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INTRODUCTION

The Duncrons & Daacoss game provides a rich rules
framework for Dungeon Masters (DMs) ro work with. This
adventure presents a new format designed to make it casier
to run each encounter. Combat encounters feature aids such
as tactical maps showing starting monster locations, ssdebars
detailing important rules, clearly marked treasure and expe-
rience awards, and easy-to-reference monster statistics.

With this new formar, Scourge of the Howding Horde is
especially suited for use by new DMs. While any DM will
find a fun and exciting 1st-devel adventure to run within
these pages, the format and advice make i1 3 pood ool foe
helping new DMs get a feel for running the game

As Dungeon Master, you need three books to run this
adventure: the D&D Hayer's Handbook, Dungeon Master's
Guade, and Monster Manual. We also encourage the use of
Dinsceoss & Dracoss miniatures and D& D Dungeon Tiles
to add a visual element to combat encounters.

Before you run, you should review the sdventure so famil
iarize yourself with the basic storyline. Then go back and
read the opening encounters in more detaik youll probably
only need to prepare three of four encounters for your first
game session. Feel free 10 rake notes, underline details thar
are important, o write reminders in the margins or on
sticky pads.

CHECKLIST

(7] Your players have created and equipped characters

[ Yeu've reviewed and approved the characters (keep a copy of
cach player's character &3 a backup or m case a player musies
& pamie seviaen)

[7) You've revicwed the enture adventure

[ Yosi've carefully read the first series of encounten

[ You hawe a Mayer's Mandbook

[] You hase a Dungeor Master's Guide

[7) You have a Momster Manual

[ You have at least one set of dice

[ tnetateve Tracker (Optional, see sidebar)

[ D&D Mansatures (Optional)

L) DD Dungeon Tiles (Optional)

[ Battle Grid (Optional)

[ Bsttle Crid Markers (Optiomal)

ENCOUNTERS

A D&D adventure consises of three types of encounters:
combat encounters, challenge encounters, and roleplaying
encounters. Sometimes these encounters are combined,
often one rype of encounter leads 1o another. The majocity
of encounters are combat, where player characters (PCs)
battle monsters ‘or other opponents. Challenge encoun
ters feature hazards or traps that require skill checks w
overcome. Roleplaying encounters imvolve interaction and
some skill use.

LT eive

This is secret infoemation just for the DM,

Four months ago, the black dragon wyrmling Noak
secretly established a lair in the Howling Cave, in the
wilderness outside the peaceful hamlet of Barrow's Edge.
She demanded the worship and servitude of a local tribe
of poblins and hobgobling, ordering the tribe to help her
acquire a treasure hoard 10 fill ber L.

Thus, the goblinoid tribe that once minded its own busi-
ness suddenly became a threat 1o the people of Barrow's
Edge. The Howling Horde goblins (as Noak named them)
atmacked outlying farms, harassed travelers, and even made
raids into the hamlet in an effort 1o collect treasure 1o add
to the dragon’s growing board. The increasingly frequent
goblin raids were morce than the people of Barrow's Edge
could deal with on theirown, so they sent out a call farand
wide for adventurers to come to their aid.

The adventure begins as the player characters arrive 1o
answer thatcall.. ..
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ENCOUNTER:

The D&D game provides a rich framework for many dif-
ferent types of encounters. “To the Rescue!” started the
adventure with a combat encounter. After acombat encoun-
ter, characters usually take time to tend to the wounded and
search for treasure. This encounter starts there and leads to
a roleplaying opportunity.

TREASURE
The goblins participating in this raid carried little of value.
Each of the eight had a suit of leather armor, a light wooden
shield, a morningstar, and three javelins, all sized for use
by Small characters.

The four elf guards each wore studded leather armor and
carried a light wooden shield, longsword, and longbow, all
sized for use by Medium characters. They each carrya pouch
containing 1dé sp. Two are dead, and two are unconscious
and badly wounded.

MEETING STEN GOODSELLER

This encounter gives the player characters the opportunity
to interact with a nonplayer character, the merchant Sten
Goodseller. This is a roleplaying encounter. While the player
characters examine the dead bodies, read this aloud.

As you check the bodies of the goblins and the fallen elves, you
notice a frightened halfling peering at you from behind a
barrel in the overturned wagon.

“Is it—is it safe to come out?” she asks. “I'm Sten, Sten
Goodseller, a merchant from Barrow's Edge. Are you the fine
folk who saved me?"

What the Characters Can Learn from Sten
Sten had been returning home to Barrow's Edge from a trip
toa halfling market where she bought and traded for goods
to restock her store.

Before she left on her trip a couple of months ago, gob-
lins in the area rarely attacked travelers. She doesn't know
anything about recent attacks or a call for help.

Barrow’s Edge is a growing hamlet with a current popu-
lation of about one hundred adults. A frontier settlement,
it has limited resources (items costing 100 gp or less are
available; see Dungeon Master's Guide, page 137).

Sten's Goals

Sten first wants to check on the elf warriors that guarded her
wagon. Two are dead, but the other two might be saved. The
player characters have three rounds to try to save them. Sta-
bilizing a dying character requires a DC 15 Heal check.

Next, Sten wants to get her wagon tipped back up on its
wheels. This requires a DC 22 Strength check. Characters
can use the Aid Another action (see Player’s Handbook, page
65) or can simply Take 20. With enough time and some help,
even those of average Strength can succeed. Once righted,
Sten directs the PCs to help her rearrange the wagon’s con-
tents to transport the wounded or dead.

Sten fears another attack. She wants the player characters
to act as guards and escort the wagon back to Barrow's Edge.
If they hurry, they should be able to arrive before dark.

Sten’s Reward
As a reward to the player characters, Sten offers each char-
acter 100 gp worth of credit at her store,

AFTER THE NEGOTIATIONS

After Sten and the player characters talk fora bit, she appeals
to them to help her get her goods and the wounded guards
to Barrow's Edge. “There, I'll introduce you to the hamlet's
leaders and we can both find out about this call for help that
seems to have gone out while I was away,” Sten says. “I'm
particularly eager to learn why the goblins have turned so
violent. This road used to be safe, let me tell you.”

When the wagon is righted, the remaining horses hitched
up, and everyone is ready to resume the journey to Barrow's
Edge, go to “Ambush” on page 5.




ENCOUNTER:
AMBUSH

Several hours of travel lie between the site where the
PCs came across Sten's wagon and the hamlet of Barrow’s
Edge. This travel passes uneventfully until they reach this
location.

SETUP

It's twilight when the party arrives at this point. A goblin
druid waits to ambush anyone who survived the earlier
raiding party and is trying to reach the hamlet.

A wild-looking goblin breaks from the dense woods and
charges toward you. He holds a spear in one hand, while
the other burns with bright flame. A mangy wolf runs at
his side.

GLARR, GoBLIN DruID CR1

12 He: 1000000000

NE Small humanoid (goblincid)
Init +1; Senses darkvision 60 ft.; Listen +2, Spot +6
Languages Common, Druidic, Goblin

AC 15, touch 12, flat-footed 14

Fort +3, Ref +1, Will +4

Speed 30 ft. (6 squares) with longstrider

Melee produce flame +2 touch (1d6+1 fire) or

Melee spear +3 (1d6+2)

Ranged spear +3 (1d6+2)

Base Atk +0; Grp -2

Combat Gear wand of cure light wounds, scroll of charm
animal

Druid Spells Prepared (CL 1st):
1st— | entangle, [ ] produce flame
0— [ create water, [] cure minor wounds, [ ] flare

Abilities Str 15, Dex 12, Con 12, Int 8, Wis 15, Cha 8

$Q animal companion, link with companion, nature sense,
share spells, wild empathy +0 (-4 magical beasts)

Feats Toughness

Skills Handle Animal +3, Knowledge (nature) +1,
Spellcraft +3, Spot +6, Survival +4

Possessions combat gear plus hide armor, spear, wand of
longstrider, 10 pp, 10 gp

Glarr’s Tactics
Glarr has already cast his produce flame spell. It's a touch
attack, which means it hits more frequently. For more details
on touch AC, see Player’s Handbook, page 136.
Glarr and Bloodfang work together to set up flanks. If
Bloodfang trips a foe, Glarr attacks the prone character.

BLooDFANG, WOLF CR—

Monster Manual, page 283
1 Hr 0000000000000

N Medium animal (female wolf)

Init +2; Senses low-light vision, scent; Listen +3, Spot +3
AC 14, touch 12, flat-footed 12

Fort +5, Ref +5, Will +1

Speed 50 ft. (10 squares)

Melee bite +3 (1d6+1)

Base Atk +1; Grp +2

Special Actions trip

Abilities Str 13, Dex 15, Con 15, Int 2, Wis 12, Cha 6

Feats Track®, Weapon Focus (bite)

Skills Hide +2, Listen +3, Move Silently +3, Spot +3,
Survival +1 (+5 when using scent)

Trip (Ex) A wolf that hits with a bite attack can attempt to
trip its opponent as a free action without making a
touch attack or provoking an attack of opportunity.
Make a Strength check (1d20+1). The bit character
opposes this roll with 1d20 + either Dexterity or
Strength modifier (whichever is better). Dwarves get a
+4 bonus becaus® they're very stable.

If the wolf gets a higher result than the character,
the character falls prone. A prone character takes a —4
penalty when making a melee attack and a -4 penalty
to Armor Class against melee (+4 bonus against ranged
attacks).

For complete rules on Trip, see Player's Handbook,
page 158,

Bloodfang’s Tactics

Glarr's wolf fights fiercely for his master, working to set up
flanks. If Glarr dies, though, Bloodfang runs away.

TREASURE

If the PCs defeat Glarr, they find the following items: scroll
of charm animal, wand of cure light wounds (20 charges), wand
of longstrider (25 charges), 10 pp, 10 gp

If a spellcaster uses a detect magic spell, the wands and
scroll radiate magic. The characters need to cast an identify
spell on each wand to determine the precise spell it con-
tains, the command word, and the number of charges. For
complete details on Spellcraft DCs, see Player's Handbook,
page 82.

ENCOUNTER EXPERIENCE

Characters get experience for defeating the goblin druid
and his animal companion, as shown below.
PCs XP PCs XP PCs XP

1 300 3 100 5 60

2 150 4 75 6 50
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The information on these pages provides you with an over-
view of the hamlet of Barrow’s Edge. It has a population of
approximately 100 adults, which has grown steadily up until
the onset of the gubltn raids.

A variety of races inhabit the town. Slightly more than
half of the population is human, and the rest is made up
of the other core races: dwarves, elves, gnomes, half-elves,
half-ores, and halflings.

You don't need the statistics for the vast majority of
nonplayer characters in your game. Don't worry about
the statistics for the town blacksmith or the cobbler, The
population consists of 1st- and 2nd-level commoners and
experts. As a general rule, if a person demonstrates exper-
tise or devotion to a calling, give them up to a +5 modifier
on any relevant skill check. For all other checks, assume a
+0modifier. Forinstance, the stablehand knows horses and
other animals. If it comes up, he might have a +4 modifier
to Handle Animal checks. There's no reason why he should
be good at Diplomacy, so just assign a +0 modifier.

Use this hamlet as a base of operations for the player
characters for the rest of the adventure, and perhaps beyond.
This section describes its major features. Feel free to add
details or personalize it to suit your campaign. 1f you use it
for characters above 1st level, you may want to emphasize its
growth and increase its size to match the player characters'
advancement. Higher-level PCs need larger settlements to
buy and sell equipment and treasure.

As a hamler, Barrow's Edge only offers items for sale of
up to 100 gp in value, In addition, when the characters
sell treasure, the town can only afford to purchase 500 gp
worth of things from them at one time and has only about
500 gp value of items to sell. Because the settlement sees a
lot of travelers and trade, allow this to recharge on a weekly
basis.

STEN GOODSELLER’'S EMPORIUM

A sign above the door reads “Sten Goodseller's Emporium.”
Little of the original cabin gan still be seen, as numerous
additions jut off all sides and up one level. What had been a
front porch now serves as a glassed-in display area.
Equipment of all descriptions fills the many shelves and cases
visible through the display windows, including lanterns,
torches, bolts of cotton, bags of seed, and more.

Sten manages the shop with the help of her partner, Garret.
The two display deep friendship and affection for one
another. Sten trusts Garret to run the shop when she travels
for new stock. Garret doesn't have the same love of the busi-
ness that Sten displays, but he cares for Sten and wants the
shop to succeed. Unlike Sten, who is talkative and outgoing,
Garret is quiet and shy.

The shop sells general equipment and supplies, special
items, armor, and weapons with values of 100 gp or less.

TEMPLE

This large building’s unpainted exterior clearly shows it to be
vecent construction. Outside, the carved wooden symbols of
many gods await their first coat of paint and identify it as a
place of worship.

The townsfolk worship a wide variety of gods. This temple

provides a place for them to worship. A worshiper of Pelor

might pray here alongside a devotee of Wee Jas. The few resi-
.dents drawn to evil deities offer their prayers in private.
If the characters enter the temple, read the following.

Inside, one large room features shrines honoring different
gods spaced evenly along the walls. Rows of benches fill the
open space, and brightly colored carpets adorn the flooy.

