Slavelords are cleves ::nuugh not to be easily trapped in their
city and are not willing to fight to the death. so any successful artack on
Kalen Lekos i3 likely to tesult in one or more of them trying to escape,
probably with a number of soldiers loyal to them. Chasing down these
groups will present quite a task, as will determinimg which of the flecing
groups is the most important rarger. The Slavelords are likely to have
old friends whom they can run to, even in civilized lands, and the
adventurers are likely to have 1o deal with the fillout of their actions

tor months or years to come:

Was That the Real Markessa?
Given the number of duplicates thar Markessa creared for the slaving
nPrr.u[un,«_ it 15 not hclrnm.‘] reason to wonder il the vemsion of her that
lived in the City on the Mountam is not in fact just another duplicare.
The real Markessa could be living a quiet life in another pare of the
world, controlling her duplicare in Kalen Lekos rhmugh magic, If the
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Slavelords are defeated, she could easily pick up the pieces of the old
hierarchy and turn it to her own purposes. At the head of a nation—
even if it weren't devoted to slaving—she would have p]cnl)‘ of subjects
for her sadistic experiments, Another option 1s to explore the future of
Markessa’s Broken Ones once their creator is destroyed. Will they seek
o worship the slayer of their creator as their new deity or will they be
driven mto bestiality and turn into cannibalistic trophy hungers?

More Slaves Arrive
Even if the heroes do defeat the Slavelords, the far ends of the chain of
command won't hear about at for a while, and new: slaves will continue
ro arrive from different parts of the world. The heroes will have to
decide what to do with the Slavers and the displaced slaves. Many will
be from savage or primitive parts of the Flanaess that are dangerous to
travel rh_mugh even for those with benign morives,

Vengeance of the Earth Dragon
[f the temple of the Earth Dragon is attacked and most of its priests
killed or s.‘upu:r:d. there are still many priests of the cult traveling the
land. When they hear of the defiling of their great temple, they will
return home to commune with the Earth Dragon and repair its place of
worship, The peaple responsible for the death and destruction in the
temple will be declared enemies of the faith, and will become the targets
of mysterious attacks, curses, and even assassination attempts. And
there's still the possibility that the Earth Dragon irself will find a way
to take a hand n clauning s vengeance agamst the heroes,

Aid from Ulek
If the heroes manage to locate the Hidden City, they may be daunted
by the task of penctrating enemy territory so deeply and the need to
take on an entire town. Aid from the Ulek states would be extremely
helpful at this point, with the leaders of those places offering military
ad to break through the humanoid defenses in the lowlands and other
assistance fo hclp the atrack on the city itsel fA Dungeon Master famil-
iar with large-scale bartles might take this as an opportunity to wage a
wargaming minicampaign in the Pomarj. Another idea would be to rim
a campaign based in the Pomarj, with the players controlling one or
more humanoid tribes, The goal would be to battle each others” tribes
and amass as much territory as possible, eventually earning the favor of

Turrosh Mak and possibly taking a seat among the Slavelords,

The Scarlet Brotherhood

The largest outside supporter of the Slavelords is the Scarler
Brotherhood. Their ships arrive in the ports of the Pomarj fairly regu-
larly, and their citizens arc used to dealing with humaneid minions. If
the balance of power here is upset, a number of Brotherhood vessels are
likely o s]::ced home and return with Brotherhood soldiers and battle
wizards to take over the contested tertitories. Should this occur, the
Brotherhood will have a subsidiary colony night on the doorsrep of the
city \'-ft_rrc}'hnwk and would be in a position to put.a chokehold on
trade through Woolly Bay just as they control trade passing through the
Densac Gulf to the south. Such a course of events would be grim for
Greyhawk and the central Flanaess that has come to depend on goods
uomlug tfuuugh Lh.‘ll Warerwiy.




Timeline
Flannae tribes live i the Pomarj region,
Qendian and Suloise sertlers arnve m Flanaess.,
Baron Erkin founds the Kingdom of Drachensgrab.
Hateful Wars begin.
Humanoids purged from Lortmil Mountains.
Hareful Wars end.
Humanoids take Pomarj from the “petty human
lords.” Kingdom of Drachensgrab overrun; the skull
of King Olarck becomes the banner of the humanoid
armies.
Suderham secretly thrives ruled by Olarek’s san and
grandson.

Slavelords lead coup against the King of Suderham
and take over.

Oniginal Slavelords terronze the coast. Their reign of
terror is ended in 580 by an intrepid band of heroes,
Greyhawk Wars begin. Rise of Turrosh Mak.
Turrosh Mak's forces invade the Wild Coast.

Oreish ships begin to appear in Woolly Bay. Ore and
human pirates raid the area trom bases hidden m the
Pomary and southern Wild Coast,

Stalman Klim returns to the Earth Dragon's temple.
The dreaded yellow sils of the Slavers begin to ter-
rorize the waters of the central Flanaess.

A Brier HisToORY OF THE POMARJ

The Pomar) peninsula lies south of the Wild Coast and Wooolly Bay
and east of the Jewel River and the linds thar would one day be
claimed by the princes of Ulcek: Its rugged hills and barren mountains,
once considered worthless, hid a bounty of rare gems and metals wair-
ing for the industrious to find them.

Ages ago, before humans laid claim o this mountainous peninsula,
an ancient nature spirit, the Earth Dragon, rose to clam this land as its
home. In those early days of the Flanaess. the Earth Dragon was but
one of many spirits worshiped by the primitive people of the Pomarj. It
was the elemental spirit of Mount Drachenkopf, the grear mountain
lying in the heart of the Dirachensgrab Hills, and 1t was sard to dwell
deep in the heart of that mountain. Like other spirits of the land, the

Slavers

Earth Dragon demanded sacrifices from the local tribesmen. Those
tribes thar sacrificed ro the Earth Dragon prospered, while those thar
did not were destroyed by avalanches and earthquakes,

While the new gods of Oerth supplanted the worship of most narure
spirits, a few such deities stubbornly remained. With power from its cult
of followers, the Earth Dragon successfully claimed dermigod status. But,
unlike many deities, it chose to remain an Qerth deep beneath the
mountain that had been its home since the beginning of tme. While the
residents of the Drachensgrab Hills have changed. the Earth Dragon has
endured, Every new culture has had o deal with i, either offering gen-
wine worship or mu”i{"‘\‘mg it with sacrifices, While it can manifest its
power wherever its farthful gather, it 1s strongest within the
Drachensgrabs—where its word is life or death.

Before the grear migravions that transformed the Flanaess, the
nomadic Flannae were the only humans to live in this sparsely populat-
ed land. The tribes of Flannae that wandered the Sheldomar Valley
knew of the Earth Dragon and respected its power. But, since the
Drachensgrab Hills made rravel difficult, the Flannae tended to avoid
the region, Tcuwng sacrifices of food and wine unIy when l'he}‘ needed to
ensure safe passage.

