Bring him Back
Alive!

by Matt Forbeck

It's a warm summer evening, just about perfect. A cool
breeze blusters in from the northwest, carrying the promise
of the encroaching autumn with it, but at the moment it
brings you a welcome relief from the heat of the day.

After spending most of your summer delving into the
deeps and dungeons beneath the land, you're just happy to
be able to relax in the comforts of a world in which the
sun sets and rises. For what seems like the first time in ages,
you're not so worried about what might be lurking just
around the corner or behind the next door as you are about
the terrible prospect of draining dry the local tavern’s stores.

You have just finished a marvelous dinner at the Stumble
Inn. (The weathered wooden sign creaking over the door
depicts a booted foot tripping over a lump of gold.) The
innkeeper and his wife — Carbad and Kamalda, an honest
pair of retired farmers as weatherbeaten as their phae's sign
- have hauled out their very best for you. They know that
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how fo Ase This Product

This adventure is designed to be easily dropped into your
existing Third-Edition D&D campaign. It can be run in a single
session, and it makes for an excellent evening’s gaming. To
prepare yourself to run it, you should read it completely at
least once to familiarize yourself with the material. You may
wish to photocopy the map in the center of the book for ease
of use as well. The text on the back of the book can
be read to your players to“Introduce them to the adventure.
After that, you're ready to begin. Good luck!

Dungeons and Dragons®

This module requires the use of the Dungeons and
Dragons® Player’s Handbook, Third Edition, published
by Wizards of the Coast.* You won'’t be able to run this
adventure without it.
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Briug him Back
Klive!

by Matt Forbeck

DS Background

Bring Him Back Alive! is an adventure designed for a
group of four to eight heroes of levels 1-4. After reading the
Player Background (found on the back of the outside cover),
read the module at least once to familiarize yourself with the
various encounters before proceeding to play.

The mites are a race of tiny humanoids who live in the
ruins under an ancient keep in the wilderness. They are a
fairly primitive people, not having progressed much further
along the lines of social evolution than hunting and gather-
ing. They are immortal, and their needs are few, so they
haven't bothered to develop the ways and means of the
more “sophisticated” races.

Also, they're all bred to be followers. Well, almost all of
them. In fact, the mites had a king up until recently — the only
mite who was capable of leading the others — but he was
killed in a tragic hunting accident.

The mites knew that this was a problem. They needed a
leader, and there weren't any to be had. In fact, no one could
really remember there ever being more than one king mite
around at a time.

That's when they turned to Kamalda, their shaman.

As shamans go, Kamalda is no great shakes, although
she’s picked up some tricks over the years. Most of these are
in the shape of the spells she managed to rescue from the keep
of the wizard that created the mites.

Kamalda is also the keeper of the mites’ greatest treasure:
the mite-maker; an amulet that changes the wearer into the
race of the person that gave the amulet to the wearer. Better
yet, it does something to the wearer’s brain to make him think
that he’s always ~ at least secretly — been a member of that
race and that there couldn’t possibly be a reason to want to
change back.

history of the Mites

The mites are a race of humanoids created by an ancient
wizard to act as his loyal assistants. He created them with an
inbred desire to follow his orders, and created the king mite
when the mites grew too numerous for him to keep track of.
Most of the mites have long since forgotten this fact, but
Kamalda has kept her mind sharp and clear.

The immortal mites have long outlasted their old master
and their original king. They've replaced their king once
before, Kamalda grabbed the mite-maker from the wizard’s
castle after he died, and she used it to create the last mite king
from a thief the mites caught poking around.




With the death of their latest king, the mites needed
another. To that end, they waited along the main road into the
nearest village and then ambushed the first tiny group of
travelers that came along.

The ambush victims were two men — a wealthy merchant
named Marcaeus and his adult son Lucente — who were quick-
ly overcome by the sheer numbers of the mites. The son was
bound and gagged and taRen off to the mites’ burrows, while
the wealthy father was left alone and unconscious on the side
of the road.

Chapter One: Relp!

The action starts up here directly after the events
described on the back cover of this booklet.

Give the heroes a moment or two to get themselves
together. They may decide to search the area outside the inn
for potential dangers, but the only things they find are their
mounts and the innkeeper’s ornery mule.

Carbad identifies Marcaeus as a wealthy merchant who
regularly travels the road that passes by the inn. In fact,
Marcaeus often spends the night in Carbad’s inn. Usually,
however, the merchant has his son Lucente with him. The fact
that the young man is missing causes both Carbad and Karna
much concern.