Listra, a 1st-level cleric, maintains the temple. She worships
the same deity as one of the characters, preferably a cleric or
paladin. If none of your PCs have religious inclinations, have
the cleric likewise be uncommitted to a deity. She should
be nonevil, and able to spontaneously cast cure spells. She
lives on the second floor, above the worship hall.

Deity Worshiped:
Domains Chosen: and

What Listra Will do for the Player Characters
Listra loves the settlement of Barrow’s Edge and willingly
helps anyone seeking to serve or protect the hamlet.

1f the characters commit to helping the town, the cleric
casts spells for free. If a spell has a costly material compo-
nent, such as the 25 gp required for bless water, she expects
the PCs to cover those costs.

If the characters don't agree to aid the town or if they keep
their efforts secret, Listra charges them standard rates for
casting spells. As a 1st-level cleric, she casts 0-level spells
for 5 gp and 1st-level spells for 10 gp.

1f asked, she politely refuses requests to go adventuring.
Listra is devoted to maintaining the temple and serving as
spiritual leader in Barrow's Edge.

Listra typically prays for these spells. 1f a special need
arises, orif the PCs request it, Listra prays for different spells
for the next day.

Cleric Spells Prepared (CL 1st):
Ist— [_] bless water, [_] comprehend languages,
] domain spell:
0— [ create water, [ detect magic, [ ] read magic

Since Listra can spontaneously cast cure spells, she can turn
any of her 0-level spells into cure minor wounds and either of
her nondomain 1st-level spells into cure light wounds.



BARROW’S EDGE INN

A large building sprawls af the center of the settlement. Light
spills from its windows. A broad sign above the door reads:
“Barrow's Edge Inn—Welcome to All"

When the player characters enter the inn, read:

The interior of the inn feels as warm and hospitable as it
seemed from outside. The warn smells of stew and fresh
baked bread waft from the kitchen. A portly woman bustles
about, pouring drinks and serving food.

“Travelers? Welcome. We've food and drink and rooms.
All warm and clean.” She turns to a pair of farmhands
lounging by the hearth. “Dorf, Dissy move— give these
newcomers space o settle in by the fire” The two farmers
nod amiably and shift to another table.

“Now, what can I get for you?”

Mallie Marchess owns the inn. She acts as the manager,
bartender, and host, and generally does whatever needs to
be done to keep the place running. Everyone in the hamlet
knows and respects her. Although Barrow's Edge doesn't
have a formal government, Mallie's word is close to law.
Eminently capable and extremely organized, Mallie pos-
sesses many leadership qualities.

With the onset of the recent goblin raids, she started to
gather the resources needed to build a wooden wall around
Barrow’s Edge. The town has been making slow, steady
progress on this project. If the work stays on schedule, the
wall will be finished in abour a year. Mallie knows thar a
wall provides better security tor the future, but something
needs to be done about the goblin threat now. So, in addi-
tion to spearheading the wall project, she pushed for the
settlement to send out a call for help.

Mallie has a personal stake in eliminating the goblin
threat. About two months ago, her husband led a group of
townsfolk to try to make peace with the goblins. Mallies
husband and several of his companions never returned. She
wants to see the goblin threat eliminated, while still work-
ing toward ensuring the continued safety of the hamler.

What Mallie Will do for the Player Characters
Mallie welcomes all patrons to her establishment, and the
player characters are no exception. If they don't agree to help
the hamler, or if they keep their involvement a secret, then
Mallie charges them her normal rates for lodging, food, and
drink. As an inn of Good quality, Mallie charges 2 gp per
person per day for lodging, 5 sp per day for meals,and 4 cp
per mug of ale. It is reasonable for the player characters to
use the inn as a base of operations while they adventure in
and around the hamlet. Mallie has no problem with this, and
isn't afraid to ask them how the adventuring is going and
offering them advice and opinions as she thinks of them.
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Other places of interest around the hamler are described
below.

MYSTICALITY

You can't help but notice this small, one-story building.
Panted bright purple with gold stars spangling the exterior,
this shop demands to be looked at. A sign above the door
reads “Mysticality” Heavy purple drapes cover the windows.

The characters can ask anyone in town about the purple
building, Everyone knows that the elf wizard Thamior owns
the place. He rells fortunes and sells potions and scrolls. If
the PCs enter the magic shop, read:

A soft chime sounds as the door opens. Shadowy
illumination provided by a few candles softly lights the
mnside of the shop. The scent of lilac incense hangs heavy
the air.

The front room holds only a small table and three chairs.
Most of Thamior's clients come for one-on-one consulta-
tions, though occasionally a customer brings a friend.
Fitting more than three people in the place makes it some-
what crowded.

A door leads from this consulting room to the elf's living
quarters in the back room. Once he hears the door chime,
Thamior passes through the beaded archway between the
consulting room and his home. The wizard is very preten-
tious and talks in a deep voice, making every word he speaks
sound mysterious and full of meaning.

A male elf, wearving brightly coloved clothes and bedecked
with numerous scarves, charms, and trinkets, looks at you
through half-closed eyes and smules knowingly.

“You come with questions. 1, Thamior, search for answers.
One silver piece gives you a glimpse of the future.”

Thamior enjoys a temporary monopoly as the only arcane
spellcaster in Barrow’s Edge. He earns a living by telling
fortunes. He reads palms and cards, or looks into a murky
ball of quartz crystal to provide very general advice. His
skill in fortune telling doesn't rely on magic, but on Sense
Motive with a +6 modifier.

Thamior, however, really is a 1st-level wizard.

What Thamior Will Do for the
Player Characters
Thamior wants to build his reputation as a great wizard and
fortune teller. He likes Barrow's Edge, but doesn't feel civic-
minded enough to give away his services, as Listra might.
He also has no interest in going on adventures or otherwise
putting himself in harm's way.

Thamior charges standard rates for casting spells. As a
1st-level wizard, he casts 0-level spells for 5 gp and 1st-level
spells for 10 gp, plus costs for expensive components.

Player characters might want Thamior to cast the identify
spell. This spell requires a 100 gp pearl, so Thamior charges
110 gp to cast it.

If given a week's time, Thamior can produce any arcane
scroll or potion with a sale price of 100 gp or less. (Thamior's
mentor visits him about once a week, but the elf never men-
tions his mentor or the help the older wizard provides him
with.) Thamior charges the standard prices for these items
(see Dungeon Master's Guide, page 230 for potions and oils,
page 239 for arcane scrolls).

When the characters first arrive and on any typical day,
Thamior prepares these spells. 1f requested, or a special
need arises, he prepares different spells the following
morning.

Wizard Spells Prepared (CL 1st):
1st— [ silent image, [ ventriloquism
0— ["] detect magic, [_1[_] prestidigitation,
[] read magic
Spellbook spells prepared plus 0—all; 1st—endure
elements, identify, mount, unseen servant

If asked, Thamior is willing to exchange spells with a fellow
wizard. He allows a character to copy a spell out of his spell-
book in exchange for learning a spell of equal level. If the PC
has no new spell to offer, Thamior charges a minimal fee of
5 gp for a 0-level spell or 10 gp for a 1st-level spell.

The player character wizard still needs to pay for the
materials required to copy the spell into his or her spellbook
(see Arcane Magical Writing, Player’s Handbook, page 178).

OTHER BUILDINGS

Houses, a blacksmith and stable, a tinker, a grocer, a money-
lender, and outlying farms, make up the rest of the hamlet
and the environs around it. Everyone who lives here is
nervous about the recent goblin activity, and most of the
hamlet's inhabitants greet the player characters warmly if
they identify themselves as coming in answer to the call for
help that was sent out.

In addition to Mallie Marchess the innkeeperand Listra
the cleric, the other most prominent member of the com-
munity is Arvel Durgedown, the moneylender. Arvel is a
powerful but ancient dwarf who brought his fortune to
Barrow's Edge and set up a moneylending business to assist
the community and expand his holdings and influence. He
often comes down on the opposite side of arguments and
issues from Mallie, but on the question of what to do about
the goblins, the two are in total agreement. Arvel, who many
believe was an adventurer in his younger days, never has
anything good to say about those who live by the sword or
spell. He agrees that they are a necessarily tool in the effort
to keep Barrow’s Edge safe, but he neither likes nor trusts
anyone who wears the mantle of adventurer.



ENCOUNTER:
TAKING THE JOB

This roleplaying encounter sets up the rest of the adventure.
When the player characters accompany Sten into the hamlet
of Barrow's Edge, read:

As you continue along the road, the scenery slowly changes.
Thick forest gives way to farmland, and soon the hamlet of
Barrow's Edge comes into view. " Welcome to Barrow's Edge,
adventurers,” Sten proclaims. I suggest you head for Mallie's
inn, If she isn't behind the call for help, she'll know who is”

The information provided on pages 6—8 offers details about
key locations in Barrow's Edge. Refer to that information
as necessary when running this encounter.

THE REQUEST FOR HELP

Once the player characters enter the inn and Mallie finishes
with her normal amount of greeting and welcoming, she
gets down to business. Read:

“You helped Sten,” Mallic says, pulling up a chair. “You're
obviously adventurers and you're obviously capable. Have
you come about our call for help?”

Let the players answer for their characters. While they tell
Mallie about themselves, Arvel Durgedown enters the inn
and moves to stand beside Mallie.

The powerfully built dwarf wears expensive clothing and
appears to be healthy but very old. He sniffs indignantly as
he looks you over, then says, “I imagine these will have to do.”

Mallie introduces the moneylender, indicating that the
two of them have agreed to put up a reward for the elimina-
tion of the goblin threat to Barrow’s Edge.

“We have no militia, no guards,” Mallie explains, “and we've
already lost too many good men and women to the goblins.
We sent out a call for help, for adventurers like yourselves to
find out why the goblins have suddenly turned violent and
put an end to the threat. We shall pay you 500 gp once we
have proof that the goblins won't attack again.”

Negotiations
The player characters might immediately accept Mallie's offer,
or they might try to negotiate for a better deal. This requires
a bit of roleplaying and a Diplomacy check. Have the player
character with the best Diplomacy skill make the attempt.

A Diplomacy check of 14 or lower indicates that Mallie
won't budge. 500 gp is fair compensation for the aid the
player characters can provide. If the player characters aren't
willing to accept a fair wage, then the hamlet will wait for
others who are.

A Diplomacy check of 15 or higher indicates that the
player character has convinced Mallie that a bit more com-
pensation is warranted. She reluctantly agrees to increase
the reward to 600 gp, payable upon proof that the goblin
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threat has been eliminated or one month passes without a
new attack.

Motivations
If the player characters can't be enticed by money alone, use
additional hooks to motivate them to action.

Honor: Barrow’s Edge thrives as a frontier settlement
where good people do their best to eke out a living, and help-
ing the hamlet is the honorable thing to do. The hamletand
its inhabitants haven't done anything to warrant the atracks
by the goblins. The townsfolk would even welcome peaceful
trade with the goblins if the goblins were so inclined. In
the overall conflict berween good and evil, the town clearly
represents good and the tribe of goblins personifies evil.

Prestige: Barrow’s Edge needs heroes, and the townsfolk
heap prestige on any that step forward to help them. The
townsfolk welcome the player characters as potential saviors.
Everyone addresses the PCs with respect, using honorifics
such as “Sir” and “M’am" as appropriate.

Curiosity: The player characters fought the goblins twice
along the road. Why did the goblins attack? Why have they
suddenly turned violent? What does the hamlet of Barrow's
Edge have that the goblins want? If the players want to figure
out what's going on and satisfy their curiosity, the characters
must participate in the adventure.

BATTLE PLAN

Once the matter of the reward is settled, Arvel Durgedown
fixes his iron-gray eyes on the PCs. Read:

“You must take the fight to the goblins,” the dwarf says. “T am
wondering, however, how you plan to find their lair”

None of the townsfolk know where the goblins are hiding.
The PCs must decide on a course of action, and Arvel wants
to know what that course of action is, Here are some options
the players might try to pursue.

Prisoners

1f the PCs took any goblin prisoners, they can discover the
locarion of the lair. The goblins all know how to find the
Howling Cave. There is a 50% chance that any particular
goblin speaks Common, and even so a goblin refuses to
cooperate unless intimidated into doing so.

An Intimidate check of 9 or lower entices the goblin
to lie and misdirecr the PCs away from the cave, sending
them to an ambush (as per the encounter on page 5).

An Intimidate check of 10 or higher does the job; the
goblin provides directions to the Howling Cave.

Tracking

A character with the Track feat can pick up the trail (DC
10) at either Glarr's ambush or the site of the original wagon
artack. See the Player’s Handbook, pages 83 and 101, for more
information on tracking and the Survival skill.

NEXT

1f the PCs successfully used skills to negotiate, intimidate,
or track, give them XP as per the table on page 5. When they
reach the caves, turn to page 10.




PART 2:
THE HOWLING
HoRDE

In this part of the adventure, the player characters track
the goblin raiders to their lairand try to discover the secret
of the Howling Caves. Refer to the map on the inside
back cover when running this part of the adventure.
The tactical maps for each encounter area are specific areas
from the full lair map.