Roughly 10OOO years ago, the Oendians and the Suloise migrated to
the area and sertled it in a haphazard fashion, a collection of petry
states under the protection of the Prince of Llek. No clear power
emerged in the Pomarj as various fiefdoms rose and fell during the next
eight hundred years. Not content with their status as vassals of Ulek,
the nobles foreswore their vaths and drove out the garrisons from the
prmcc's castles, taking the castles for their own. For several decades. the
Pomarj prospered under this newfound freedom, as the Drachensgrab
mines and marine trade made them wealthy, All the local fiefs knew of
the Earth Dragon, and 1t was stmp!}' added to the pantheon of deities
worshiped, Those who lived in the Drachensgrab Hills took the Earth
Dragon most setiously, and several groups regularly practiced human
sacrifice to appease their fickle god.

Duiring the mid-400s CY, a small barony catapulted 1o prominence m
the Pomary. Legends rell thar young Baron Erkin journeyed alone to
Mount Drachenkopf, home of the Earth Dragon, and made a pact with
that L[L-i;}.a In exchange for sacnfices and worship from the baron's pﬂ:)ph’.
the Earth Dragon pr.umised mutaculous spa:lls and powers and aid 1n the
baron's conquests. Within five years, Baron Erkin had claimed all of the
Dirachensgrab Hills and named himself king.

King Erkin died after only a brief reign, victim of an assassin’s blade.
His brother succeeded him and established a dynasty that would last
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over 100 years, The new king, Brerwalda; lacked his brother's taste for
battle and never atrempred to conguer the rest of the Pomary. Sull, he
honared the pact with the Earth Dragon, as did his descendants. To
celebrare the power that kept his kingdom safe and sirong, Bretwalda
began two projects that were not completed until the middle of his
son's reign, The first task was the erection of a temple on Mount
Drachenkopf 1o become the center of the Earth Drragon Cult's power.
The second project was the construction of a hidden city called
I\‘udcrlmul. o an |sl:uu_1 in the crater of an extinet volcano. ‘:'}udrrh.irn
was to be the center of the king‘{um‘s power, and 1t included a citadel
for the royal family.

Affairs proceeded smoothly within the Kingdom of Drachensgrab
for some 50 years. Trade was renewed with the Ulek states and the fief-
doms of the Pomarj, and the land knew real peace. Bur this reverie
would not last long. It was sharrered | by the incompetent rule of King
Olarek, known later as Olarek the Mad. Olarck never felt secure on his
throne, ::lr-.\'pt‘t‘lll‘l_ﬂ fr]Ultn:lh behind every stone and A883sSIS N every
shadow. This paranota led him to construce a deadly maze beneath the
city of Suderham, in which he disposed of polineal prisoners and all

those he believed plotted against him. Some enemies were sacrificed to

the Earth Dragon, and public mass sacrifices became quite comman, It
s likely that King Olarek would have been assassinated eventually, but

outside events intruded on the Pomarj,

The Hateful Wars

In 498 CY a series of bartles known as the Hareful Wars began. The
combined Ulek srates, with the coopetation of Veluna and the demihu-
mans of the Kron Hills, arracked the humanoid Euroz and Jebli hordes
nesting in the Loromils. For 12 years, the righteous warriors slew gnolls,
ores, and other humanoids with Jl.\:irh‘lun, i:\'L'I'I!II;lH_Y drivi ng thrm our
of the mountains, These tribes scattered, some fleeing north toward the
Yartls, but most, hd\'ll‘lg wiser ]r.:dcr‘;hip. ﬂr(mb into the Suss Forest
and thence ro the rugged highlands of the Pomar). Finding the native
F"IIIT'“ ins rhl"( “(‘1" 'nl.-l tn\IlTI["nt \"Il]‘i \Vc'lll]'l l!'“. SUIVIVATsS l)t thcﬂx war
bands gathered rogether and atracked the fiefdoms of the Pomaj.

The barons of the Pomary failed to act in unison, and the humanoid
tribes quickly overwhelmed the defenders, capturing the enemy’s strong-
holds and setting themselves up as new masters of the land, Then, as
the fields lay burming and despire King Olarek’s advisers” counsel that
he wait in Suderham until the fighting was finished, the king surprised
everyone by leading his army forth to meet the invaders. He claimed
thar it was his destiny to triumph, and he unwisely abandoned the pro-
tection of the Drachensgrab highlands, On the plains, his army was out-
numbered, quickly flanked by the larger humanoid force. and destroyed.
Callously, the victors claimed King Olarek’s skull as their banner during
ther conquest of the rest of the Pomarj, With the exception of
Suderham, all of the Poman qnickllv fell under humanomd domination.

Cedrie, the son of Olarek the Mad, assumed the throne in Suderham.
To his people’s relief, he proved to be sane. Cedric chose ro concentrare
on keeping the remnants of his kingdom safe. Suderham swelled with
refugees as the rest of the Pomarj fell. and it took years to sort out
problems of supply and defense. Whle life in Suderham became claus-
trophobic, most people preferred to remain where they were safe. Those
who left the city never returned, and few believed they had reached safe-
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ty in the Ulek states, Though human mercenaries and outlaws (whose
services were bought and paid for with gold from the Stoneheim mines,
as well as moonstones and caimgorms from the high peaks) aided these
usurpers, ores and other humanoid tribes became the tue power in the
Poman.

Rise of the Slavelords
In 569 CY the high priest of the Earth Dragon Culr stunned the mhab-
irants of Suderham by leaving the city, supposedly ar the behest of his
great god. This priest, Sralman Klim, was an ambitious man, and he had
no ntention of staying hidden in Suderham while great events of the
world passed him by. He gathered a group of followers and left the city
under the cover of darkness. Klum entrusted leadership of the faichful in
the hands U.I_King Rodric, grandson to King Olarek. This move would
prove !111|*ur[.'1hl' later on.

Stalman Klim enjoyed the protection of the Earth Dragon, and he
and his comrades escaped from the Pomarj with few losses, The group
traveled throughour the Flanaess over the next four years, and Klim
gained many allies among the pirates of Woolly Bay, the drow of
UnderOerth, and the newly discovered Scarlet Brotherhood. Visions of
conquest consumed Klim, and he developed a plan ro weaken all the
nattons surrounding the Pomarj. To implement chis plan, he assembled
a secret brotherhood, origmally named the Nine. Years larer] the world
would rename this group the Slavelords.

In 574 CY High Priest Klim returmed to Sudetham with his new
allies. King Rodnc's joy at Klim's return was short-lived, as the priest
tried to involve the king in his schemes. Klim had promised the other
members of the Nine that they could use Suderham as 1 secret base, but
King Rodric refused. The young monarch did not want to involve him-
self or his people i the dark deeds thar Klim planned, nor ally himself
as the drow. Following King Rodrnic's
rebutf, the outraged high priest organized an assassin’s coup, In 2 mae-
ter of hours, Rodric was deposed and the Nine installed m his stead.
Stalman Klim addressed the punpiu of Suderham and clarmed rthat King
Rodric had committed blasphemy against their god, the Earth Drragon,
In righteous vengeance, the deity ordered the king's death, and Klim
could only obey. With the help of magical influence, the citizens of
Suderham believed the heroic priest, Klim was, after all, the un!:u man in

with creatures as hlack-souled

62 years to retum to the aty alive.