Carbad checks Marcaeus’s purse and finds it full of 50
gold pieces. The merchant was known to not carry large
amounts of cash on him, preferring instead to leave larger
sums spread throughout banks in the cities he visited. Even
so, apparently the motive of the attack was not robbery.

Marcaeus has seen better days. His face is battered and
bruised, as is most of his body, which the heroes may discov-
er if anyone bothers to check his wounds. Strangely, the vast
bulk of the injuries seem to have been sustained on his legs.

The man is near to death. If any of the heroes uses some
healing magic on him, Marcaeus revives almost immediately.
Otherwise, he isn’t lucid enough to speak until the following
morning.

That @las Do Robbery

When Marcaeus is well enough to talk, read the following
to the heroes aloud. If they’re not around, Carbad the
innkeeper brings them to the man. Read the following to the
players aloud:

Marcaeus sits up in his bed, thanking those around him for
their help. He is quiet for a moment then until Carbad
asks him what happened to him. At that, the man’s face
blanches as his eyes widen with fear.

“It was horrible,” he says, his voice barely a whisper.
Any hint of the merchant’s natural joviality is gone.

“My son Lucente and I were riding along the road, just
like we've done dozens of times before. Less than a mile
from here, though, in the shadow of those old ruins, it all
fell apart.

“One moment I'm riding along, and the next thing I
know my horse throws me...

I look up and see Lucente fighting these things for his life.

He has his sword out, and he’s laying about to his left and
right, but there are just too many of them.

“I manage to struggle to my feet, and then they're on me
as well. They were as short as a human child, but their skin
was the color of black earth, and their eyes were as round
and dark as those of some netherworldly beast.

‘And they had spears.

“I fought back as best I could, struggling to get to my
horse’s body and recover my own blade. But it was no use.
Before long, T was overcome. As 1 fell once again, 1 saw
Lucente being dragged from his horse. I cried out his name
as he disappeared from my view.

“Then T knew nothing.

“When I awoke on the road later, night had fully fallen,
and Lucente and the devilish creatures were gone. And so
were our horses. I staggered off in the direction of the
nearest haven of which I knew, and eventually I ended up
here.”

An Offer Made

Once Marcaeus finishes his story, he tries to vault out of
the bed to set to searching for his son, but his strength fails
him. He looks to the heroes for help. He is prepared to offer
them each 500 gold pieces — collectible in any nearby city —
for the safe return of his son Lucente.

The only real clue that the heroes have to go on is that the
attack happened “in the shadow of those old ruins.” Marcaeus
is, of course, referring to the ruins of the castle of the wizard
that created the mites so long ago.

Assuming the heroes decide to accept Marcaeus'’s offer,
they can set off right away — or as soon as dawn breaks. In a
case like this, there’s no time to waste.

The Legend

Marcaeus may not know much about the ruins that
loom over the road he regularly rides along, but Carbad and
Karna certainly do. Before the heroes can leave, either the
innkeeper or his wife takes the heroes aside to let them know
what they're in for:

“Im sorry to say this, but you fine people — as talented as
you obviously are — may already be too late to save
Lucente. Legend has it that these mites were created cen-
turies ago by the wizard who once lived in the castle. The
real terror of the whole thing is that the wizard supposedly
crafted his creations from the souls of the living who were
foolish enough to stumble across his doorstep.

“The worst part of all this — for you at least — is that it
may be too late for young Lucente. He may still be alive in
those ruins, but if he is, he’s sure to be in the form of a
mite himself.

“It seems that these mites have their old wizard’s power
to make more of their own from the men that they kidnap
on these roads...
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“So just you be careful, my friends. If you come across these
infernal mites, you'd best be cautious with your swords.
You never know if the one that you've come to rescue might
not be in the form of the creature you’re fighting against.”

The Ruins

Troubleshooting

If the heroes balk at™going after Lucente, Marcaeus is
more than prepared to double his initial offer. After that, he
starts to balk. He can’t place a price on his son’s life, but he
doesn’t have much more than that available. He’s willing to
offer the heroes continuing work as a guard for him if they
like, and at a handsome salary, on top of the reward money.

If need be, Marcaeus actually falls on his knees and begs
for help. At this point, Carbad himself goes out and straps on
his sword, scowling at the heroes all the while. Even at his
age, he can't stand to see a man in such dire straits without
lending him a hand, and he curses the heroes as cowards or
cutthroats for refusing.