BACKGROUND

The black dragon Noak renamed the goblin tribe “the
Howling Horde" when she demanded their allegiance. The
name is derived from the caverns they inhabit (and which
the dragon has selected a portion to use as its lair). Narrow
cracks and fissures honeycomb the hillside around the
caverns. When the wind blows through these openings,
strange sounds are produced; on windy days the hillside
seems to moan and howl.

It takes three hours to walk from Barrow's Edge to the
caverns. Townsfolk avoid the place because of the noises
that fill the hillside; most believe that the area is haunted
(the sounds remind them of ghostly moans).

The tribe claimed the caverns ten years ago, settling into
existing rooms and corridors shaped by unknown masons
from an ancient age. The once-peaceful goblins have been
whipped into a frenzy by the black dragon Noak. She
demands that they fill her lair with treasure, for a dragon’s
hoard reflects its prestige and power—Noak is determined
to have a mighty hoard well before she reaches the age of
very young (see Monster Manual, page 68, for more about the
age categories of dragons).

Why did the goblins agree to help Noak? In truth, they
had little choice. A wyrmling might be young, but it's still
a dragon, and no sane goblin would ever try to oppose a
dragon. The greedy goblins saw an opportunity when Noak
arrived. Darax, a hobgoblin with a raste for power, saw
Noak as a sign that his own reign was at hand. He killed
the former chief, took command of the tribe, and agreed
to follow Noak. Rutven, the tribe’s shaman and a loyal sup-
porter of the former chief, left in shame and anguish. He
plans to return after much meditation and soul-searching,
hoping to win back his tribe.

A LIVING L AIR

The goblin lair isa dynamic place. Like any habitat, activity
levels vary by time of day. The Howling Horde tribe sleeps
at night; the caverns are most active during the day. While
goblins can see in the dark as well as daylight, their dark-
vision only extends to a range of 60 feet. They just see and
work better during the day.

The goblin tribe includes males and females; goblins of
both genders serve as guards and sentries. There is also a
scattering of goblin children in the complex, but they won't
fight and they run at the first sign of trouble.

The settlement isn't static. Guards rotate shifts. People
move around. They don't just sit in their rooms waiting for
the adventurers to arrive. Consider the presentation of the
goblin lair as the outline of where the goblins are likely to
be when the PCs arrive. On any given day, goblins from
the Common Room (Encounter 7) regularly rotate to the
Guard Room (Encounter 2). The goblins occasionally gather
in the Shrine (Encounter 4) for religious services or in the
Common Room for briefings from Darax. And some gob-
lins are regularly out participating in raids or scouting for
future raids.

Make changes to the encounter descriptions in response
to the actions of the player characters. For instance, let's say
that the PCs defeat the sentries (Encounter 1) and retreat
back to Barrow's Edge to rest and regain spells. The entrance
to the lair won't remain unguarded for long. Perhaps guards
from the Guard Room now act as sentries, or Big Bronk
(Encounter 3) takes up guard duty.

In addition to changing where the creatures are stationed,
the goblins may change physical aspects of the lair: bolting
doors, positioning tables and boxes to provide cover, or even
putting in a warning gong to alert those deeper in the
cavern system.

PACING

I’_ y 5‘?!qu' 1 _-

The task of clearing the Howling Caves complex takes place
over several days of game time, Most of the encounters are
equal to the party’s level. Big Bronk and Darax are CR 2.
Noak is CR 3. On average, four encounters of the party’s
level can be handled before the PCs need a break to recover
hit points and spells. ¢

When breaks occur usually depends upon the play-
ers. However, as DM you have the ultimate control of the
adventure’s pacing. In a typical day, the PCs should have
several encounters before being allowed to rest. The adven-
ture builds to a couple of very natural break points. After
having two fights, “To the Rescue!” and “Ambush," the PCs
arrive in town and can rest and get situated. Another break
point occurs before the encounter with Noak. Since she’s
a tough CR 3 monster, the party should be at full strength
before facing her.

The PCs may need more breaks than this, but how and
when these occur depends entirely upon how well or how
poorly individual encounters go. The characters may choose
to return to town, camp in the wilderness, or try to find a
relatively safe spot in the goblin complex when the need
to recover comes upon them. There are a few isolated and
unvisited places in the caverns, such as the Shaman's Room
(Encounter 5) or the secret passage between Big Bronk's
room and the Common Room.
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CUSTOMIZATION

You can alter the adventure as you run it. Perhaps the PCs
are having a tough time with the encounters, so you decide
to have a few of the guards or Big Bronk out on patrol during
a visit to the lair. If the PCs are having too easy a time of it,
have a goblin (or even hobgoblin) hunting party return with
a big elk, some captured treasure, and a nasty attitude.

IMPROVISATION

Any adventure, no matter how detailed, can't take into
account every possibility. That's where the paper-based game
dramatically outshines computer games. Much of this rests
squarely on the DM'’s shoulders. You're the power behind
all of the action in the adventure. Be reasonable and fair, be
consistent in your rulings, and trust your instincts. And be
as creative as you like.

If the PCs sneak up and listen at the door to the Guard
Room, what do they hear? Since the goblins are playing dice,
you could say, “You hear some goblins playing dice." Ifa PC
understands goblin or you have the urge, you could mimic
a goblin voice and say, “I throw now,” use another voice to
say, “no, my turn,” and a third to say, “You must be lucky or
cheating.”

When a fight goes badly, you get to do some quick mental
gymnastics to decide what to stick with and what to fudge.
If the PCs run away, how vigorously do the goblins pursue?
Ifa fight goes badly for the goblins, do they flee? If so, where
do they go? Will they run to the Common Room? To the
Shrine?

Dungeon Masters make a lot of decisions on the fly, based
on what they know of the scenario and the characters. Don't
be afraid to wing it when you need to.

Most players come up with ideas not covered in the adven-
ture. That's the fun of the D&D game! Award clever ideas
and good teamwork by letting such efforts pay off.
Perhaps the PCs defear Big Bronk and now want to hide
out in the bugbear’s room, bar the doors, and bluff that the
bugbear’s in a grumpy mood and wants to be left alone.
This qualifies as a good idea. How do you use ir? Well, the
goblins aren't terribly perceptive. Have one goblin come
to check on Big Bronk or bring him food. With the door
closed, how can the goblin know that it's not the bugbear
moving around in the room? Let a character make a Bluff
check opposed by goblin's Sense Motive, perhaps awarding
the PC a +2 bonus because it’s a clever idea (the goblins tend
to avoid Bronk anyway). :
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- The first encotinter once the PCs rearh the Howling Caves
. oceurs attheentrance to the caverncomplex, where goblin
| sentrieswatch for intruders. The lighting conditions depend

light sources, relying on their darkvision at night.

ENCOUNTER | _

A well-worn pathileads up o a cave in the hillside. The
opening is about 90 feet away, and the closer you gel, the
more intense the fefling you have of being watched.

RUNNING THIS EN,C

are'doing from the moment the cave ini the hillside appears
on the path ahead.

. First Impressions

The PCs get-a chance to notice the two goblins and their
guard dog standing in the shadows within the cave opening.
Ifa PC makesa DC 20 Spot check, he or she sees the gob-
lins just inside the cave ahead: The PCs can take 20 on the
¢heck,ifthey choose to carefully observe the path and cave
entrance for twenty rounds (see Player’s Handbaok; page 65).
Adailed eheck indicates that the PCs don't notice anything
beyond whatwas in the read-aloud text.

Guard Dug s Tactics
The dog iswell trained to spot lntruders (any humaneids that
~ aren't goblins), barking a warning when anything unusual
gets closeto the caves. It fights‘alongside the goblinsentries;
standing its graund and fighting to the death, .
Sentry Tactics .
_ These goblins are dedicated to protecting the cavern 2 lair
from intruders and'making sure that the rest of the com-
. plex is watned when intruders appear. If at all possible,
" one sentry heads deeperinto the cave toissue - thewarhing,
while the other sentry makes a stand ar the entra?ce with
the guard dog.
Ifthe sentries are somehow surprised, they fight alongside
the guard dog while making as much noise'as possible to:
try to alert t]:lnguards in the next area {see page 14).

ground deeper in this section of the cave from which to
 artack the PCs. See thé call-out boxes on the next page for
derails.

GIJAI!D Dod

upon what time of day the PCs arrive. The sentries use no

Start by havingitheiplayers tellyou what their cHaracters '

1f the sentries have the opportunity, they seek higher

Monster Manual, page 271

s HP: C1CIC10ICICT ;

N Small animal (male dog) s

Init +3; Senses low-light vision, scent; Listen +5, Spot +5

AC 15, touch 14, flat-footed 12

Fort +5, Ref +5, Will +1

Speed 40 ft. (8 squares)

Melee bite +2 (1d4+1)

Base Atk +0; Grp -3

Abilities Str 13, Dex 17, Con 15, Int 2, Wis 12, Cha 6

Feats Alertness, Track®

Skills Jump +7, Listen +5, Spot +5, Survival +1 [+5 when
using scent)

GOBLIN SENTRIES (2) CR2/3
Monster Manual, page 133
6 HP: E]l:”:”:”ﬁlj Notes:
4 HP:[10000C] Notes:

NE Small humanoid (goblinoid)

Init +1; Senses darkvision 60 ft.; Listen +4, Spot +4
Languages Goblin, 50% speak Common as well
AC 15, touch 12, flat-footed 14

Fort +3, Ref +1, Will =1

Speed 30 ft. (6 squares)

Melee morningstar +2 (1d6)

Ranged javelin +3 (1d4)

Base Atk +1; Grp -3

Abilities Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha &

Feats Alertness

Skills Hide +5, Listen +4, Move Silently +5, Ride +4,
Spot +4

Possessions leather armor, light wooden shield,
morningstar, 3 ]avelms each

SNEAKY PLAYER CH}\RKCT’ERS 2.
. Do the PCs try to sneak up en‘the’é&ve’ Have them make ;
Hide checks as they creep toward the cave, one every 30
feet. The goblin'sentries make Spot checks to notice the
intruders. (So; the’PCs make three Hide checks to cover
the distance to the cave,and the goblins get to respond wr.th
three Spotchecks.) :

Roll a Spot check for each goblin and the dog.Compare
results to PC Hide checks, applying a penalty for distance
(=1 per 10 feet of distance, see Players Handbook, page 83).
| Ifthe PCs make no effortto be stealthy, the goblin guards
~ 'notice them easily as they approach the cave. - % 3

If the dog Hotices anyone who/isn't a goblin, it starts.

barlgmg. Inr this. gse ,one guard andthe dog remain at the - ,‘

“entrance while! her goblin goes to the Guard Roq:ﬁ
for help (page 24-). e sentry.and. blin gj -
Enccunter B reilﬁni:n 4zuunds 1
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“TERRAIN FEATURES | 0" -
bt & 38 mL[u.a{es W;L&e i @ two got ]m sentries sl:a;ri : _
* sounter, ‘D" indicates’ w]mre ha gmﬁ] :105 starﬂn a ﬂ:e :

’_‘. _xij

olint' guards from Encotinter 2 can easily become
in anyfight that breaks out in the Sentry Cave:
Spotted: [Fthe goblin sentries spot the player characters
athey are still more than 30 féet from the cave entrance,
sentry runs off 10 alert the guards, In this case, the
and tyo guards rerurn in four rounds.
aching the Door: If the playertha:ma&reach the
entrance without being noticed, one of the goblin
tries uses its'turn each round to try to reach the door
o the Guard Room: ©Once the sentry reaches the door and
" lises a move action to oper it, the guards become instantly
alert and move to joirtthe battle. (In this case, three of the
PWguards rush into the Sentry Cave while the fourth guard

imoves toward Big Bronk's Room, Encounter 3, to call on

action Legma : -5
The guHm suhﬂﬁee use I,I’w 'La?«raﬁ featureé o{'ﬁ El loca-
tion to gond sclv ;;EF, They pm’f‘er to frgiﬁ fronﬁ mde the £
cave whe vei- po Qpee I.},lemafjlae playerh ctegs? =
P lsl'ney FaR? I.ﬁ t‘:['w Hlcoves tn;gmt absagh l-&ﬁ} &se cover
againsl au_v rangecl attacks the P‘: s 1 ﬁlif. rmalke, ‘ﬂ\en tlwy
use-their own ranged weapons (]s_"‘_)ghﬂ fmm t
once the PCs get close (within 33&;&) Looit
JIf the PCa enter the cave, the gn‘;ﬁus mtrent tcsd: ¥
chamber to Laleu advantabe of the alc‘a‘val,etl terrain; ab&}lDWTl o
on the map: rlm elevated terrain is & fec-t higlzﬁr ’tl’lanf]lecnve

[a'amnoz)m

bugbear for help) ; goor Melee a’ctai.be madeby anyone st;mdmb o lugher ter-
~ Making Noise: F;ghnng a battle is noisy work. If the rain against thi8k on the cave Hloor gain a +1 M%{Bonu
'BCs contain the ies, there's still a chance that . § - ;{m. [-,,s}m ground, see Pliyers Handbook) page. 51} o
{ﬂle goblin guards in the chamber will hear the noise " Crossing theislope of a section of t{levqtecl tertain ﬁmm
I Wm“’d by the ﬁgh’e : Imv g@uml to I'ugl‘l \iround) requires -&DC‘ 1 0 CllmL c‘u-ck

= At the end of e@dm round, make a Listen check for the
. tards (Listen +2). M the ,ﬁghtls confined tothe'cave -
Listen DC is 15. Once the fight moves into
orrionof the Sencry Cave, the Listen DG drops
actually gets 16 the area right outside the

{see FPlayers Hand‘éoaa . page 69," ora 5= £oot Iong g:.mp.(DC
20 with a ru nmng&ump. see P’a.yera Hm&m ; pag@ 77}

: TE’R' EXPERIENCE
de he goblin sentriés and the guard dog, they -
(XB), The number of XP each char-
on tﬁemm{ number of characters
below. [fthe encounter expands to
d Room, award d:lat XPas wcll——provxdcd '

“/.PCs . XP e
4 75 ;
50060

yare.