The Tyranny of the Yellow Sails
After a year of preparation, recruitment, and organization, the
Slavelords began their operations in 5§76 CTY. Yellow-satled pirate ships,
under the command of the Slavelord Eanwulf, began rmiding the coasts
of the Sea of Gearnar, from Onnwal to the Wild Coast, In addition to
netting slaves; these rads sowed terror throughout the region, The fact
thar the local militias proved unable to stop the Slavers only heightened
the fear spreading across the land.

The Slavelords” operation ran for four years. The raiders broughe
kidnapped slaves to an old temple in the nuined city of Highport. From
there they were taken overland o 4 stockade in the Drachensgrab Hills,
Most of the branwashed slaves were sold and transparted out of the
Pomarj by enterprising merchants, A few traveled inland to Suderham,
where the Slavelords disposed of them personally. These slaves tended




to be important peaple, nobles, priests, and rich heirs, who could be
held for ransom or tortured for valuable information.

When Stalman Klim first created the Slavelords, his goal was to
spread the worship of the Earth Dragon Ihrough conguest and coerced
conversion. As the years wore on, he lost sight of this goal and paid less
and less arrention o hus priestly duties. In the final year of the
Slavelords” reign, Klim was consumed by a power struggle with his fel-
low Slavelord Edralve, a drow agent from Lolth, the Demon Queen of
Spiders. Klim attempred to discredic Edralve by helping a band of
heroes penetrate the secret lair of the Slavelords, His plan was o cap-
ture the heroes and discover forged documents he had previously plant-
ed on them that would expose Edralve’s "bctr:llva]." It was a cunning
scheme, worthy of Klim, but it spelled the Slavelords demise.

The heroes did indeed make it to the so-called “Aerie of the
Slavelords” (Suderham), where they were caprured as planned.
However, thﬂ_; proved cleverer than Klim had bargamed for, and d:q‘
escapcd from the maze where they had been lefr naked ro die. The
Earth Dragon was angered, and to make its displeasure known with
Stalman Klim's presumption and lack of reverence, the Earth Dragon
caused the extiner volcano beneath Suderham ro waken, shaking the city
with earthquakes and consuming its streets in the Hery flow of new
rivers of lava. The city was destroyed, the power of the Slavelords was
shattered, and many died. And somehow, the heroes escaped this fiery
baptism and returned to Greyhawk as heroes,

The Aftermath

The surviving Slavelords, their power lost, divided and went their sepa-
rate ways, Edralve returned to the drow, Slippery Ketra disappeared into
the Wild Coast, and Lamonsten the Lazy retired. Stalman Klim, realiz-
mg that his actions were to blame. shaved his head in penance and went
into a self-imposed exile to atone for his crimes aganst the Earth
Dragon, Brother Kerin of the Scarlet Brotherhood and Theg Narlor, the
half-orc assassin, were reported seen in the Pomary.

Although the Slavelords were defeated, their actions had destabilized
the region. Two years following their fall, in 582 CY, a new series of
conflicts, known as the Greyhawk Wars, would arise to tear the
Flanaess apare. The Scarlec Brotherhood, which had learned much from
their agent among the Slavelords, played a large role in these wars and
made great gains for the brotherhood. In 584 CY the Greyhawk Wars
ended, and most people hoped that peace would return. (The Dungeon
Master may look to TSR9578, The Player’s Guide to Greyhawk, for
more information on the Grv:_\r'hnwk Wars.)

Meanwhile, trouble was brewing mn the Pomary. A half-ore warlord
named Turrosh Mak was growing in power, terrifying fiefdoms as he
worked to ul‘lI'I"].' the myriad humanoid tribes of the Pomar) under his
lcndmhlp. Neo one had ever succeeded 1n this task, but Despor Mak
proved an exceptional leader. His judicious use of assassination and
brute force helped him ro forge an enormous army of orcs, gnolls, gob-
lins, and other humanoids from the divided tribes. His ]:\ml‘—tsscrl goal
Was conquest of the Lortmil Mountams, and a reclamation of the
homeland of the humanoid tribes, All the tribes rallied ro his banner;
and his power grew.

Orcish Empire of the Pomarj

In the month of Readying, in 584 CY, as the spring thaw started.
Despot Mak began a bloody campiign. The armies of Celene, Keoland,
the Duchy of Ulek, and the County of Ulck had been called north with
those of ather narions to battle the insane Iuz Furyondy. Thus, all
the lands west of the Pomarj, except for the Principality of Ulek, lacked
able-bodicd troops and leaders. Ulek’s army, though small, mcluded
many veteran soldiers, but no onc anticipared the blow that fell.

Rallying behind Despot Mak's claim that he would forge an empire
where none had stood, a vast horde of humanoids swarmed into the
southern Wild Coast, attacked the warrior city of Elredd, and ook it
following a week of bloody conflict. Though his casualties at the Battle
of Elredd were appalling, Mak had troops to spare. The town of
Badwall was taken the next week, as part of its army deserted and fled
northward. The horde then moved on the port of Fax, arrving to find
it largely evacuated, Fax's population had fled over the open plains and
across \-Vtml]y Bay to seck r:fug: i Saferon, Narwell, Hardby. and
beyond. Though victory was theirs, the humaneids fell 1o fighting
among themselves while looting the city; casualties were rumored o be
in the hundreds, and command was lost for several wecks during the
chauws,

With the southern Wild Coase in his grasp before the celebration of
Growfest, Despot Mak ceased his northward drive. He may have feared
awakening the wrath of Greyhawk, for war with this sleeping giant
could be a long and costly campaign. His army of ores, gnolls. agres,
and mercenaries would not accept anything shorr of victory; failure
would have ended his dream of empire. When his scouts moved north
toward Safeton, they met with unexpected resistance and were repulsed,
for the people of Safeton and many of those from Fax had decided
make a stand, bel.[cvmg that Mak's supply lines and the enthusiasm of
his troops could not hold. These were Mak's concerns as well, plus he
feared intervention by Celene, which would divide his force in two
struggles across the Wild Coast.

Thus, claiming he was satisfied with his victories, Turrosh Mak
turned his armies into the Suss Forest, through which they swiftly
reached the borders of the Principality of Ulek. This nation was unpre-
parcf} for the assault, and its well-trained but small army was forced o
retreat meo the lower Lortmils. The eastern half of the Principa]ll‘y was
lost to the invading horde, while common folk were forced to huddle in
damp caves and makeshift shelters within the rain-swepr hills.