If the heroes still refuse to help, you could have the mites
attack them as they pass on the road, but you may not want
to bother. If the heroes really are that afraid of a little adven-
ture, they should probably be left alone.

Chapter Two: Into the Lair of the Mites

In this chapter, the heroes make their way out to the
ruins, find the entrance to the mites’ lair, and — with any luck
— rescue Lucente. As the heroes reach each area, read the
boxed text to them aloud.

The Road to Ruin

The ruins sit in a large circle about 50 yards wide. It's
obvious that this “castle” was in fact little more than a keep,
a fortified home for a powerful wizard and perhaps a few
friends, but little more. When compared with the castles
of the leaders of the nearby nations or city-states, it pales
in size.

Even then, it's been a long time since there was enough
of a building here that was even capable of keeping the rain
off your head much less serving as a fortification against
intruders. Most of the walls have tumbled down entirely,
leaving only a few teetering tower of moss-covered stones
that look like a good breeze might be able to bring them
low.

Still, this is where the trail leads.

The road to where Lucente and Marcaeus were assaulted is
easy, wide, and clear, and it runs east and west. Under
Marcaeus’s directions, you head west into the forest. There
are few travelers on the road, and none of them have much
if anything to say to the heroes.

As you make way down the road, the ruins of the wiz-
ard’s castle heave into view atop a hillock a ways off to the
northwest.

Soon you come to the area of the attack. The dust of the
road still bears dark, sticky bloodstains. There are signs of
a struggle at the edge of the road, where Lucente presum-
ably made his stand. There’s blood everywhere, leading off
into the woods.

The trail ends as the heroes follow it onto the keep's bat-
tered floor. The heroes will likely search for some kind of a
concealed door (Search, DC 10). Every time they succeed, roll
1d4 and consult the table below. Each time the heroes search
again, add +1 for every time the heroes have searched before.

Result
A. Rats’ nest

B. Spider’s parlor
C. Cats’ lair

D. The chimney
E. Bee hive

E  The trap door
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6 or more

&. Rats’ Dest

You peer over a suspicious-looking rock and spy a hole
leading down into the darkness beneath the keep. You nose
your way in closer to get a better look, and you suddenly
realize that the darkness is looking back.

The trail that the mites took back to the castle ruins
should be obvious. There were 10 mites involved in the
ambush, and they then dragged Lucente and the two still-
bleeding horses the mile or so up the hill to the ruins. A blind
man could follow this trail (Search, DC 5).

Even if the heroes don't have any way to follow the trail,
they should realize that the only real lead they have is the
ruins, and they should eventually find their way there.

The heroes have disturbed a nest of dire rats. The three
beasts rabidly attack as soon as any hero gets within a foot of
the opening to their underground warren.




B. Spiber's Parlor

There’s a bit of an overhang left attached to a crumbling
wall here, just enough to give you an idea of where the ceil-
ing of the once-room you're standing in must have begun.
As you peer up under the ceiling remnant, you notice a
large, thick web flapping gently in the breeze.

Most heroes are going to be on guard for a spider leaping
down on to them from above, but they’re looking in the
wrong direction. There’s a monstrous spider here all right,
but it’s of the trapdoor variety. If the heroes don’t manage to
find the spider’s hiding hole (Search, DC 20) below them, the
spider surprises them as it bursts from beneath an innocent
looking piece of sod.

(. Caf's Lair

Getting to the top of the rubble is simple enough (Climb,
DC 10), and there the heroes find the source of the smoke: a
narrow chimney hidden in the ruined wall, The chimney is
only about nine inches wide, making it almost impossible for
anyone to get down it. Even if this were possible, the tiny
traveler would have to be lowered down nearly 100 feet
down a smoke-filled chimney and into a roaring fire.

Anything dropped down the chimney may attract the
attention of the mites in the main hall. The same goes if the
chimney is blocked. If either of these happens, the guards in
the guard hideaway (see #1) are sent up to investigate. If
they find anything, they instantly use their telepathic ability
to alert the rest of the mites, making it almost impossible for
the heroes to catch them unawares, no matter the guards’
fate.

€. Wandering Bee

It seems like all sorts of wildlife are living in these ruins,
taking whatever shelter they can find from the elements.
But apparently not all of the creatures are technically of the
wild variety. As you poke around in a pile of rubble, you spy
a battle-scarred cat with its back up against a wall. As you
get closer, you notice that the poor thing smells like it’s
been rolling around in rotting meat. It hisses as you
approach.