TER TH‘E BATTLE 2
f the PCs«deleat the goblin sentries without alerti ng the
“ " réstoof the Tait; theyinext get to deal with the guards in
Encounter 2 (page 14). % ’
Ifthe goblin guards were aIcrred then the PCs must deal i
ith the extra goblin fcr(.c:,—mdudmg, quite possibly, Blg

SBronk from Encounter'3(page 15). ¢




Y gtgu nd"" '+ Monster Manual, page 133

: o7 lia o sHRJOOCOICIC  Notes:

i i : ‘\: B SHP;EHHHE Notes:

D I1C BN TED " & 5 HP: Notes:

RUNNINGTHIS ENCOUNTERS © * . (0HHHH- o
Spe-Eocounier:tmmrgatle g baw.the- guprds gt 01 NE Small humanoid (goblinoid)

ks i & e
.o afight i the Sentry Cave. y . 3 Init +1; Senses darkvision 60 ft.; Listen +2, Spot +2 L
" Even if none of the sentries reached this room to alert Languages Goblin, 50% speak Common as well

the guardsor if the ghards failed to hear any of the sounds -
of battlefrom the Sentry Cave, there is stilla chanee that - = AC 15, t°”:fh 12, ﬂz|1|t~footed Lo o
the guards will hearthé PCswhenithey reach the daor. Fort+3, Ref+1. Wi

'ENCOUNTER 2

When the PCs reach the door 1o this area, roll Listen ' '+ Speed 30 ft. (6 squares)
& checksfor the goblin guards (the DC is.the lowest Move Melee morningstar +3 (1d6)
-~ Silently @heck resiiltof the player chatacters; the PCs get a Ranged javelin +3 (1d4) ,
. +5 bonus for the closed door): The PCs ¢an also make Listen Base Atk +1; Grp -3
* checksto try to Bedranything béyondithe closed door. The Abilities Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha 6
Listen'DCis 5.~ * e Feats Weapon Focus (morningstar)
e B el T ) oy Skills Hide +5, Listen +2, Move Silently +5, Ride +4, Spot +2
Sy . | .4 : Possessions leather armor, light wooden shield,
- ! " morningstar, javelin
. A.— S - . - -;_':'.:.ﬁ.’?r‘\-\:“ﬂ' :
! - . + Guard Tactics AT

Room® e If alerted by a sentry or because they,l‘gpai the soundsfol;:‘

S wdendoors (Haidpess 51RB10, se Bngion Mastor's battle, the gablin guards leap tojoin the fight: Three of them =
G e ]_)'H:)c}zt"se two entrances to the Guard Room. head for'the Sentry Gave Whi‘le the SOIII!‘h ﬂlShfs,m 315? x
. The doors have no locks. Torches @r It}u- ‘walls provide ¢ Big Bronk (Encounter 3). x LR

Ii'gii e kit _ 3 If the guards aren't aware of the PC8then the Pngeta‘:‘
L g R O {oni'ffg'bh:]j.'ti;z R start b surprise round to take a ﬁ;.r:mdard action befarg:fh%‘ gt!’aﬁfs'
encounter: e Eua'ri:}.s aren t. ‘ﬂl - .“-‘ﬂ'"e‘l‘\- tHI!Y"-a.Ité-';dt"tidQ 0 U et Afterfhe - alpgie odBe guards-'get iy

acaundatshle pleyiricts bottihibasmme Thvosmgdicsn initiarive order’ (See Player's Handbook, page 137 fordetails
S Sabhs ﬁfJ"‘q’ha{Iﬁftﬁ SRR onsurprises) In this case, one guard tries toreach the'doer

: sﬁ}ﬂ[f:i}eil" that leads deeper into the caves so that he can warn Big
i Bronk; while the remaining three try to hold off or defeat™.
the PCs. o i

| TREASURE 5

The money on the table torals 0 gp, s sp, and 40 ¢p.

Searching the rest of the room tusns up another 40 sp
worth of coins. & matched pair of pewter dishes (worth 20
gp each) serves as food and water bowls for the guard dog
(Encounter 1),

ENCOUNTER EXPERIENCE %
| If the PCs defeat the goblin guards, award them;the XP
shown below.according to the number in the party.

g A

PCs XP -  PCs XP PCs., XP"
1. 300 3+ 100 5 60 8
QA SO ] B e I 6 50 | F

i

- AFTER THE BATTLE gl
If the PCs defeat the goblin guards without alertings ﬁ;
rest of the lair, they cap move farther into the'caves, Refer

o the map on the inside front cover as the PCs move degper
into the caves. e
. e - _.‘.I_.:f. "i‘{&.‘.-\ 1 j

%
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Blg Eronk isa bugbear, a gobimoid related to gohhrus ind = BIG BRONK THE BUGBEAR CR2 .
** hebgoblins. {He’s ‘substantially biggep'and-tougher than . Monster Manual, page 29 £

.-IE"‘ ordinary goblins and much more bfathidattothe pCs. As %« 16 HP: (1O O00O000O0O00O0OO

such; he should be encountered on his owin Tf hejs alerted ' Notes:

€ Y1INNODN3

_?‘, o to the présence of intruders, have him arrwejuaf_afterthe CE Medium humanoid (goblinoid)
/. . PCs finishwith thegoblinsentries and guards'mncoumers . Init +1; Senses darkvision 60 ft., scent; Listen +4, Spot +4
;.-"_.'., . 1and 2). Otherwise, the PCs don't meet Big Bronk until Languages Goblin, Common R
. . they reach this area. * AC 18, touch 11, flat-footed 17 ;

“ "\ Big Bronk usually stagsin his room with the door locked Fort +2, Ref +4, Will +1

55 when hes not out \participating ina raid. He's very violent. Speed 30 ft. (6 squares)

¥ hobgoblin comes to botherhim, the intruder had better either iaveli
. have information abotifa fight ora gift such asfood or gold. If " - :::g idﬂ:a:; . IE,? +(ld6+2}
the PCshdve made twoormore raids on the lair, Darax assigns -

3;. He most enjoys selaxing or killingshings, If some goblinor = e 1o. mormingstar +5 (14842)

. Abilities Str 15, Dex 12, Con 13, Int 10, Wis 10, Cha 9
: an‘k 0 guard.,the'ﬁb entrance (Encounter 1) 2y Feats Alertness, Weapon Focus (morningstar)
B:g Brcm . Iacn!:s& ,;, " Skills Climb +3, Hide +4, Listen +4, Move Silently +6, Spot +4

Possessions masterwork leather armor, +1 light wooden
shield, morningstar, javelin

ves to fight; ;Hl‘."alsn Ioves o bully, torment, and
in ult thdse rhat he feels'are inferior to him——and that's’ #
tistabout everybody! He can be convinced to accept a bribe
mithe PCs{Diplomacy DC 25-ta move his attitude from
4 Hostilato Indifferent), but othersvise he sees the #Cs as a
hallenge he just can'tignore. He wants to fight, starting

Wirh' che e strongest tQETI:IbEt offhé party. - .THE R(}O\i : |
o 3 mpl’eunaden doorsthardriess 5, hp 10, see Dungeon Mas .!ers .
Tins mrp&dﬁﬂ$ in'a ‘set deﬂub[é dgays. A crude " waTe, page 1) ank ti‘:e‘tntrame T]n‘ doors areJocked |

Wn‘taﬂa‘ﬁ ﬂfﬂ hmrﬁltﬂi monstergs dmwn onthe * e (DC 20 C'pa-n Tookiehed Lox DETS ‘*l.rang{lp.‘uhm.lc} [urt]'ms g
- dodrsaleng With the phrase, “Big Bronk's Room” in poorly: | B walls proy st bt 5 .
; Iﬂnﬂm animon and Goblin lettersA seriesiof marksxarc 1

taefmmc.w the ng&t af the.dooy: HE "

o 3, Jl‘llllt.-aicﬂ wixen_ Brunlz _star,t.: t’ln'.s encotTiter.

A'secret Jo_or conneats thisroom f:'é_.{ijne Common Room i
' @ (Baconater. 7). None nf the gu].llms ELI'IOW abaut the seerel’ BEEEE.

and wnte alittle memon and (zoblm 1 door. Io«F;nJ the secvet door/a PC must make o D20 §

; _“'k‘.‘xl’f‘h LI)NLE m I;bat aten; Fn‘aﬁl'm‘r:u.ters QL-! tor mnlel., acheck

enil ﬂ'wy are not actnw.]y lt\plr:mg

wnlls and furnirure insuie
oorfrime, simple slashes cut

. h bl Pc dicate the number of, creatutes Bronk | .
askilled. A€ umreveﬂs eof thesé marks. Tf th'e

sopen the door: ™ =t 2

Yot see a neal and rch)ftwly tidy. room. A large bugbearsits on
alavge bed, carefully writihg something on'his shield. He'looks'| -
4 | up, stands, and smiles;stragging his shield onto his arm. “Big
L L Bronk” is freshly written on the shield inerude Common

|- letters: “Time to fight!" the biigbeaf shauts Happily.

' ':Bmtik wearf‘masferwork utherarmor. carries a magic +1-°
light wooden shield, and wields an ordm:;ry weapon. Heé'has
e .*a pouch,with 165p.; ] .




ENCOUNTER 4

'I'hxs isa chaﬂcnge enicounter. This chamber ﬁﬂm ashrine

thatwas unee a holy place dedicated 1o Moradl.g, the'ged’

of the dwarves. The goblins have desecrated the shrine by

adding'symbols and icons to the wall, turnmg’ﬂ: mto an ;.

altar for Maglubiyet, their vile god.

~ I The shrine features two 1temsvﬁmerest An altm:.and a

magic fcruntain' a

DOORS

Heavy stone doors block access from tl_m cormk:r tOThls‘ .

chamber. These doosdre noblocked,
The doors providea seurdy: defehse (see Dungeon Master's

- @uide; page 61):-hardness 8 l§SL:]51ract 8:from all weapon

damage); 60 it p “points. The dodrs éattbe locked from the
inside; a DC wpuqng[h d'neck is requlred to break opeén
the locked doors.

Opem ‘the Doors

When ¢ player characters open the doors, read:

»

Wel[—s:hdped stone benches face a largr altar. Along each wall,
rubblefilled alcoves provide sheltered recesses. Crude

‘drawings decorate the walls dnd mar the altar,

oy

APPROACHING THE ALTAR

When the player characters move toward the altar, read the
« following out loud:

The large altar fills much of the westerr portion of the
chambey. Iappears that the once-grand altar of fine granite
has been overlaid wiih patches of rough plaster. Crude
picturesiand symbols havé been carved irito the plaster. '

- Examining the Altar
Any close examination of the altar réveals that the plaster
can be cleared from the granite with relative easg, using
any, sharp tool or weapon. If the characters choose to do
so, réad the following, i\

Cracking thé'plaster reveals the full beauty of the granite
altar. The:intricate carvings beneath the plaster show

dwarves at work, crafting weapons, mining, and sculpting

After the plaster is'cleared away,-a Knowledge (religion)
DG 10 check reyeals that the holy symbol of Moradin, the
god of .the dwarves, features prominently in the original
* altarcarvings:
Characters who can read Dwarven notice that the phrase
"Moradin is Mighty" appears several times.on the altar.
If noticed earlier, the secret comipartment can be accessed
now. Ifthe characrers hadn'tnoticed itbefore, with the plas-
- teammqved (be secret Qomparcme,m is easier to ind{DC 10

AL T TR

Search check). Erom the seams defining the opening, the
compartment must measure at least 2 feet by 3 feet.
A magic trap protects the secret compartment.

Finding the Magic Trap
Ifthe characters open the compartment, they find the trap
o the hard way, by activating it. Otherwise, they might decide
to check out that part of the altar before diving in.

« A detect magic spell shows a magieal aura.

» ADC 16 Spellcraft check reveals that the aura radiates
evpgation magic.