Pleased to have g.’lincd so much so quickly, the Despor sought ro
maintain his army’s high morale. He planned one last strike into Celene,
to reach the Lortmils. Leaving his human forces in Ulek, Turrosh Mak
drove his humanoid legions toward the northwest. along the eastemn
foothills of the lower Lortmuls, Surpnisingly, the provinee of Prinzfeld
in the northernmost corner of the Prncrpality of Ulek, the only eastern
region of the state to remain free, was able to deflect the horde. It
turned to seek greater fiches and glory in destroying Celene and
reclaming the Loremil range, However, here the horde's advance came
to a halt. Within the Celene Pass, a trail tI‘lmugh the Lortmil
Mountains linking the County of Ulek to the lands of Celene. a com-
bined force of the principality’s army reservists plus human and demi-
human nulina stopped the humanoid horde m a battle of shocking
ferocity, These defenders, the so-called League of R:ght. aided only by
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a handhul of elves from Celene, was nearly annihilated durmg four days
of fighting, But the delay was enough for reinforcements to arrive and
turn back the bloody horde.

Despor Mak retreated from the Lorunils in a dark rage. But other
troubles called for his attention, and he returned to the Pamarj to put
down a rebellion of some oreish chieftains. Afrer their execurion, Mak
let his troops celebrate their triumphs while he consolidated his gains to
the north and west, ordering new fores built and fallen towns turned
into humanoid strongholds. His lingering concerns over the possibiliry
of a counterattack from the Ulek states and Celene were put to rest
when Queen Yolande of Celene surprised Ulek by publicly refusing ro
send troops to support the ptm:lruhr}\ ensuring that any counterstrike
by Mak's foes agamst the Oreish Empire would fail miserably. He, like
many others, was amazed when Her Fey Majesty also withdrew all elven
torces under her command from Furyondy and closed the borders of
her kingdom.

The notthern free lands of the Wild Coast were in complete chaos for
moniths, trade and tavel disrupted by the flood of northbound refugees
crossing the plains for the safery of towns and forests beyond. Refugee
camps sprang up everywhere along the roads and huddled outside town
walls as far north as Dyvers and Greyhawk. Bandits and brigands extorted
and stole everything from those passing through their termitory.

The growing anxicty and paranoia quickly led 1o an intense hatred of
all humanoids and the belief thar all humanoids in the region were spies
or secret troops of the Oreish Empire. While this may have been gener-
ally true, it was hardly true of all humanoids, Priests in Safeton pro-
claimed a holy war against all humanoids tn union with MALY Priests in
Narwell. On the Night of Terror (the st day of Growfest, 584 CY),
every ore, half-orc, hobgoblin, goblin, or other humanoid that could be
found in those towns was stabbed, hanged, or bumed alive by mobs.
Elsewhere, humanoid people of all races were reviled and viewed with
suspicion and distruse. Other atrocities were performed againse the
narive humanoid populations of Ulek and the lands claimed by the free
cities of Dyvers and Greyhawk. as vigilante justice was meted out. Ores
and goblins were found butchered or hung from trees ninng major [ngh—
ways. Despite the bounties offered for the arrest of those responsible
for these crimes, none tried too hard to apprehend the criminals.

[n the cities, the paranoia contimied to spread. Humanoid servants
had to be registered, and a hefty bond paid by their masters. Many
could not afford this bond, and their servants were dismissed and cast
out on the streets, penniless, Humanoids were not permitted to own
wealth, and the cities confiscated their property, Anyone possessing
even a hint of humanoid blood became suspect. and some were accused
of sympathizing with humaneids by neighbors greedy for their proper-
ty. Vagrant humanoids withour homes or employment were exiled
beyond the city walls, and many turned ro the life of brigands just to
survive,

It was not unnil a noble parron stepped forward to champion the
downtrodden native humanoids that the paranoia began to wane. When
the cortege of Lord Walgrrm Emirian was atracked by brigands as 1t
returned from the Wild Coast to the city of Dyvers, Smnthal, 3 half-ore
farmer, rallied his fellow humanoids to their defense and drove off the
bandits. Walgrim rewarded the humanoids' efforts by becoming their
most public supporter and @king Sinnthal into his employ, The public,
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ever eager to follow the example of the nobility, became more willing to
accept their humanoid neighbors based on personal actions, and besides,
cheaper servants were hard to come by. Slowly, the prejudice and blind
distrust of all humanoids has been tempered with reason and common
sense. But there remains an undercurrent of hatred for humanoids
among the lower class. Today, most humanoids travel in small bands
for mutual protection, and few stray far from their homes, lest they be
mistaken for marauders from the Pomary.

The Secrets of Turrosh Mak
Although Turrosh Mak's conquering harde had been checked, his suc-
cess in creating the Orcish Empire of the Pomarj was still nothing short
of amazing. This led many to speculate on the origin of the Despot. It
seems unlikely that an unknown halfore could rise in power so far and
so fast, Rumors abound about Mak’s history and the secrets of his
power over the often féuding humanoid wibes of the Pomarj,

Gossip suggests that Turrosh Mak 1s more than a lone half-orc.
Some propose that he is really a council of ore war chiefs, each sharing
the title and authotity. Thus, the power of Mak 15 not easily defeated,
for, like the many-headed hydra of the Pomarjian wastes, if one head is
cut off, two rise to take its place, Others suggest thar Turrosh Mak is
bur the puppet of a greater power, perhaps some mighty wizard or an
agent of dark powers from the UnderOerth, Sull, the more fearful sug-
gest that Mak's might derives from some ancient evil power. Some
think he possesses a fabled weapon of the Suel, such as the Devastaror
of the Wodld, Others propose that he draws his authority from some
dark god or is the living avatar of a deity, such as the Earth Dragon or
the roiling chaos called Tharizdun. Nane of this is true, and yet in each
of these tales there lies the shadow of truth. Diespor Mak has been seen
on occasion with a red-robed stranger, suggesting a possible Iink to the
Scarler Brotherhood. This clue is even more important than it appears,
for i pomts to Mak's true ongin. The half-ore known as Turrosh Mak
is none other than Theg Narlot, the former Slavelord,

In the wake of the Slavelords’ destruction, Theg Narlot and Brother
Kerin of the Scarler Brotherhood remained rogether. In collusion with
ather agents of the Scarlet Brotherhood, the two former Slavelords con-
cocted a plan to unite the humanoid wibes of the Pomary and carve out
a new nation. With their experience, and the contacts of the Slavelords,
and the resources of the Scarlet Brotherhood, only one thing stood
between Theg Narlot and domination: the Earth Dragon.

Narlot and Brother Kerin remembered the Earth Dragon and knew
that it was a power best not crossed agamn, Before his rise to power as
Turrosh Mak, Thc-_.; Marlor decided ro journey o the ongmal temple of
the Earth Dragon. There he made a pacr with the god-thing, just as
Baron Erkm had done so long ago. Narlot promised to spread the wor-
ship of the Earth Dragon i the lands he conquered, and to offer mass
sacrifices to the god as well. The Earth Dragon was pleased with this
offer of obeisance and agreed to help the canny half-ore. The rise of
Turrosh Mak was thus assured.