The sweet smell of flowers drifts to you on the late summer
breeze, along with a strange, low humming. As you come
around a large, tall chunk of the ruins, you discover the
cause of the noise: a giant bee taller than any dwarf.

This zombie cat was once the familiar of the old wizard
who lived in this keep. It died before its master did, but the
wizard couldn’t bear the thought of life without his cherished
pet. He called on the dark forces of necromancy to grant some
semblance of life to the creature. Although the wizard is long
gone, the cat still follows its master’s final orders: to protect
the place from any humanoid intruders.

D. The Chimney

You notice a thin trail of smoke coming from the top of one
of the larger remnants of the old keep, about 10 feet from
the ground.

Giant bees are pretty much like the regular variety, only
larger. If any of the heroes are wearing any kind of perfume
or are carrying any kind of sweet food that might attract the
bee, it flies straight at her. The bee isn't attacking, but the
heroes may not realize that until it's too late. Otherwise, the
bee simply sidles up to the heroes curiously, then wanders
away after it finds them uninteresting. Either way, it only
attacks if attacked.

E. The Trap Door

The entrance to the mites’ lair goes down into the earth
at a relatively steep but navigable angle. It’s topped by a
wooden door covered with a thick layer of dirt and plenty of
overgrown grass. It's normally pretty hard to find, but
dragging two horses and a grown man down through the
doorway last night crushed enough of the grass around the
area to make the doorway pretty obvious.




Permission to photocopy pages 8-9 is granted for personal use only.
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The Mites’ Lair

There are no lights in the entire lair. The mites see just
fine in the dark and don’t need them.

1. The Guard hideaway
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You step into a large, high-ceilinged room, in the center
of which stands a large fire which drafts up into a hol-
lowed-out spot in the roof. Most of a half-cooked horse
stands scorching on an unturned spit.

And several tiny, ebony-skinned, hairless people stare at
you with black shark’s eyes, their spears at the ready.

Once through the hatch\'ﬂay, you find yourselves in a low
and tight tunnel leading down into the darkness at a sharp
angle. The passageway is only about four feet wide and
seven feet tall — just wide enough for a single-file line and
tall enough so that an average human shouldn’t bump their
head on the ceiling. In other words, it's cramped, but not
too bad

The rampway down into the mites’ lair has three switch-
backs before it reaches the bulk of the mites in the main hall.
Ar the second switchback, the mites have installed a hideaway
for guards in the wall of the passageway. There are always
two mites on guard in this hideaway. New guards are brought
in six times a day, making for four-hour shifts for everyone
on guard.

Finding the hidden doorway covering the guards’ room
is difficult, but can be done (Search, DC 20). Chances are
excellent that no matter what happens, the guards are ready
for the heroes. Having just kidnapped a young man, they are
on high alert, waiting for someone to come after them.

If the heroes find the doorway and open it, the four
guards alert their friends below and then immediately attack.

If the heroes fail to find the doorway, the guards wait for
the heroes to pass them by and then sneak out of the room
and follow the heroes. They telepathically alert their friends
in the main hall. Then, just as the heroes are about to enter
the main hall, the guards accost them from behind. The mites
in the main hall ready themselves at the same time, trapping
the heroes nicely between them.

The mites don't really want to fight, but they distrust all
strangers. All speaking in a single voice at once, like some
kind of demented children’s chorus, they demand that the
heroes surrender immediately.

If the heroes give in, they are stripped of their weapons
and taken down into the main hall where every mite in the
place comes out to meet them. See below for more on this.

If the heroes fight, the mites are ready to fight to the
death, and the heroes will have their blood on their hands. If
the heroes surrender at any point, the mites accept this with
little comment, no matter how many of their kin lie dead
about them.

2. The Main Hall

You make your way down the ramp, further into the depths
beneath the old ruins, and you actually sense that the dark-
ness up ahead is getting a bit lighter. As you go lower and
lower, a faint scent of smoke reaches your nostrils, along
with the smell of roasting meat...

10

This is where most of the mites live, eat, and sleep when
they’re not out hunting and gathering food. Currently, the
mites are preparing a feast with the flesh from Marcaeus’s
and Lucente’s horses, a meal they hope to hold tonight to
celebrate the arrival of their new king.