« A rogue or other chardéterw irbithe traphnding class
feature can attempt a DC'26:Search check to niotice the
trap. :

Avoiding the Magic Trap

If the trap is spotted, the characters can tiy to disarmiite

+ The creator of the trap installed a bypass. 1 the person. |

opening the compartment says the phrase *Moradin is

Mlghtv in Dwarven just before rom_hmg the dﬁor the :

trap does not activate.
A'DC 26 Disable Device check disarms the lmp
* Characters mightchoose to just bashiopen the

compartment. The altar has hardness 84subtract 8 from

all weapon damage) and 40 hitpointé. Ththe PCs use

brute force to open the compartment, the trap'goes off |
and there is a 50% chance that the'pétions insi ei}teak. ;

Activating the Magic Trap

Opening the door to the compartment wnhou.t dlsablmg -
or bypassing the trap causes the trap to activate. When acti= - = !
vated, a shacking grasp spell is released, dealing 1d6 pointsof = |

electricity damage to the character opening the compart:

ment. Once activated, the trap has no further power, Tedoes , |

not reset and the magic aura fades:

TREASURE

The hidden compartmént inside thesaltar contains some
ancient scrolls: The scrolls detail the dwarf enclave that
was once positioned here to-guard the path to the Under-
dark. The text presents this dury ambiguously. It’s unclear
whether the dwarves were protecting what lies belowfrom
interlopers from the surface world or protecting thg surface
\V()rid from some dangt‘r from belUW

i

Exterpt: This passage through the singing stones must be safe-
guarded atall costs. Our state of vigilance must not waiver. That
which lies beyond must forever vemain separate and apart.

The compartment also contains a mithral holy symbol of
Moradin (worth 250 gp), a fine Meditim dwarvenwaraxe; an
ornaté Mediutn suitof half-plate armor, and a well-crafted
Medium heavy steel shiield. None of these aremagic; butall
of them are masterwobk and have the quality and appear-
ance of dwarf crafting. A masterwork weapon provides a +1

T ——
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enhancement bonus on attack rolls. Masterwork armor and
shields reduce the armorcheck penalty by —1.
At the bottom of the compartment is 2 small case with 3
potion vials. ' 3
Potions ™
1f a spellcaster uses a deted magic 5pell the potions  tadiate
mitigic. A DG25 Spelleraft check reveals them asa potion of

cure imoderate wounds, a potion of bull's stveighh,and an oil of .

magic weapon (¢1). For complete information on Spelleraft
DCs, see Player’s Handbook, page 82. &

. - ENCOUNTER EXPERIENCE

As in combat encounters, defeating traps or other challénge
encounters merits an 8Xperience point award.

RSl

Ar, \I\ SEARCH CHT( K

Vo ; USINE earq]'l ::i';ecl:ﬂ )
sBeatchDC 5:The ‘plaster appears to In' Tieokr ar.ldltlon

.qu: arnaath:
“Seliech DC 15: A few seams 16 the granité md:mle that ¢
lhew may l)e a secret compartment m‘tlu al{ar P ia;tér covers
- much’ c'f it a.uci vmuld have 4 ba removecl to acc‘eas t}]t o
- uy_r.ning ;\‘ _ 2
e
ALTAR }\\IOW[EDGF CHTCR::
5] Pla!er q]:q;‘ c’&s canitryto gh»nn 111£ormntmn abont the al
uf-lug [\nﬁ\:{m] Je J)LtLa

l\lmw]adde (atchlt&.t.l.ure and enig neenltgn)c 1 I
rantte altar appears to l:n hundreds of vears olda ane ls af
The piaxtx.r is aw rnlu."; more réu.

Knuw]ﬂlge (n,].mbrl) DC 10: T|lcp|.gturﬁ'~ ;arvﬁ:l _1:!::.!
p] \sta’rd pict rugies Imi\ to “.!dnhl\f?l tlu_- gnl; |L1tlel‘t)(.,

Knowledge (re];gmn} DC 15: Gablins honor Maqlu*r'
" Ij» ificréasing sthesizaand utnm_t}: of ﬁietrtnbea,ﬂeﬁ!

\h'l[l'll.‘ \.llﬂl.'l* i.\«!] Ill'!ll trllkl’r}

J.\i FATVET clemgn

'n.u\tmn

AI COVES .
)\ I]\U\l‘sl!ll\ ]\nu-!(“([ |dll1:.nn[ Jw‘\r\m‘- A” that rmmﬂn
of thestatuesare unn,mgnwa]:lu I_)Itfl o{_smasn-:.c[ ml)_h!_e v

NORTHWEST ALCOVE (MAGIC FOUNTAIN) -
A statue of B)'unr.f.orr, a }.eg'cnc]a.ry dwarf clc-'rir.‘, once.filled

: T this alcove, ©ne hand held:a bitchertlmt cm'lﬁmm]]y prmred
; water intoa stone bowh: Visitors would cup their hands and
e Sip Eome of the water for its health benefits. Nowithe retmaing

of the statue and other bits of rnl:i:ic clog the space.

= A DC 10 Listen \.}mde deh‘cfs the’wund of Lurb]mg

water.
A-DC 20 :Lu._h Lhec'n precc,s tu ‘_' wough of t}m
statueto deter nur‘Et]}aht(!Eptc u-m?&warf']mlgl ;

jng a p1ts.hcr -

i v, afvis-nf magic ﬂpc.” »lmws a maguai\a\lm

Pl ayer¢ harvactersican tryto ;Elf_an mﬁwt‘nahon"&l’!(%xi fim altar ,iv-g

2 °|nr.l san he a_aqi\f removed without r.l.‘.lm‘lﬂlnb the grnmh i

:\num.wl] aligned hacaeter slppu

PCs | = XP
11 600
2 300
3 200

AFTERTHI?!CHALLEHCE &
The player charactets can use thischamber asa remn,g place. . o
-and staging area, but the desecratéd shine isused by many « -
"of the goblins forworship and meditatiof 1d4g5‘:lm guards
(use the statistics on page 14) wander by évery fotir hours.
Since the doors can be locked, the Chamber can besecured. = o
1f goblins come by and find the dobrs locked, they ih].nk-
nothing of it the first time. The secqqid tifme, the goblins l:r‘_.r B
to force the doors open and sound the alarm. -

< ADE Spellc raf!"-\.‘lwck ruvea]s t['ult tgh‘aur ;)'?i @m;ur

X
tion magm ’

'i'Llearlng away- |:|1e ru]alllc re\rea}s_
water. l}lcﬂown- wcah l':ut' the: waim-

h R
% BX periences the e[Een.I.s

Hp). Water rema\rcr}. from ih«aprmﬂa!ﬂa;temﬁg
_gmimi. .é\ chi aractét can: Brl.é{ﬁ ‘f ram- magn: me.tmnv%cm
pafda\a. bu'l:seqnﬁnrﬁipa on the samc‘ﬂ&;f

sm 'rf {oﬁ‘c“‘u{ I:ulﬁﬂn:g
e m&cﬁgm}




" Daraxdirectly, especially after the murder of the’ bld;hmf
. 50 the shaman decided to leave the tribe. R.utv figured”,
- that withour his spiritnal guidance and halpfuL!qus the

..EN-COUNT‘?R i

. and force Darax our:
Right now, Rutvenfravelsfax from the caves. The shaman
' left traps and two undead creatures toguard histoontand -
protect its contents from falling info Darax’s Hands: Wich |
the patience of mindless undead, ghe skeleton and zombie

—enters lb.e mgm.-'rhen th & qtmk ;

tﬂ@gﬁemrs ENmuNTER %
" All the goblins in the complex know that the shaman is away.

No otie knows when he will'returny but they know better
tHan to disturb his toom, Even Darax and BigBronk stay
* away.from the place; fearing the shaman's magic.
1 tHe PCs decide to check out'this area, they must deal »

"y rest and recover hit points and spells.
w o

THE TRAP

The trap waits just beyond thi
thar mnmcﬁ th&b‘s%?;mns Room %1

gh WMds'I‘rap‘ CR?, ma \'
1t} atomatic reset; spell’effect (nfli

3 *level cleric, 1d8+1, DC 11 Will save. ha#dgamagek
DQK*Dasable Dev!ce DC:G 3 o

*throughithe dBort hall activates the trap; The trap can be'
1.1 ‘avoided by jumiping over thar E\I‘e-faot settion, or by dis-
Tl ablmgﬂ

o rhe-ﬂ:ommg of Noak. Rurven did ot want ¢ El'mlknge :

s stand perfectly still intil someone! mher than the {haman -

'. 2 ] Since the trap autonmm‘lly tesets, every charactei to pass

1

_&‘:‘ iibe would becgme unbappy 4nd focus-their discantent ; ¢
on Dardx and Nodk: Ratven plans to retlftn #fter a time: [

+HoBGOBLIN ZOMBIE
Monster Manual, e 265
16 000000 0000000000

'f.brq%@ ghg;cumtln gfmvates

with the rrap and the undeadguardians. After that, the ~
* place can become a safe and secure location for the PCs 10 A

THE ROOM

~-.Once the PCs enter the room, read: G :

HOBGOBLIN Wmmon SKELETON

; Mm&dgublm ;nmbm stagd pgrfecily stilkfo ead-l

Monster Manual, pﬂe 225

6 HP: (110101000

DR 5/bludgeoning

NE Medium undead (goblinoid)

Init +6; Senses darkvision 60 ft.; Listen -1, Spot -1

AC 16, touch 12, flat-footed 14

Immune cold; undead immunities: ability damage to
physical abilities, ability drain, critical hits, energy drain, |
death effects, disease, exhaustion, fatigue, mind-
affecting spells and abilities, nonlethal damage,
paralysis, poison, sleep effects, stunning

Fort +0, Ref +2, Will +1

Speed 30 ft. (6 squares) 7
Melee longsword +1 (1d6+1)

Base Atk +0; Grp +1

Abilities Str 13, Dex 15, Con —, Int—, Wis 9, Cha 8
Feats Improved Initiative

Possessions chain shirt, longsword

CR1/2 &

DR 5/slashing

NE Medium undead (goblinoid)
Init +0; Senses darkvision 60 ft.; Listen -1, Spot -1

AC 11, touch 9, flat-footed 11

Immune undead immunities: ability damage to physical
abilities, ability drain, critical hits, energy drain, death
effects, disease, exhaustion, fatigue, mind-affecting
spells and abilities, nonlethal damage, paralysis,
poison, sleep effects, stunning

Fort +0, Ref +0, Will +2

Speed 30 ft. (6 squares)

Melee slam +3 (1d6+2)

Base Atk +1; Grp +3 5

Abilities Str 15, Dex 11, Con —, Int —, Wis 9, Cha 8

Special Actions standard actions only

Feats Toughness

=

—
The room smellsof incense an"dqnngi_t. Fetishes made with
hair and bone decorate the wallsand Hang from the feiling
#he yoom contains a bed, a-table, and a chaiv: A hobgoblin

mknfihe dodv
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5" “The Undead
The undead attack anyone (mher than the shaman} who
enters the room. They do not leave the room. They return

. to their places on each side of the door if their target exits
the room. '

.h'_ { v
.
© BEMIND THE scmE’&_‘ R Y
.« FIGHTING UNDEAD 7" 777955

Undead pnssess‘m:my qualities that maf:e‘
" opponents, inclyding: Al B8
; Damage Reducﬂon Both of these undead cteaﬁlﬂes pos-
- sess damage reduction (DR). This means that they ignére
‘some of the damage they receive with each attack unless that
_ attack is made with aspecific kind of weapon.(See Dungeon
Master's Guide, page 291, for complete details on DR}
. Attacks made with slashing weapons ignore the zombie's +
DR. Artacks made w‘llhh‘ludgeomng weapons ignore the .
" iskeleton's,DR.. L

Duri mng Comb it prﬂvﬂe dESCI !Pi ions to CIUE pk!yefs abﬂut
igh;g
o

what typeof weaponstouse Forinstanice, if aclericswings
his mace against a Zombie and hits, you might say, “Youir
mace conpects with a meaty thud, but the blow doesn't
seem to bather the zombie very much” This provides one *
flavortul way of indicating that the creatuté’s DR reduced
the weapon’s damage.

Damage dealt by spells isnorsubject to DR,

Undead Traits: Undead have many traits (see Monster
mmai page.317). For thrsemunrer, remember:

i 001 3

‘. Char1crers1;an elrare a/critical hit or bmeﬁt from
sneak atracks against undead.

» Undead are immune toall thind-affegting spells and
abilities;poison, sleep effects, paralysis, and stunning.
This means, for example, that a wizards sleep spell wor' ¢

: work ahd a monk's stunning fist atrack has no effeér.

Se *. Curespells hurt undead. & {st-level¢leric €asting cre
L% light wounds on a skeleton deals 1d8+1 points of damage,
L In wntmst.qnﬂwt spells heal undedd. bl

o

: A:.k the playersto m.akt DEA0 Knowledg gL ( rellgmn) c’bedls
% for tHeir chatactets, If they ~uccctd share the above mfor
mation with them. e 3

B, O

Turnmg Undead

[ 159). A cleric usesa standard action to.present.his or het -
| holy symbol. It can effect indead within 60 feer.