The High Priest Returns
Stalman Klim, high priest of the Earth Dragon Cult, vanished for nearly
10 years. Many presumied thar he had died ar the hands of his
humanaid allies. In truth, he wandered i disguise throughour the




Flanaess and then left the Prime Marerial Plane and journeyed our o
the Outer Planes, secking to arone for his fatlure by acting as the Earth
Dragon's proxy on the planes. Under a vanety of aliases such as
Stoneman, Castor, Dragonhand, and Kaulman, he p(‘rﬂ‘-rmﬂ‘f deeds that
became sources of local legends of daring, faithfulness, and retribution.
After a decade of dangerous servitude, the Earth Dragon summoned
Klim back to Oerth. There was wotk to be done, and Klim was the
right man for the job, In 590 CY he returned to the onginal temple of
the Earth Dragon hidden in the Drachensgrab Hills and ook his place
ance again as the head of the Earth Dragon Cult.

Upon his return, Stalman Klim was .-.urprisud to discover his former
comparriot, Brother Kerin, waiting for him. Much had happened in the
Pomar while Klim wandered the Quter Planes, and the wicked brother
related the details to the High Priest m a private conference. Brother
Kerin dl1\|‘]l;1.\izni the lIITlt’:\Ct‘Ht‘r aof Ch.m-r- 4113\{ the absence of Cl)rltll_lt!-[:-
during the previous five years. Apart from some ore raiders operating in
the Woolly Bay, the Pomarj had become quiet, too quiet. Despor Mak
and Brother Kerin wanted to stir things up, and they had developed a
cunnimg F.t].!n o du s(.-v—-—[hr::\.' would rebuild the Slavelords.

Tt was their belief that the orginal Slavelords fell due o intermnal
bickering and a lack of focus, Turrash Mak proposed a new Slavelord
organization, headed by Stalman Klim himself and headquartered at the
temple of the Earth Dragon, This would make the demigod an invalu-
Jl]]t’ .“II}', [.‘rl.l\'n.'[l.' 1‘(Ji.1.l!l'l.‘t1 li:nltll." 5'1['_‘. dlld ;Illl.’“r' KI.I]II a [‘rl:(’ |‘.]|1|.'I o run
the organization. Brother Kerin would act as a liaison between Turrosh
Mak and the High Priest. The goal of the new Slavelords would be to
destabilize the region, to prepare for a new mvasion by Despor Mak
.'Ind h'IS I-l'llm.]nolll:! h”rd{"ﬁ.

Wiath & grin ol satisfacrion, Stalman Klim agreed to the new plan
immediately. This was his chance to redecmn himself in the eyes of his
god, o make right what was wrong, and to gain vengeance on the med-

dlers from Greyhawk for their part i his downfall.
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THE EARTH DrAcon CuLt

The Earth Dragon
(Wyrm of the Hills, Earth Lard, Serpent of Stone)
Demigod of Oerth, LE
PORTFOLIO: Earth, weather, hidden treasures
ALIASES: None
DOMAIN NAME: Mount Drachenkopf, Oetth
SUPERIOR: None
ALLIES: Beltar
FOES: Fortubo
SYMBOL: Coiled dragon
WORSHIPER ALIGNMENTS: Any nongood

The Earth Dragon 15 an ancient deity of the Flanaess, a remnant of an era
when spirits of nature were worshiped as gods. Unlike maost of the gods
of Greyhawk, the Earth Dragan is not a part of a sophisticated theology.
It 15 just the spirit of Mount Drachenkopf, although i long ago spread irs
intluence ro all of the Drachensgrab Hills, Worship of the Earth Dragon
is limited to a relatively small gwgm{.\}m area where its power is
strongest. Its relationship to irs worshipers hearkens back to a stmpler
time. In return for obeisance and sacnifice, the Earth Dragon protects s
worshipers from harm and makes them prosperous, But it can also be an
angry god, and it destroys as casly as it creates.

Although most gods live on the Outer Planes, because the Earth
Dragon is a spirit of the world it remams on Qerth. Its domain 1s where
it has always been, beneath Mount Dr:lc!:cnknpf. Legend says it lives in
an expansive underground lair avoided by all the subterranean races.
Especially faithful worshipers are sometimes brought to the Earth
Diagon'’s lair to bask mn their deity's glory, The temple of Mount
Drachenkopl has a shaft of unknown depeh that is used to drop sacni-
fices down into the god's realm: The magic of the shaft TTANSPOTTS ViC-
tims safely to its lair, where the god devours them,

Manifestations

The Earth Dragon most commonly manifests its power as an earth-
quake to indicates the god's displeasure. It also may cause avalanches,
rains of stone, and rarely, voleanic eruptions. The Earth Dragon may
manifest ieself as a mortled serpent or a gargantuan dmgcm formed of
variegated stone laced with precious ores..

The Church
CLERGY: Specialty priests, shamans, witch doctors
CLERGY ."\J_..[GNMENT:AH‘\! nnnguml
TURN UNDEAD: No
COMMAND UNDEAD; No

The heart of the Earth Dragon Culr s based in a temple complex
beneath Mount Drachenkopf. For years, this was the only temple to
the god, but the forces of Turrosh Mak have buile many shrines and
small temples throughout the Pomarj and the southemn Wild Coast.
Humanod wur.hhl'pcr_u found it a simple matter to add another god to
their pantheon, especially one whase power was manifest in the region.
Human worshipers were impressed by the clergy’s display of power,
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and the cult spread among mercenaries serving Turrosh Mak.

The Drachenkopf temple is buile inta the side of the mounitain, most
of it hidden underground. New remples follow this madel, their altars
always located below ground. The humanoid tribes usually build shrines
in caves; though these are crude affairs. The larger temples have larely
received cﬁg—sim]ncd rocks from the Earth Dragon with instructions to
“protect my young.” No one is certain if these eggs will hatch, or
whether 'I“'." are.pn rely symbolic.

Only 30% of the Earth Dragan’s worshipers are human. The rest are
members of humanoid races, such as ores, gnolls, goblins, hobgoblins,
and ogres. Each congregation is served by several shamans and a witch

doctor,

Dogma: “The Earth Dragon provides, The great god 1s the spirit of the
earth, and those who worship and obey it will be protected. The Earth
Dragon knows all the secrets of the land, and favors s chosen with
knowledge and powet. Those who worship, sacrifice, and spread the
karth P]l:.l.\t‘ the gOLJ.“

Day-to-Day Activities: Any activity that involves working with earth
and stone, or laboring below the surface, is pleasing to the god. The
Earth Diragon is equally popular with fanmers, miners, and masons.
Commion folk embrace the bounty of the earth and fear its destructive
fury, Wartiors focus on the god's destructive side, which 1s particularly
appealing to humanoid worshipers.