There are eight mites (hp 3 each) [see page 14 for
complete statistics] living in this room. They, along with the
two guards, the queen, the shaman, and the king, make up
the entire tribe. If you like, you can lower or raise the number
of mites in this room to prepare a more fitting challenge for
your heroes. It is recommend that you have two to three mites
per hero, but you can go with even more if you like.

The room’s ceiling is fully 12 feet tall, while the floor is
60 feet square. The walls of the room are lined with shelves
filled with the mites’ simple belongings. Each of the mites has
a pair of spears to attack with. They usually throw one first
and then keep the second for melee combat. If there are oo
many mites up front for the ones in back to attack up close,
the mites are not afraid to hurl a spear over the heads of their
friends. Tall folk make great targets.

If the heroes surrender, they are brought here before the
new king. Lucente is still a bit dazed by his transformation,
but he refuses to believe that he was once recently a human.
The only clue that the heroes have as to Lucente’s true iden-
tity is that he is the tallest mite around.

If the heroes plead their case well, the mites relent.
Kamalda, the mite shaman, removes the mite-maker from
around Lucente’s neck, immediately transforming him back
into his human form. The heroes are then free to take
Lucente and go.

Of course, convincing the mites that they don't need a
king can take some doing. There are a few obvious tactics
the heroes can use. The first is to appeal to the mites’ sense of
propriety, pointing out that they have stolen this innocent
youth from his family.

The heroes can also argue that the mites hardly need a
king to rule over them like some kind of puppet version of the
wizard who created them so long ago. This logic appeals most
strongly to Kamalda, always a forward-thinking mite. Queen
Maralba argues against this though, until it’s pointed out that
the lack of a king would leave her firmly in charge.

Finally, the heroes can argue that the mites’ actions are
bound to bring the wrath of the locals down on them sooner
or later. There’s a good chance, for instance, that Marcaeus
isn’t going to be satisfied until he manages to recover either
his son or his remains. This could mean the end of the mites’
existence.




3. The Shaman’s Quarters

This small room is filled with all sorts of things: pots of
ointments, vials of strange liquids, scorched crucibles, and
the like. In one corner stands a tiny, perfectly-made bed.
In another, a leatherbound book stands atop a polished
podium. In the center of the room, the corpse of a halfling

lies on a table, his body covered with hides.

This is the home of Kamalda, the formidable mite wizard.
She messes around with creating potions, but she’s not really
all that successful.

Once alerted to the heroes’ approach, Kamalda immedi-
ately heads for the main hall where she can support her fel-
low mites with her spells. These spells are all kept in her
personal spellbook on the podium.

This is also where the body of the last king lies in state.
His body is covered by rough-tanned hides, leaving only his
head and feet exposed. This poor soul is a halfling that was
caught snooping around the mites’ lair 13 years ago and
transformed into their king until his death.

The room is 10 feet by 10 feet wide, and beside the bed
on which the body rests, there is a bed for Kamalda, as well
as a low desk on which rests the shaman’s open spellbook.

4. The Royal Chambers

This is the home of Queen Maralba and her new King
Lucente. Treat the queen as if she was a normal mite, except
she has 20 hit points and is wearing chain mail armor, which
gives her an AC of 18.

Treat Lucente as if he was a normal mite, except he also
wears chain mail armor for an AC of 18. The thing that makes
Lucente stand out — other than the armor - is the fact that
he’s the tallest one in the group. This should hopefully help
the heroes pick him out of the crowd and cause them to not
harm him. Also, he wears the mite-maker amulet prominently
around his neck. It is both his badge of office and his curse.

This room is 40 feet long by 20 feet wide, and the ceiling
is 10 feet tall. In the front part of the room, there are two
gilded thrones (mite-sized) which are worth 1,000 gold pieces
each. Behind that, there is the royal sitting area and the
royal bed.

€Epilogue

If the heroes fail, Lucente is doomed to spend his days as
the king of the mites, until he dies and is replaced by another
soul.

If the heroes manage to get their hands on Lucente and
remove the amulet, he instantly returns to normal. When the
heroes return Lucente to Marcaeus, the merchant makes good
on his promise, giving the heroes each a handwritten check
that they can cash at a bank in a nearby city. He also offers
them jobs as his personal bodyguards. Either way, they can
count on his undying gratitude and take heart in the fact that
they have saved a young man from a life not his to live.