The cleric’s player rollsa turning check (1d20 +.the clerics: ]

Charisma modifier) to determine how powerful an undead
might be affected. In this encounter; 2 modified roll of 10
or better is all that's needed to turn the skeleton, a roll of
13 or higher includes the zombie. If the total is less than
10, there's no,effect at all.

If the total is 10 or higher, the player rolls 2dé + cleric level
+ Charisma modifier for turninig damage to determine how
many total Hit Dice ofundead are turned. In this encoun-

-

Most PC clerics turn tndead. (See Player's Handboak, page -

tera modlﬁed m]l of 1 or 2 turns rhe skeleton 2 rqﬂ of3. cg -

better gets both the skeleton and the zombie. | 1|
Turned undead flee from ‘the cléric for 1 minute (10

rounds). They refreatto'the ou:hetn.end ofthe moma.nd as

cower until che eﬁfec: runs it caume

TREASURE? ' R
&, The shaman lefta few thmgs beiamd ‘whert he &e}mrtéﬂ
<" "includfng various components in jats'and patiches. The

characters camfind three potions among the things on the
table: two potions of cure light wounds #nc
of faith. There are also several parchment sheets uponwhich. -

Ruftven rages against the arrival of Noak. Rutveni wrote in W
the Goblin language,

Excerptr1 hate the day the black dragon arrived. The dugtm hai
led the'tribe a

from the holy path of Magiulr{p F'
- Leats us whenever se feels like it! I leave now on @ oly )oumey.

Maglubiyet guides me and wx!l show me how fo rei'umthe tribe o
to the true path. . e,

LW '._n..

'ENCOUNTER EXPERIENCE

XP for overcomiig: the srap and defeatlng 1he Mead :

“riPCs - XP . 'BCs

, 3 hB00 SRR A iAS Y 7 ute § SramgA

B i e 5 AL g ol
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O\' THE MAP K -
o uuln_ah:s where t}w}lol’gobﬁn s’ﬁefeton stmrts tine e
Swounter, 'Z mc}.ualu,s whef.er the \tmhgwh]ln zam]ue sta;
“thise ncuuntr."r ﬂ'ie t'rap 18 it lh‘\rorle tI:e "u_'rﬂ_lm,

JLNnoDNj”

ope potion of shield - _.'_—' :




' The gol::].ms avcnd thxs punmn of the 1&1: fl’ dar,k. :t s Lreep} >
. andithe monstrous spider thar huntgwithin ther Qwsts and’
turns is dangerous. So, the goblins just leave thisareaalone.

. clear out the spzdt.r

_ E_N.COUNTER-_(? =

Fhe air Fenl? are nat‘ur'tl L.l'nmney.g t]'mt allow {rcel's air to g
Hﬂw intothe aves. These verts narrow as t|1ey get LIO"L‘I‘ to
t]'lx sur-[‘ﬁce connécting to ullu_r vents that honcyt,nmb the

I)'en.nmc:, a narrow, low- ucilin;u}. pg’ssa;;e {\‘lectium :
. 3 RJI!EL qraw] tomse 1[} that connedts to the Elite §
..‘ H:l}:ﬂub]m Reoom [I_mountu 107, Bu,\use of t}le Bpldt‘:r,
i t!w goh[ms avoid this passage.

THECAVES| |

& Thisareamakesan ideal place for the PCs to resmfter thcy 2

%w:hem%ﬂhw area, :ggd : g s

These natural caerns wind deeper into.the hill, A hintof |
fresh air wafts from somewhere farther ahead in the
darkness, carrying a low, weirdly melodious sound through
the taves. The sound rises at times lo become frightening
shrieks,- while af other times it rﬁmb!a into moans and sobs.

iit'am characters (DC 20 Spot eheck) notice that web-
ing covers_the ceiling and walls*in these tunnels. The
webbmg is thicker amun& then iral air venits.

i

T * e Bt 5

MONSTROUS HUNTING SPIDER
Monsteranua!ﬂ e 288

1 HP:O0O0O00000000

MNotes:

N Medium vermin

Init +3; Senses darkvision 60 ft., tremorsense; Listen +0,
Spot +12

AC 14, touch 13, flat-footed 1

Immune mind-affecting spells and abilities

Fort +4, Ref +3, Will +0

Speed 40 ft. (8 squares)

Melee bite +4 (1d6 plus poison)

Special Attack poison (DC 12 Fort save, 1d4 Str damage)

Base Atk +1; Grp +1

Abilities Str 11, Dex 17, Con 12, Int -, Wis 10, Cha 2

Feats Weapon Finesse®

Skills Climb +11, Hide +7, Jump +10, Listen +0, Spot +12

Huntmg Splder Tactics
The spidet immediately becomes aware oﬁthe PCS Lf they
touch the webs in these tunhels; or when. rhey
60 feet of it (due To tremorsense)  Ar thar pomt,gie splder

- begins to huntthe PCs. It usesthe tm-me.ls to best advantage,
trying to sneak up and attack the chatacters from behind.
It tries to bite and deliver its poison to one character, then
moves on o do the same to the next.

‘ENCOUNTER EXPERIENCE %

If the PCs defear the monstrons spider, award them the XP
shown below according to the iumberin the party.

QiPes - SKP = L POy, ~IXP PCs  XP
Ve300 3, . 100 5.:%60
: 50

i s [ R A < R




x This large room, along wnh the Kuchen Encoumer 8), TREASURE & A B g ol

" sebves as theiCommon Room for thestribe. Thisis where | Searching the Cammon Room rurns ip 25 gp; 1 ?‘Osp, dnd S
the Bulk of the tribe eats, sleeps, and socializes when not . 366 t.p.h‘mrth ofcoms in fooﬂockm.s el pockas . S

performing duties for Darax. In addition to the goblins * N N } [k

.+  marked on‘the map, about half a dozen goblin children 5 {
: can usually be found here. The goblin children don't fight; E{}’ggg!j;&%}fgﬁi&%iﬂ ol them the :

the goblin children rjm in all directions, calling for help

below according to the number in the party. " ="
| ?; tt}ﬁzy “fgﬁ:kly d]sappear through doors and small eracks PCs = XP PCs  Xp. PCs ’XP
piel ! > : 1 300 3 . 100 P a0y

b 75

150

Goblins in t}lisméﬁi'ﬂpfice your awwival. Young gobl.ins'
scream in terror at th,s.sjgbt,of yowand scatter in all

directions. Adult goblins immediately put down crafts they
are working ofi or leap m‘lfﬂtmg to grabniarby |

w5 weaponsandqanjmm Noonehurtthewhé%s!"‘oue
oo . nﬂgrygablmye .;hargestb.'
o - - ‘s - r .I"' f
y i

THE R()O\i
BB 1mplb WL‘l?l.ll. n (h\on tll.ll’(.{l]t‘as 5, 1][! ]U see Dm‘!gcaﬂ "fasrers %
(mrr.L page 61 }mml\ the entrance; ﬂu‘ zlcors ardaiof Io\.l':ec]
Torches on the walls pruv:di. Imhf )
*Glindicates wherc the adult quisilnn start out The ﬂoHu}
childyen Jon tappear gn the map. -
X seeret door connects this room bo Big Hronla 8 Ronm‘ o
(Encounter 3): None of the goblifs know about the sectet
| doori To find the secret door, a PC st make o DE 205
bum‘dl C!!u.!t ity thatarea, ]'_‘H: chiaracters getto nm!!l. a L.lwclé e

Gosuus MALE AND FEMALE (4) CR1:
~ " Monster Manuaf page 133 :
S HP A EIE DI Natess S8 s 02 0 00
sHP: 101010000 O (i MO
sHP: 1000000 Negas==e - S210
4HP: 00O Notes:

NE Small humanoid (goblinoid)
Init +1; Senses darkvision 60 ft.; Listen +2, Spot +2
Languages Goblin, 50% speak Common as well

AC 15, touch 12, flat-footed 14
Fort +3, Ref +1, Will -1

Speed 30 ft. (6 squares)
Melee morningstar +3 (1d6)
Ranged javelin +3 (1d4)
Base Atk +1; Grp -3

Abilities Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha 6

Feats Weapon Focus (morningstar)

Skills Hide +5, Listen +2, Move Silently +5, Ride +4,
Spot +2

Possessions leather armor, light wooden shield,
morningstar, javelin

7 even if 1|1L} arenot -Ic‘hvel} ]u{)Ln‘lg

Two ﬂ,m,y dvors on ‘t'iw nor thiw eﬂwa.u.. !uqd_l;o sma]l' =

chambers with holes in- t‘]'u: floor thatserve as 1dtn nep Tim 3

smell in these chami}era is terri )].a

Bunk beds stacked three -|u_pc,r-= bigh take upmuch of
lE’u OO rfmthu.iﬂ TS and 1-11':1, ‘:QLLE t}!&t I‘mld pLL»onaI
iters are ‘ponhcm.ed in: fmnt of or. I:etwcen ﬂw huni-ur émd :
. cinﬁla adom a {ew of tlre man’@ pegds ]mumwred inko the
% walls, ¥

Goblm Jactics! ¥ 4 & Lo
- The moment the goblins reallu t]:ai !here;are mtrudus in
. the Common Roomy, they leéap o the attack to protect the
goblin children. 16the PCs threaten the goblin children
in any way, these goblins become enfagéd‘and gain a +24
“bonus on'attack rolls for the rest of the encounter (+5 to
attack instead of 43), ’
.Thegoblins rush to fightas close to the door the intrudets
use as possible 1o give the goblin children time to escape.
| The goblins work as 4 tedm, with all of them concentrating
" their attacks.on the same foe unnl that foe falls and then

- _-‘:
< mmvlﬁg on'to the nf&\
: ’3
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! Heavy douhlc doors lead intoa ku;hén wnh aswll 1arder
an?a ntry sible from the maichamber. ‘Dg pending
ow the player characters'appraachthis area you.can

. and the Larder, each it turn) orasa more complek encaun-

&* descnbedbelcw  E

TR Vot e

‘PART ONE: IGIYTCHEN

.ENCOUNTERS.

ridor are locked.

S Gride; page 64): hardness S'subtract 5 from all wea
damage)20 hit points. ADC 28 Strength check is required,
to break open thelocked doois, o they can beopened with.
* aDC 200pen Lockcheck. !
- The-cook, an old, disagrecable gobhn keeps the dbuble
Udoors Iocked todiscouragethetestofithe tribe from eating
. and'distitbing him atall hougs of the day and night. When
- h&hears somebne try to.open the doors, he steps into the
pantry to hide and see who l‘las come to his kitchen at this
Unexpected hour. :
’Once‘thc player characterﬁ open t‘ne doors, mad

Tﬁt'mom nppeart 10 be enpty. A bat-up iron cauldron

[P Hangs over afire it in the novthwest corner of the room; and |

o | thesmell'of a slow-simmering stew fills the air. Water drips

W fram a decreptt pipe-in the westwall info an ancient stone

*| ‘aistern. Along, crude woodendableand several stools oceupy
the center of the voom. Sacks of grai 'gnd piles of fur and
leather fill the southeast corner ofithe room. Doovs in bre

~northand: st wall nugﬁt leud dupmnto the mmpqu.

T 4

dpathdie Ao ¢

Kitchen Encoumer

_;-:" skeepmgintbekatchen_ - R A

f

'+. The PCs rtummage through. thesacks and furs;
| cookto order the dire weasel o attack.
out of th:pdqgof fut to attack the PCs:-
“Dire Weasel Tactics TS ' 2

PO L TE A Soassel stays sleeping and hidden in the fursand
- - sacks of grain until the PCs disturh the area(suchzas by

o PCs. ngmsswe and almost manic with energy, the dire
seekstoattach itselfro @ tirger and hang on to drain

”" aS;:mlch blood as possible. Thenit ]eaps around, seeklng a

- pew target. -

DIRE \i'EASEL

% runthis as three small encounters (the Kitchen, the Pantry, 5.

_mr that combines two orall th'heé of the‘sub-encounters

The double doors that separate, lht:*kl{éh;nfrda: !:hm:!:m"q?:
g ]
The doors have the followmg sfadsucs (see Dutrigeon Mas-. " #

“There arg two Ways toattract the ire of the dll’E weasel that's

- 2.The PGS open the door o the pantry;, causingthe goblin

‘I either of these events.occirs, the dlre weasel explodes

: " searching the sacks and furs) or the goblin cook calls for
T help, Then it explodes' from its hiding place to attack the

Manster Manual, page 65

6
1 Ap 0000000000000

Notes:

N Medium animal

Init +4; Senses Low-light vision, scent; Listen +3, Spot +5

AC 16, touch 14, flat-footed 12

Fort +3, Ref +7, Will +4

Speed 40 ft. (8 squares)

Melee bite +6 (1d6+3)

Special Actions attach (latches on to target after a -
successful hit, AC drops to 12), blood drain (1d4 points |0 =
of Constitution damage for each round it remains A
attached)

Base Atk +2; Grp +4

Abilities Str 14, Dex 19, Con 10, Int 2, Wis 12, Cha 11
Feats Alertness, Stealthy, Weapon Finesse®
Skills Hide +8, Listen +3, Move SI|EI’II:|}¢ +8, Spot +5

KITCHEN.-TREASURE .