Holy Days /Important Ceremonies: Worship is offered in the temples
each Earthday, and important sacrifices are made in the third week of
each month. Ornginally the Earth Dragon had no parveular fesuval, bur

now it 15 honored during the week of Growfest. Since the rise of

Turrosh Mak, Growfest has feariired human sacrifices by the hundreds

ar the Drachenkopf Temple.

Major Centers of \Vnrship: The zcmp]v of the Earth Diragon on the
side of Mounr Drachenkopf in the Drachensgrab Hills.

Affiliated Orders: The derro know and respect the Earth Dragon.
Although they tvnrs‘]‘lip no gods, offering their worship to their
savants instead, they recognize the power of the Earth Dragon and do
nat yenture into its realm without performing ritual sacrifices to gain

]wnnl.q.-aiun.

Priestly Vestments: Priests of the Earth Diragon wear brown robes
embroidered with doth of gold and gemstones, During ceremonies,
they wear the bronzed skulls of young Lir:tgsms on their heads. These
skulls are gathered during initiation ntes to become a high'h-vﬂ
priest. Candidares must hunt and si.]}‘ a young, gmu_‘l-.l]'r‘;_,rnrd dr:lg(m
to prove their worthiness.

Adventuring Garb: Priests of the Earth Dragon favor scalemail and
shields emblazoned with the coiled dragon symbal of their god. They
prt-!'n to wear sturdy, reinforced garb more appropriate for fordys mro

the mines and mountains rather than their ceremomal raiment.
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Specialty Priests
REQUIREMENTS: Strength 12, Wisdom 9
PRIME REQUISITE: Wisdom
ALIGNMENT: Any nongood
WEAPONS: Club, dagger, mace, pick, sling, scaff, warhammer
ARMOR: Scalemail is favored, but any armor can be used
MAJOR SPHERES: All, Combat, Elemental (Earth), Healing,
Protection, Weather
MINOR SPHERES: Divination, Guardian, Travelers, Wards
MAGICAL ITEMS: As elerics
REQUIRED PROFS: Reading/writing, Religion
BONUS PROFS:: Local history (Drachensgrab Hills), Mountaineering

At Lst level, a priest of the Earth Dragon recewves one bonus spell each
day. in addition to his or her other spells, This spell must be either
bghr or magical stone.

At 3rd level, a priest becomes as resilient as stone, gaining +2 hit poimnts
and 2 +1 bonus ro saving throws made to avaid physical damage or
perrification.

Ax Sth level, a priest learns to unleash the dragon’s weath, and can
mnflict a bonus of +3 damage when wielding a nulitdry pick.

At 7teh level, a priest of the Earth Dragon leamns o mp the earth’s power,
As long as he or she 1s in contact with the earth, the priest casts spells as
if one level higher. This does not grant the priest more spells, it only
increases the effectivencss of the ones already possessed. The DM should
use common sense to determine whether the priest is in contacy with the
carth. Flying characters obyiously don't qualify, nor do those inside
buildings with wooden floors: The priest must be able to trace a line of
continuous contact with the earth; carrying a stone or standing on
stonework that does nor touch the earth is not contace.

At 9th level, a priest must hunt and slay a young, good-aligned dragon
and bring ns skull back to the temple at Mount Drachenkopf. This
skull 1s diminished and made nto an Earch Dragon helm (see the New
Magic Trems appendix),

At 10th level, a priest 1s granted the speed of the dragon, ganing an
extra attack every other round with a nulicary prck,

At 13th level, a priest becomes fmmovable as a mountan. As long as he
or she is in contact with the earth, he or she cannot be knocked over or
moved againss his will, either 1.1‘\' magical or mundane means. The priest
also receives a bonus earthquake spell each day, in addition ro other
spells.

At 15th level, a priest of the Earth Dragon receives a bonus spell of the
Elemental Earth sphere each day, in addition to. other spells: This spell
can be of any level (including 7th-level spells, which are normally not
avatlable to the priests of demigods).




New MaAagcic ITEms

Bone Wheel of Nebirkoss: This item is a 3-foor-diamerer round of
bone, presumably cut from a dragon's skull or spine, carved with the
image of hundreds of bones, skulls, and steange faces, There is a 2-inch-
wide hole through the center, It is mounted on a pole or axle and spun
1o invoke its effect. The bone wheel enhances the casting of a wizard's
anrmate dead spell, doubling the number of undead created (f the wheel
is present during casting. Further, the user may command any undead
created with the aid of the bone wheel at a range of up to 1 mile. This
item coes not grant the power to see through the eyes of the undead, so
the caster must use scrying or 3 lookout point in order to issue precise
commands, such as battle tactics. The bone wheel can be spun onee per
day to pmdncr a fear effect (as the spell). Onee per month, if the caster
has access to twenty skeletons thar he or she animated, the device can
cause the skelerons ro fuse together mro a larger undead entity called a
bone colossus. A bone colossus is 30 feet tall, with AC 0, HD 10,
THACO 11, Dmg 2d6+2, SA regenerates 3 hit points per tound, XP
value 4,000. Otherwise, 1t conforms to the statstics for skeletons
‘immune to cold, fear, sleep, charm, and hold spells; suffers half damage
ET()T!\ ﬁi‘g‘:\l WL"!IH}I'IS nl“d :‘.!“;‘ Fﬂ]ll][_ﬁ i)[. tIl\ﬂ‘:‘gl" "1'{”1] a \']:l] l:lfl hl)tl‘"

water L

Dagger of Parrying: This is a dagger +1 and appears to be nothing
more than a standard magical dagger. However, in lieu of an artack, the
wielder can use it to parry and gaiu a +3 bonus to Armar Class for that
round. The dagger must be in hand to use m this fashion, and the
wielder must declare how the weapon is used each combat round
[otfense or defense).

The Dragon’s Scales: This ceremonial suit of scalemail is the personal
armor of the high priest of the Earth Dragon Cult. Rumored to be
made from the very scales of the Earth Dragon, this armor protects the

faithful from harm. The scales vary in color from black to brown to
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gold and are arranged to form a crest of the coiled form of the great
god. There s no matching helm, smee high priests raditionally wear an
Harth Dragon helm (see below).

The Dragon's scalesis scalemail +4 that grants the wearer a +2
bonus on all saving throws. In addinon, the wearer can enchant the
coiled crest of the armor to become a symbol of persuasion and can
cast a mass suggestion spell ar 25th level. Both of these powers can be
used once per day.

IF any nonbeliever touches this armor, the ground will tremble ar his
or her feet. Someane of good alignment who handles the armor must
make a save vs. spell or suffer 3d8 points of damage. The first time
anyone dons the Dragon's scales, the stone melts beneath the wearer's
feet and he or she is sucked into the g'rmlnri. becoming rrapped far
beneath the earth as with an imprisonment spell. There, m the bowels
of the earth, the Earth Dragon judges the crearure who dared to pur on
the scales, Those who are found worthy return to the surface to become
high priésts. Those who are not languish m suspended anmation for all
time in the bowels of the earth or are consumed, proof that it is not
wise to cross the Earth Diragon.