Random Road €ncounters

The untamed wilderness between the tavern and the
ruins can be a dangerous place. Every time the party travels
along the road, roll 1d10 and consult the following table:




Mite
Small Humanoid

The mites are tiny humanoids, standing just 30 inches
tall. They are all immortal. The mites are uniformly dark in
color, leading some to speculate that they are somehow
related to the dark elves. In fact, the flesh of the original mites
was composed of comprested soil, which accounts for the
dark-coffee color.

The mites are entirely hairless, and their eyes are a
uniform black, like those of a shark. Even their teeth are dark,
the color of old wood.

Mites have darkvision up to 60 feet. Also, they can tele-
pathically communicate with each other - or at least any
other mite created by the same wizard — at any range. Unless
they have visitors, theirs is a society of silence broken only by
the weird music that they play on their strange lyre-like
instruments, which they break out at any thinly veiled excuse.

Mites were once fairly
common, with many differ-
ent wizards creating them
by the dozen, but the secret
of their construction
has long since been lost.
Over the years, most of
the different groups or
tribes of mites have
vanished through
simple attrition of
their numbers.

Combat

Mites are perfectly
aware that they don’t
stand up well against
the larger races in a
toe-to-toe attack. They
rely on their smarts to
stack the odds in their favor
and to provide them with a
means of escape should one
prove necessary. If cornered,
they fight to the death.

Hit Dice: 1d6 (3 hp)
Initiative: +1 (Dex)
Speed: 30 ft.
AC*I«}H-IM-!-!B&:.
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Int 14, Wis9,Cha7

Skills: Hide +10, Listen +5,
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Dew Magic Ifem

Skills: Mites receive a +3 racial bonus to Hide checks.
This adds to their +4 bonus to Hide checks for being small
creatures. This is already figured into the profile above.

fMite Characters

Mite characters receive the following racial modifiers: +1
Str, +1 Dex, +2 Int, -3 Wis, -2 Cha.

Mites tend to be fighters or rogues, the only exception
being the rare shaman/wizard, a mite crafted to act as the
wizard's magical assistant. As magically animated creatures,
mites have a strong magical aura that can be picked up by a
detect magic spell. This is enough to mask the strength of the
aura of the mite-maker.

The Mite-Maker
Artifact

This magic item comes in the form of a small golden
amulet on a golden chain. A translucent opal sits in the cen-
ter of the amulet. When placed on the wearer by someone
else, it transforms the wearer into a member of the giver’s
race. This works as if the giver had cast polymorph other on
the wearer. Unwilling recipients can make a Will save (DC 15)
to prevent this from happening.

The wearer looks pretty much like himself, only with all
the traits of the giver's race instead of his own. The magic
item also affects the wearer’s mind, granting him knowledge
of the race’s traditional languages and customs, much as if
he’'d always been a member of that race. In fact, the wearer
actually believes that he’s always been a part of his new race
- at least in his heart — and he has no desire to change back.

Caster Level: 8th; Prerequisites: Craft Wondrous Item,
polymorph other; Market Price: 12,000 gp; Weight: 1 1b.
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Alderac Enterfainment Group

Alderac Entertainment Group, Inc. (AEG) is an innovator
and award-winning industry leader in the collectible card
game, roleplaying game, and miniatures game categories.
AEG develops and publishes popular game-based entertain-
ment products, including: Legends of the Five Rings RPG, 7th
Sea CCG and RPG, Doomtown CGCG, and the Clan Wars minia-
tures game. For more information on Alderac Entertainment
Group, visit the company’s website at www.alderac.com.

Open Game Content

All material in the module with a gray background is
Open Game Content, except for the proper names of NPC’s,
and may be used pursuant to the Open Game License.
Material contained in the “New Monster,” “New Magic Item,”
and “New Spell” sections is also Open Game Content.
Illustrations on those pages are not Open Game Content
and are owned solely by Alderac Entertainment Group, Inc.
In addition, to the extent any material is derived wholly
from the d20 SRD and/or the Dungeons and Dragons”
Player’'s Handbook, Third Edition, such as spell names and
magic items, that material is also designated as Open Game
Content. All other content is designated as closed content,
including but not limited to: NPC and Pre-generated charac-
ter names, character background text, monster descriptions
and all other module text not otherwise required to be Open
Games Content.

Alderac Entertainment Group (AEG) reserves the right to
publish addenda and/or modification to the designation of
Open Game Content within this adventure on our web site
if either by the unilateral action of AEG, by agreement of
parties (including AEG) or by operation of law there is a
change to the designation of Open Game Content.