A thorough examination of the pile of furs (D&%ﬁ 5&3!(’.]&
check)  uincovers a small pouch cont ng fwo pmml Al
bottles: a po}:on af aure light wm.m.d.f, da. ] e
emrg}’(md}‘ £l X

Kitchen Expe rience
1f the PCs defeat the dire weasel, awardthém thé

belawaccording to the number in the party.

PCs . XP PCs* XP p_c, o
Fherxe0t ] 3 200 s
PART TWO: PANTRY /oo

The goblin:cook (“G” on the map)Watches fhe kltchen !6-
through the slightly open ddbrin the north wall. If the PCs?
spot the cook watching them, orif they open the pantry’
* door, the goblin.cook calls for the dire weasel to actack. If
the dire weasel attacks on its own, thegoblin cook rushes
out to help it.
Crude shelves line the walls of this room. Crates, sacks,
and a jumble of loose supplies fill many of the shelves, but
““much of it has very little value (see Pantry Treasure, on the
next page, for details). »

Goblin Cook Tactics
.['he oblin cook-hides and waits, watching to see ywho has ¢
Iy invaded his kitchen! He calls for the dire weasel to-
anack if the PCs find him! If the PCsrouse the dire weasel,
. the goblin toekiwaits for an opportusity to wade into the
battle'and help hispet




T ET O
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Gosuu Cook CR1 ‘LEsser GrRAY OozE . m
Monster Manual, page 133 Monster Manual, page 202 "Mk 2
n R 00000000000 v e 000000000000 s \O
& Notes: Notes: A C
S NE Small humanoid (goblinoid) . N Medium ooze e
ot Init +1; Senses darkvision 60 ft.; Listen +2, Spot +2 Init -5; Senses blindsight 60 ft. . , Pe (JZ
- Languages Goblin, Common : AC 5, touch 5, flat-footed § R ¢
. AC15, touch 12, flat-footed 14 %, Fort+5, Ref—4, Will -4 T ‘—]
= S Fort +3, Ref +1, Will -1 4 Speed 10 ft. (2 squares) m
c» Speed 30 ft. (6 squares) Melee slam +1 (1d6+1 plus 1d4 acid) - m
/. Melee handaxe +4 (1d4+1) __ Special Actions acid (in addition to damage, a metal or - %
f Base Atk +1; Grp -2 wooden weapon that strikes the ooze dissolves unless it ¥ ?{{V" < m
. . Abilities Str 12, Dex 13, Con 12, Int 10, Wis 9, Cha 6 makes a DC 16 Reflex save), transparent (DC 15 Spot "%
~* * Feats Weapon Focus (han daxe) ;heck to notice; characters whq fail to notice and walk "
-~ Skills Hide +5, Listen +2, Move Silently +5, Ride +4, Spot +2 into ooze's square are automatically hit with slam and e
i Possessions leather armor, light wooden sh:eld handaxe : acid damage) ¥
a . ' BaseAtk +0; Grp +1
™ 1,9..*:”_- P

PANTRY TREA-S - : .ﬂblllllas Str 12, L'_!ex 1,Con 21, Int —, Wis 1, Cha 1 %
| Mostof the material has file value Sacks of gmm. bclts ofdriad a0 ' ' frsiva ey
“cloth, bltsqnfkfndh.ﬁg,andallmnerofue R e R

into this stordge/res. Sorting out usefulitems ta es talen

lantern !
81:sof acid, a magnifying glass; a master: g
pea.mh contammg'ngp. andasp&f el e The: "Efﬁi" R : 125,
o : R Tl e) pﬂmpmg d\wm 'gthem;&kspel,. FL
'ilucmuﬂs very, ;f

o0 vrhe easrrwllldpanpomglamm.lewe Cob ar
mp; thexdoley inte '

;ndmlldew Bt G
* - There's noth:ngafviltmwfhelarder IFthe PCsd

i ,sean::h the room, however, they must venrure in and rtrac
_thesattention of the\goze (or possﬁ)ly even acctd&ntall'
stumble into its acidy enﬁ:race) ¥

ﬁ .1."

Ll

" Qoze Tactics <

. This lesser gray ooze appears robe s,slmry puddle of wnter
' untilitmoves and strikes: It hasno plan ot motivation othe;
,?._5 than to atfack and mnsumé ;mythmg that gets close 1o it;

Larder Expe,rlence 3 :
1fthe PCs defeat the lesser gray ooze, award them the XP*
shown below according to'the m.lrnber in the party.



'ﬂ,)e hobgobhﬂ‘wwanl Urrta Ir hvc,s ahd WOlks in Ihis large
+ | divided chamber. Urrtarr loves Darax and aids him incon-
| trolling the tribe. She doesn't like Noak of the artention
ﬁ. - that Darax lavishes on the black dragon, but sheis willing

“~“pbgoblin watlord.

\ENCOUNTERQ-ﬁ

might beconvinced to provide subtle aid if the PGs come
o to herin a friendly, fion-threatening. manner. If the PCs
offer todestroy the dragon while promising tospare Darax,
“y Urrtarr might be convinced, ru‘mg\mte with themn(See
i Treasute for details, )’
chqurse,bythetp
ves ,fnenaly afid, mn-threatenmg are prob“lbly out of the

1,

- URRTARR'S
] The'wmatd providesifor the arcdne Heedsof the tribe, much
i asihe shaman provided for the spirftual welfare of the com-
. munity. Since the coming of Noak, Urrtarchas withdrawn
to her private chamber to conduct alchemical experiments,
" study arcane texts, and fume aboutithe changes that have
_ distupted her world.
sulJertatr refuses to participate inany of the planning or

T e theactual raids thatthe gobling have been perperrating: She
»  can go back to the sm:pler, happier life they had known
) before.

« ENCOUNTER POSSIBIUTIES

How this encounter plays out depends a lot on what the
player characters have been tp to. If the PCs causé a com-
motion‘in the Common Réom (Encounter 7) or get into a
+ battle-with the elite hobgoblins (Encounter 10}, then Urrtare

to go along with 4 lot 1o mammm her reIanonslup withithe _

 Utrtatr Wor't avertly aid the PCs afiainst Noak; but she:!

—aed |

oy [T
T

ethe PCsmch this part of the goblin 1 |

. strivestofinda way to gerrid of Noak so that she and Darax |

¥ startsourprepared for combat. As soon as the PCsenter her

' chamber, she casts color spray and prepares to follow it up
“*with burninghands (see Urrtarr's Tactics for details).

Ifthe PCs can somehow reach this chamber withiouta lot
+* of noise and obvious violence, Urrtarr is caught by surprise
“atoné of her workrables when the meeting occurs. She calls

“.17 raids—which means they've come to stop the dragon. She
| attempts to negotiate with them in such'a sifuarion.
1f the PCs and Urrtarr do find a way to talkiinstead of

. the raids—at least ot directly. "It is the dragon,” Urrtars
¥ ,;&,‘: proclaims; “since it arrived it has poisaned my people ...
< drwen them taido terrible, unforgwable things:

out, Triice! Whoare youahd why have youcome to Urrtarr's |
- chamber§?" 1Akthis case; the wizard figures that any adven-
157 turers coming into the goblin cives have come to stop the =

fight, the wizard explainsthatthe tribe isn't responsible for

CR1

SHRIEIL(ER
Monster Manual, page 113
" He 00000000000

N Medium plant

Init —5; Senses low-light vision

AC 8, touch 5, flat-footed 8

Fort +4, Ref —, Will -4

Speed 0 ft. {can’t move)

Melee A shrieker has no means of attack.

Special Actions shriek (this shrieker has been trained to
react to movement within 5 feet of it; any such
movement elicits a piercing sound for 1d3 rounds; if the
elite hobgoblins haven't been alerted yet, this attracts
them; if the sound lasts for 2 or more rounds Darax is
also alerted)

Base Atk +1; Grp -4

Abilities Str —, Dex —, Con 13, Int—, Wis 2, Cha 1

oy
Urrtarr’s Deal N ot

Ifa conversarion breaks out and goes.well, Urrtarﬂe]ls the
"PCsabout the black dragon: How it came to
Caves, where it can be found, how powerfulicis,

peace shall feturni” Urrtarrsays, ‘once the dragor
destroyed/She doesn't care about anything elsé:

saving, Darax and is even willing 10 giveup- most of her L5 5
personal treasure if she believes that the PCscan betrusted. . .
As a lawful evil creature, she plans to keep her efid of any..

bargain they strike.
Utttarr prefers to t.aprure rather than killy the PCs lf she

. ¢an safely-do so. Her color spray and sleep spells havea gt}od

" chance of neutralizing an aggressive party.

ENTERING THE CHAMBER 7

However you decide to play but this encousiter, it begins

when 'the PCs open the door frofh the Common Room

(Encounter 7), If they wind up appreaching from the Elite
Hobgoblin Barracks (Encounter 10}, they wind up alerting
the shrieker (see below). Read:

gflnwbng P
€ agrees’

to help the PCs if they promise to spage Dm:a:fs Life. “Thel.
has been

The room ahead smells of strange fumes and heady aromas.
Bealkers, candles, polion boltles, mortars and pesiles, jars,
setolls, and other arcane equipment clutter the tablés that
crowd the chamber. A shimmering curtain that glins like
grmor divides the chamber's main area and cuts off the

« | back of the room. Dmct!} across from the door, a hyge
“mushroor fills a hole in the wall thatsgems to léad deeper
niv the caves.

-

i ke



URRTARR, HOBGOBLIN WIZARD CR1

s HP: 10000000

LE Medium humanoid (goblinoid)

Init +3; Senses darkvision 60 ft.; Listen -1, Spot =1
Languages Common, Draconic, Goblin

AC 13, touch 13, flat-footed 10

Fort +2, Ref +3, Will +1

Speed 30 ft. (6 squares)

Melee staff +2 (1d6+2)

Ranged dagger +3 (1d4+2)

Base Atk +0; Grp +2

Combat Gear 2 flasks of acid, 1 flask of alchemist's fire, 1
smokestick (see Player's Handbook, page 128, for details
on this gear), scroll of magic missile, wand of magic
missile (10 charges), potion of cure light wounds, potion of
resist energy (acid)

Wizard Spells Prepared (CL 1st):

(Can cast 3 0-level and 2 1st-level spells per day)
1st— [] burning hands (DC 13), [] color spray (DC 13)
0— [ acid splash, [ "] detect magic, ["] ray of frost

Abilities Str 10, Dex 16, Con 15, Int 15, Wis 8, Cha 12

Feats Scribe Scroll, Toughness

Skills Concentration +6, Craft (alchemy) +6, Knowledge
(arcana) +6, Spellcraft +6

Possessions combat gear plus 100 gp pearl, 50 gp diamond
brooch

Spellbook spells prepared plus 0—all; 1st—cause fear,

magic missile, sleep

£ AL Fibis i:m_nt, Un'rarr artacks or calls for a-truuce, depend
.. ingonwhat the player characters have be.en domg priotto
enmring this cham .

Simeker Tactics iavihl
movement within 5 feet of the shrieker CauSes lt o

¥ unl?::ash a pierung sound (see above).

o,

' Urr‘tarr s Tactics
Wnless the PCs are remarkably stea[thy, Urrtarr hears the

them in the cone effect as possible.

when Urrtarr goes a little crazy, things tend to explode.
She follows up by casting burning hands at the intruders;
- needs ir.

aren’t going well for her against the PCs, she calls for thern
to aid her.

commotion in the Common Room and prepates for battle.
* She hides befiind the curtain that separates the two halves: §
of her workshop and gets ready. She casts toloy sprayas soon
* as the intruders enter het room, trying to catch as many of

~ Any signthat the PCs have hurtor killed goblins, or that

- then retreats behind the curtain to pull out her wand of |
magic missile and drink her potion of cure !lghf wounds if she 8

~ Urrtarrdeesn'tlike Darax’s elite hobgoblins, but if things

TREASU RE
A thorough exqmmarfbn of the workmbles (DC 15 Search
check) uncoversthe following valuables: a pouch 0f 250 gp
in gems, a scrollof magic weapoh and.ascroll of mage armor
(which she ié:sn!
PCs strike a T prepam two potions af rciist encrgy
(acid) for themtl;!l r@r 3 H 45

_'....n' kil St

**Encounter Exj enence o |
Whether the characters defeat Ummg in combat or strike
a deal to overcome the challenge sl;w"ptmems the’y_tecewe

the following XP. _ '
PCs XP PCs  XP || pCs  XP
1 300 3 100 5 60
75 6 50

2 150 4

| The Room
A simple wooden door (hardness 5; hp 10, see Dungeon
o Master's Guide, page B1) separates this room from the Com-
¥ mon Roony, The door is not locked. Torches on the walls
; -pmv’_ide tht, as we_” as candles on the tables.
“W* indicates where the wi'zn_'lrr] begins the encouriter if
: siw is rea(f.y to cast sp'c'”s at the PCs.
87 shows the location of the shrieker.
; The curtain that clu ules the room is made of s.lm.mmml
s provules s ruiarr"thI) a & cover I)m]ui;_ﬁ'hlle H}]B casls
= sz”s fwmln.lnm] it 1 he P{.B can Laszl\?part ar pass t}u‘ou:h

the curtain w:th a move action.