Earth Dragon Helm: When a priest of the Earth Dragon reaches 9th
level, he must slay a young, good dragon and bring its skull back to the
remple at Mount Drachenkopf. The larger the skull, the more presti-
gious the prire.l's new position.

The skulls are dirnineshed, bronzed, and crafted mnto ceremomal hel-
mets. Then they are imbued with power by the Earth Dragon. Each
Dragon helm has slightly different powers, but a typical helm provides a
+1 bonus to AC and immunity to fear. In addition, the wearer can use a
breath weapon attack once per day, The type of artack corresponds to
the dragon skull’s species, so the skull of a gold dragon grants either a
cone ﬂfl.“if—" Qr a ci Tfl?rf‘”f_' -H.'If brl..‘ild'l WCﬂPl“]. T}'ﬂ.‘ area Df'I:l:f:l’_’\:l md
damage are half what they weze for the living dragon.

Green Eye of Johydee: This small chrysoberyl has three distinet
enchantments, First, it grants 4 25% chance to Hide in Shadows as a
thief (granting a +23% bonus to thieves or other characters wheo
already possess this ability). Second, the bearer cannot be locared with
the use of detecr mvisibility spells, whether hiding or mvisible. Finally,
the gem does not radiare magic when held, and will not be discovered if
a living bearer is searched, though it can be detected as magic if not on
a person, The gem was enchanred lhmugh contact with [ohydee (a
heta-goddess of deception, espionage, and protection) and given to one
of her followers.

Lucky Ring of the Wild Coast: This magical ring wis created by a
wizard who liked to gamble, though his greatest gamble was to use it
under the suspicious eyes of the Greyhawk Thieves Guild. He was
caught and vanished. Eventually, the ring arculated from thief to thief
until it left the Free City.

This ring increases a gambler's chances of winning and is a legend
among natives of the Wild Coast. In situations where a character (not
the player) must make dice rolls, such as du.ring A game of chance, the
ring alters the die roll by an addition or subtraction of 1 from each die
to the maximum or minimum score on that die. The player must state
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whether this will decrease or increase the score before the charcter rolls
the dice, Thus, if 2d6 are rolled, a result of 2 and 6 can be decreased ro
I and 5, or increased ro 3 and 6, This magic ring has no effect on play-
er dice rolls for arracks, damage, or any game effect except when deter-
mining the results of an actual game of chance being played by a char-
acter.

Rt‘t{'nrf)f ll'u‘ g has :‘Iﬁ'irlopl'i.{ a L‘il.lf!'k; |'.1CE1 use there 152 5%
chance that the ring will alter a die roll o the worst possible outcome
for the gambler. Since this effect requires a certain amount of intelli-
gence 1o choose the worst result instead of Just the Oppnm[r result, it is
possible that the item has been possessed by a muischievous spitit or
possibly a demon (which sought a way to escape the fiend-banishing
caused by the Crook of Rao mentioned in the History of the Flaness
presented in TSR9S77, The Adventure Begins).

Mouth of a Graveyard: This short sword was created by the evil wizard
Minusteer as a tool for his most loyal minion. The Keotsh wizard captured
and killed 2 paladin named Brickell and bound her soul to the weapon.
However, the paladin was stronger than Mingsteer cx}"ﬁ'lrd. and she was
able to reain a certamn level of sentience within the weapon. Instead of
helping the minion track evil folk and convinge them o join with
Mirusteer, the sword dominated the mmion's mind completely, It used the
minion to slay the wizard and then forced the minion to carry it eastward
until they reached the Sheldomar River. There, the sword had the minion
sever his own Achilles tendons and drag himself into the river to die. The
sword has -‘h:mg_rd hands several tmes since chen. [t dominates those of
evil ahg‘lmwn! and those who wish to travel west.

This s a sword +3 with lawful good alignment. It can detect eval at
up to a 60-foot radivs, rurms undead as a 10th-level paladin, and can
heal up o 20 points of damage to its wielder as if it were aying on
hands. The sword communicages with s wielder through a limited
farm of teleparhy (by touch only). It possesses a 14 Intelligence and an
Ego of 9. When Brickell dominates someone, chat person fights as if a
10th-level paladin and can activate any of the sword's powers at will,

Rary's Ring of Memories: This tamished silver ring was enchanted by
the archmage Rary, but lost when his tower was sacked after he
attacked the Circle of l.Elghr_ The ring gives the wearer the ability ro
cast Rany’s memory alteration three times per day. Ir also grants a 44
bonus to saving throws vs, effects thar target memories [ such as a forget
spell) and a +1 bonus to saving throws agamst any Enchanement/
Charm spells. (Rary’s memory alterarion can be found in TSR2175,
Wizard's _HF!CH ( .l.)mp( ndim Volume 3.)

Sabre of Storms: This sabre is a sword +3. Its wielder can gain water
breaching at will and can cast call lighting once per day (subject to the

restmictions on the :\[u:”'_.

Skull of Olarek: The skull of Olarck 1s a gusly trophy of the orc victo-
ry over the former human king of the Pomarj, Olarek the Mad. Once
per week the power of the skull can be mvoked to give the effects of a
bless s[‘t‘” on up to 1O ore warriors; this lasts 24 hours.
Alternatively, the skull can be used 1o blight (reverse of bless) the next
foes the tribe meets m bartle in the next 24 hours. The leader of the
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tribe can canse the skull to howl once per manth, having the effect of a
symbol of msanity on all nonores within 100 feet, but activating this
power permanently lowers the leader’s Wisdom by 1 point.

Smoke of Little Death: The Earth Dragon Cule developed this oil for
use in some of its rimals, although it was scon found to be quite effec-
tive in combart as well. The recipe is a secret jealously guarded by the
priesthood, Only those held in fvor by Stalman Klim have access to
the smoke of little death.

This oil comes m small vials that shatter when thrown, producing a
cloud of noxions gas with a 10-foor radius, Those wichin the smoke
MUST Save vs. spc” or fall into a dt\-.p shﬂ:p for 1d6 turns, Durmg this
magical shumber, those who succumb to the oil's cffect suffer srrange
and vivid dreams, Priests of the Earth Dragon say they commune with
their god during this slcrp. while athers report Illghln:lﬁfl: VISIONS,
Diungeon Masters may exploit these dreams in their adventures, since
they can be used to drop clues or impart important information with
case.