Legal Stuft

Dungeons and Dragons® and Wizards of the Coast”
are trademarks of Wizards of the Coast, and are used in
accordance with the Open Game and d20 Licenses.

Links to the full text of both the Open Game and d20
licenses, when available, can be found on the Alderac
Entertainment Group web site, and are hereby incorporated
by this reference as if fully set forth herein. Future versions
of this adventure will contain the entire text of those
licenses, once finalized.

Credits
Produced by: AEG
Written by: Matt Forbeck
Editing: Kevin Wilson
Art Direction: jim pinto
Graphic Design: Mark Jelfo
Cover Illustration: Cris Dornaus
Cover Colorist: Cris Dornaus
Interior Ilustrations: Carl Frank and Cris Dornaus
Cartography: Cris Dornaus
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The Open Game License

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards
of the Coasl, Inc ("Wizards”). All Rights Reserved.

1.

10.

1.

A

13.

14,

15,

Definitions: (a)*Contributors™ means the copyright and/or trademark owners who have
contributed Open Game Content; (b)*Derivative Material” means copyrighted material
including derivative works and translations (including into other computer languages),
potation, modification, correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, transiormed or
adapted; (c) "Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly
display, transmit or otherwise distribute; (d)"Open Game Content® means the game
mechanic and includes the methods, procedures, processes and routines to the extent
such content does nol embody the Product Identity and is an enhancement over the prior
art and any additional content clearly identified as Open Game Content by the Contributor,
and means any work covered by this License, including transiations and derivative works
under copyright law, but specifically excludes Product Identity. (e) “Product Identity”
means product and product line names, logos and identifying marks including trade
dress; artifacts; crealures characters; stories, storylines, plots, thematic elements, dia-
logue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual or audio representa-
tions; names and descriptions of characters, spells, enchantments, personalities, leams,
personas, likenesses and special abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs;
and any other trademark or registered trademark clearly identified as Product identity by
the owner of the Product Identity, and which specifically excludes the Open Game
Content; (f) “Trademark” means lhe logos, names, mark, sign, motto, designs that are
used by a Contributor to identify itself or its products or the associated products
contributed to the Open Game License by the Contributor (g) "Use”, “Used” or “Using™
means 1o use, Distribute, copy, edil, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) “You" or “Your” means the licensee in
terms of this agreement.

The License: This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this
License. You must affix such a notice to any Open Game Content that you Use. No terms
may be added lo or sublracted from this License except as described by the License
itsell. No other terms or conditions may be applied to any Open Game Content distributed
using this License.

Ofter and Acceptance: By Using the Open Game Content You indicate Your acceptance
of the terms of this License.

. Grant and Consideration: In consideration for agreeing to use Ihis License, the

Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with
the exact terms of this License to Use, the Open Game Content.

Representation of Authority to Contribute: If You are contributing original material as Open
Game Content, You represent that Your Contributions are Your original creation and/or
You have sufficient rights to grant the rights conveyed by this License.

Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content
You are copying, modifying or distributing, and You must add the title, the copyright date,
and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game
Content you Distribute.

Use of Product Identity: You agree not to Use any Product Identity, including as an
indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark in conjunction with a work
containing Open Game Content excepl as expressly licensed in another, independent
Agreement with the owner of such Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the ownership of that Product Identity.
The owner of any Product Identity used in Open Game Content shall retain all rights,
title and interest in and to that Product Identity.

Identification: I you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.

Updating the License: Wizards or its designated Agents may publish updated versions
of this License. You may use any authorized version of this License lo copy, modify and
distribute any Open Game Content originally distributed under any version of this Licensa.
Copy of this License: You MUST include a copy of this License with every copy of the
Open Game Content You Distribute.

Use of Contributor Credits: You may not market or advertise the Open Game Content
using the name of any Contributor unless You have written permission from the
Caontributor to do so.

Inability to Comply: I it is impossible for You to comply with any of the terms of this License
with respect to some or all of the Open Game Content due 1o statute, judicial order, or
govemmental regulation then You may not Use any Open Game Material so aflected.
Termination: This License will terminate automatically If You fail to comply with all terms
herein and fail to cure such breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.

Reformation: If any provision of this License is held to be unenforceable, such provision
shall be reformed only to the extent necessary to make it enforceable.

COPYRIGHT NOTICE
Open Game License v1.0 Copyright 2000, Wizards of the Coast, Inc.