Spear of Impaling: The spear of impaling is a wicked-looking spear
+3. When used ro charge an opponent, the spear inflicts double its
base dﬂrn.:lgl:. When set to receive a charge, the v.r;:.'u"s base d:l.nmg: Is

rnp[e d.
Hero-DEITIES

Kelanen

N hero-god of swords, sword skills; and balance

Kelanen only recently crossed the border berween the mortal and the
divine, having spent decades as o “quasi-deity” with unusual abilives,
but unable to grant spells. It is only in the past century thar he gained
the ability to empower priests, and he has been gathering suitable agents
since thar time, Kelanen's true form is a handsome slender man with a
vertical silvery scar on the night side of his face, though he rarely
appears as himself. He can change his form at will to any human, demi-
hurmnan, or humanoid. His scar manifests in any guise when he becomes
angry. He promotes skill with swords and promotes the balance of
things in the world, g-.md versus evil and chaos versus law, intervening
when e feels things have fallen our of balance for one side o the ather,

Kelanen's Priests; Kelanen's priests relentlessly practice their sword
skills and spend much of theit time training others. They are expected
to work to maintain the balance of all things, and they prefer melee
combat to the use of missiles. Their advocacy of balance means they
often form temporary alliances with pm‘lp]c of extreme alignments,
breaking the alliance when the balance is restored. They are restricted to
the use of all types of swords, daggers, and crossbows, and are not per-
mitted o use any other weapons. They may specialize in the use of one
type of sword, and rhl')' gain the warrior rate of attacks per round. They
may use any priest spell that ereates or enhances a weapon, even if from
a sphere outside those normally granted.

Requirements; ."\l\ili.n' scores: minimum 13 Strength; Alignments:
N; \Vr.;fmm swords, d‘iggcrr-. and crosshows; Armor: any; Formal rai-
ment: gray or blue-gray clothing, silver or platinum ]vwcln Granted




spheres: All, Astral, Combar®, Creation, Divination®, Healing,
Protection, Travelers; Additional Spr”.\': none: Powers at noted level:

Thruug]‘!um therr travels they buld, repair, and improve nulls;
I-nrgi“.k and other sorts of medieval tools and lrl,'lc]urwr:.', When
Ist, enchanted weapon (swords only); 3rd. after self; Sth, sword dance

see I‘t‘]ll\\ i

they acquire enough money

7th, gain +2 protection (as if wearing a ring of to finance a new invention,

protection); 10th, may cause a held weapon they settle down for a rime to
to act as a flame tongue or frost brand for 5
rounds; Turn undead: no.

Nores: An asterisk after a S‘p|’u‘rc mdicates

see tf they can make it work:

They move on only when they fin
tsh their invention, run out of funds,
minot ac

s to that sphere. Powers are usable once or reach an impasse. While Murlynd's
per day unless stated otherwise. A spirtual hammer

spell cast by a priest of Kelanen acnually creates a sword

priests often seem odd to common folk,
their services are always appreciared once

shaped force and inflicts slashing or piercing damage instead their work 1s fin-
af bludgeoning damage. The sivord dance power allows the ished and
priest to animate any sword, causing it to artack in melee as if it has started 1o

wiclded by the priest (similar to a pay off, usually m terms

sword of dancing, except that the of saved labor, Strange rechnolog:-

weapon's magical bonus does not change); cal effects accompany rhis g d's priest
this lasts 1 round per level. spells. For example, a create water spell
might manifest as a pipe erupting
from the ground and spew-

mg water, or a cure

Murlynd
LG hero-god of magical "technology”
Murlynd is a recent addinion ro the ranks of god- light wounds

hood, having developed the ability to grant spell might

spells only a year ago. His garb is strange, manifest as strange

for he wears clothes common to the Wild bandages or casts that form around a2 wound
West era of Earth and carries a “pis- fallowed by i magical healing.
tol"—a strange hand crossbow with a pipe in place of the bow, The Requirements: Ability scores: mini-
power of guns is not understood on Qerth, where smoke powder does mum 13 Intelligence; Alignments: LG,
nor [}l!rn‘.‘”'." '.Uﬂl_.(ll'}rl. .'\?\ a \'l)ll]'l!! e:\h'] ('}r sCence .'ll'lll fl'i'l'l]'ll]]{.‘gl\.', I.N. or N(_I' \l\‘rf.lill"'lﬁ: d.lg‘}:fl’.
Murlynd has few worshipers, for his strange inventions perform errat- broadsword, crossbow, handay, short-
ically at best. He views technology as a tool of the common folk to bow, and firearms; Armor: any non-
maintain the balance against those who can metal; Formal ramment: white shurt, leg-

\Vlt']\i mélgh‘_ Hl—‘ :|!‘PCJI‘| Stern. L‘Lll (13

quite friendly and gentle. Murlynd often

gings, and hat, with silver brooch; Granted spheres: All, Astral,

Crearion®, Elemental, Healing, Necromantic®, Protection, Travelers;
travels-with other young gods, such as Additional spells: none; Powers ar noted level: 1st, protection from evil;
Keoghtom (extraplanar heroism ) and 3rd, rope trick; Sth, proteciion from normal missiles; Tth, call for a
Zagyp (humor, warhorse (as if the priest were a |1.-1]:1c|m i cure sertous wounds or free
eccentricty ), action; 10th, smoke powder weapons work for the priest, major cre-
as well as atron; Turn undead: turns.
quasi-deities Notes: Murlynd's priests are allowed ro choose Firearms as a weapan
such as Heward proficiencies, This does not mean they are guaranteed ro find a fircanm

or that it will work. They gamn two spell-like powers at 7th level.

and even the invincible Ut

Hieroneous. He was once only one can be used each day; the priest decides which power to use at
a palacin, and the prine- the time it is invoked. At 10th level, a priest of Murlynd can use smoke
ples of truth and justice

hl‘ [t’.‘irned nll”

powder. This alchemical substance only works when a priest of
Murlynd concentrates on it,

influence his
and his priests’

ACEivities,

Murlynd's Priests: Murlynd's priests
are incessant inventors and must [eam
the Engineering proficiency, They gain
Carpentry and Blacksmithing for free,
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It has been a decade since the feared yeﬂuwsaﬁs of the Slavelords appeared in harbors of Wild
Coast towns—ten years since friends, family, and loved ones were carried off in shackles to
the inhuman lands of the Pomarj. But since then, new evil has arisen in those dark lands.

Turrosh Mak, a half-orc warlord, has unified the bickering humanoid tribes into a rapacious
nation! With sword and flame, tooth and claw, he led his conquering horde north, till over half

of the Wild Coast fell beneath his iron gauntlet.

Now the ships with the yellow sails have reappeared on the waters of the Woolly Bay. They have
even reached the shores of the Nyr Dy, the “lake of unknown depths,” striking suddenly and
carrying off every able-bodied survivor. And just as suddenly they vanish without a trace. The

scourge of the Slavelords has returned.

This book features a new chapter in the Slavelords saga, and includes detailed descriptions of the
cities and lands of the Flanaess, from the City of Dyvers to the dark peaks of the Drachensgrab

Mountains deep in the Pomarj.
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