*they threaten Darax, makes Urrtarr goalittle crazy—and {8

i‘. WS o

t inscribed into her spellbook). If the

6 41LNNODNA
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Darax holds ordinary goblins in low esteem. He much
prefers to rely on his two hobgoblin guards. Thus, he keeps
them close and uses them to carry messages and instruc-
tions to the rest of the complex. Like Darax, the hobgoblins
view themselyes as superior to all but Big Bronk. They have
a healthy respect for the big bugbear.

FIRST VIEW

1f the PCs somehow reach this room withouralerting the
hobgoblins to their presence, they see the following:-

ELITE HOBGOBLIN GUARDS (2) CR1
Monster Manual, page 153
L0 | o | o
LA W0 | o
LE Medium humanoid (goblinoid)
Init +1; Senses darkvision 60 ft.; Listen +2, Spot +2
Languages Goblin, Common
AC 15, touch 11, flat-footed 14
Fort +4, Ref +1, Will -1

Speed 30 ft. (6 squares)

Two Huge hobgoblins are engaged i a frantic duel. Steel

| clatters against steel sweat fligs freely, and insults and"
mmpllmrmts are fraded as often as sword blows. “Good
practice;’ one growlsas a blowglances off his helmet. “Less
talk, more ﬁghl"' Iht other res‘pomis. amazingly doubling his

efforts

GETTING THE HOBGOBLINS
INVOLVED

The hobgoblins are engaged in a fierce but friendly (at least
as far as goblinoid society in concerned) sparing match
wheni the PCsartive at the Common Room (Encounter 7).
This means that they are less apt to hear disturbances in
otherareas and less likely to respond to trouble in either the
Common Room or the Wizard's Workshop (Encounter 9).

Every round of a battle in either of the connecting cham-
bers (Common Room and Wizard's Workshop) grants the
hobgoblinsa DC 15 Listen check to see if they can hear the
disturbance over the soundsof their own competition.

If the shriekerin the Wizard's Workshop emits its pierc-
ing sound, the hobgoblins hear that immediately.

If the goblin child races in calling for help, the hob-

* goblinsiigriore him or her as they continue their practice

fight (which gets closer and closer to being a real I fight the
longer it goes on). Every other round, let the hobgoblins
make a DG 10 Spot check to see if they notice thé frantic
little goblin.

.:n.‘

Melee masterwork longsword +3 [+5] (1d8+1) [1d8+3]

Ranged javelin +2 (1d6+1) [1d6+3]

Base Atk +1; Grp +2 [+4]

Combat Gear potion of bull's strength, potion of cure light
wounds

Abilities Str 13, Dex 13, Con 14, Int 10, Wis 9, Cha 8

Feats Alertness

Skills Hide +3, Listen +2, Move Silently +3, Spot +2

Possessions studded leather armor, light wooden shield,
masterwork longsword, two javelins

HOBGOBLIN REACTIONS &

Once the hobgoblins realize that therg is trouble in the

complex (whether because they heard Sotinids.of battle: m;'f' S
the shrieker’s eall, or because a goblin éhild: n]attedthem}, -

they immediately end their sparing and move o battle the

invaders. In this case, neither thinks to aleft Darax tethe >

situation.

If the PCs make itall the way to this location bt:Fo:e the :

hobgoblins notice them, then the fight occurs here. One of

{ ’I..{N

4

O

the hobgoblins moves to engage the PCs whilé the othercalls =

for Darax to come help them. In this case, Darax arr{ves to

join the Aght in 1d4 rounds.

Elite Hobgoblin Tactics

Once the hobgoblins realize that there are mtruders in
the caves, they immediately end their sparing session and
prepare themselves for a real' bartle. Each of them drinks
a potion of bull’s strength, which increases their artack and
damage rolls for the next 10 rounds (one minute). If they
drink the potions, use the enhanced statistics shown above
in brackets.

Use the boxes below to keep track of the rounds.

I

(Mark off one box each round until the effe::'r;.of bull's
strength wears off}

edboe. L

e s



1f the hobgoblins are responding to sounds elsewhere
in the caves, they head out without alerting Darax to the
situation. If the fight comes ta them, one of the hobgoblins
calls to Darax for help and to warn him of the dangerat the
frst opportunity.

The hobgoblins prefer to throw their javelins from a dis-
tance before moving into melee range. They try to get two
rounds of ranged attack in before {'I1arg|ng in with their
longswords.

The hobgoblins attempt to fight in coordination with
each other, setting up flanks whenever possible. They are
strong, smart fighters who enjoy the challenge of competing
against other warrior§ but realize that spellcasters need to
be dealt with as quicldy as possible.

The hobgoblins haye, no qualms about drinking their
pol':cins of cure light wounds'if they rake damage during the
battle.

THE CHEST

The hobgoblins store their personal wealth inside this large,
wooden chest. The'chest is trapped. A false panelin the lid
unleashes a fusillade of darts if the chest is tampered with
(someone attemprs to open it) or jostled (such asif someone
. tries to smash it open). The darts attack anyone standing in
the three squares adjacent to the square that contains the
chest: One to four darts attack a character occupying any
of the three adjacent squates. After this fusillade of darts,
the only thing protecting the chest is the lock. Oneé of the
hobgoblins has the key for the lock hidden in his belt (DC
20, Search check 1o find). Without the key, the lock must

ot be picked or broken (see below),

 Other statistics relating to this trap aré shown in the rext

- that follows... .

Fusillade of Darts: CR t; mechanical trap; touch trigger;

~manual réset; Atk +10 ranged (1d4+1, dart); multiple targets.

(fires 1d4 darts at each target in three squares adjacent 1o
the chest); Search DC 14; Disable Device DC 20.

TREASURE

Inaddition towhat the hobgoblins have on them, the chest
contains their personal treasure. If the trap is avoided or

. activated, there is still the matter of the lock that secures
the chest.

The padlock securing the chest is a very simple lock that
requires a DC 20 Open Lock check 16 open. The padlock
has a hardness of 15 and 15 hp.

Once the chest is opened, the following items can be
found: +1 studded leather armor (sized for aMedium char-
acter), +1 longsword, quiver of 20 arrows, quiver af 10 silver
arrows, two bedrolls, four bottles of wine, flint and steel, a
small steel mirror, 50-foot coil of rope, a cracked hourglass,
a pouch of 82 gp, a pouch of 47'sp, a pouch of 312 cp.

‘B =paring with xac}: ather.

Encounter Experience
If the player characters defeat the elite hobgoblms, they

receive the following XP. =9
PCs ' XP PCs: v XP PCs XP Fy
1 300 3 100 5 60
2 150 4 75 6 50
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Tue Room
Torches on the walls pruvulL 112'1[

Y “H” indicates where the hob ‘uumz l:n,cm tl-ns endounter,

The chest on the east side of the room is {rapped

Stairs lead down to Darax’s Room; The hobgoblins avoid
the passage Lo the E('[lll'l =0 as nol to Lliahurl) the wizard's
shrieker (see Encounter 9).

A ]n}]t‘ it the floor ~|uputlnwn Mediuni characters {sucl-n
as the PCs :) must bend nlowu or t.rawl On hantl,ﬂ and knees
to enter the tunnel. Small characters can enter I.]le Ltunnel
without any trouble. The tunnel connects to the Hfsw]mg
Caves(EBncounter 6). [¥passes under Darax's room and then
slnpe.-‘ I::h_‘la up to connect ln'l'|1c \'aves._'l-]w gn]slins Ill)l'.l..t use

‘*:*:as-m"_i"e?..:f”'-:':.i;.-:.;:-;.

the tunnel, mostly because of the monstrous spider thatlives
“on the other end.




ENCOUNTER 1I

Darax used the arrival of the black dragon as an excuse to
grab power and take control of the tribe. The alliance he
strick with Noak is precarious at best, and Darax spends
as much time being afraid of the dragon as he spends rev-
eling in his newfound power as selfprocliimed watlord of
the tribe. In exchange for helping to build Noak's treasure
hoatd, Daraxhas the nominal support of the dragon—which
15 good enough to keep the goblins inline but doesn't really
assure Darax of a long and healthy relationship with the
dragon. Even so, Darax lavishes attenrion and compliments
onto Noak at every opportunity; working hard to cement
the partnership so that it might last for a long time.

In addition to killing the previous leader of the tgibe and
driving off the shaman, Darax nses his own combat prow-
ess, the support of his elite hobgoblins, and the threat of
the dragon to maintain order and getthe tribe ro follow his
commands. He also takes advantage of the wizard Urrtarr’s
feelings for him; keeping her arcane powers in check and
making sure she doesn't interfere with his plans or the plans
of the dragon by manipulating her emotions. He wants to
use her powers in the raids against the human sectlements,
but he knows he has to proceed cautiously soas not to drive
her away.

Darax’s Room

INVOLVING DARAX

Darax mighrt be alerted to trouble in either the hobgoblin

room (Encounter 10) or the wizard's workshop (Encounter

9). The PCsmust proceed with extreme caution to catch the

hobgoblin warlord unawares.

Alerted by Hobgoblins: If the hobgoblins in Encoun-
ter 10 think to call to Darax for help, the warlord grabs his
weapons and reaches the hobgoblin room in 1d4 rounds.
He wades into the bartle, moving to help.the hobgoblins
and work with them to dispatch the invaders.

The Shrieker: If the shrieker emits its piercing noise,
Darax doesn't niecessarily leap ta action. The hobgobling
sometimes forget and wander too-close to the plant. At
other times; they like to test the patience of the wizard by
purposely setting off the plant. If the sound lasts for only
one round, he doesn't even notice it. Ifit lasts two or more
rounds, he does register that the plant has been agitared
for some reason. He quietly moves to the top of the staigs
to peer into the hobgoblin room. Let the PCs make DC 15
Spot checks to see if they notice him skulking in the shad-
ows. 1f he remains unnoticed, he examines the situation
and then returns to his own chamber to prepare to defend
Noak's lair.

Reaching the Door: 1f the player charécters reach the
stairs to Darax’s room without being noticed; Darax getsa
chance to make a Spot check. If he failsthe checls; the PCs

get a surprise round in which o act (see Player’s Handbool, |

page 137):1fhe makes the check, roll forinitiative normally
and let the battle begin! :
Making Noise: Even if the hobgoblins den'tcall for help,
there’s a chance that Darax hears the sounds'of battle and
recognizes it for more than just the usual sparing that the
hobgoblins engage in. This requires a DC 20 Listen check,
however. Darax can make a check each round that the fight

in Encounter 10 goes on. If he makes the check, heprepares ,

himself for battle and waits for the PCs to enter his area
before attacking. ! .

BATTLE IN THIS ROOM

If the battle with Darax happens in this room (instead of
Darax running to help the elite hobgoblins, for example),
the warlord prefers to wait and get the drop on any intrud-
ers. He moves as far from the stairs as he can and readies
an action (see Player's Handbook, page 160) to fire his bow
at the first intruder he spots, When ranged combat is no
longer a viable option, Darax drops his bow and pulls out
his bartleaxe.



DARAX, HOBGOBLIN FIGHTER CR2
Monster Manual, page 153
18 HP: (11101000000

o o

Notes:

CE Medium humanoid (goblinoid)

Init +1; Senses darkvision 60 ft.; Listen +1, Spot +1

Languages Goblin, Commeon, Draconic

AC 19, touch 11, flat-footed 18

Fort +4, Ref +1, Will +1

Speed 20 ft. (4 squares)

Melee masterwork battleaxe +6 (1d8+2/x3)

Ranged longbow +4 (1d8+1)

Base Mk +2; Grp +3

Combat'Gear 3 potions of cure light wounds

Abilities Str 15, Dex 13, Con 14, Int 10, Wis 9, Cha 8

Feats Iron Will, Point Blank Shot, Weapon Focus
. (battleaxe)

Skills Intimidate +6, Listen +1, Spot +]

Possessions combat gear plus banded mail, heavy steel
' shield, masterwork battleaxe, longbow, quiver with 20

: arrows

_""‘BA’TTLE IN OTHER ROOMS

| Darax might encounter the PCs in the hobgoblin room
- (Encounter 10) if alerted to their presence in some way.
Conversely; the hobgoblin warlord might retreat to Noak's
- Lair (Encounter 12) if the battle isn't going to his liking
or if he feels ke needs to wam (or request the aid of) the
" g bhakﬂ’mm g
TREASURE B

o .q In ;ddmmrte the items that Darax carries on his person; a

" searchjof his room uncovers a locked chest tucked under

R AR T O =
ST sy :

" attracting his attention.

¥ Encounter Areas 6 and 10,

Darax’s Tactics

Darax uses his longbow, attacking from a distance, if the
opportunity presents itself and he knows that trouble is
heading his way. He isn't opposed to close-combat fighting,
however, and wields his battleaxe with great enthusiasm.
He prefers testing his skills against powerful-looking fight-
ers and other martial types, seeing spellcasters and rogues
as.beneath his notice and worthy of nothing more than a
quick dnd painful death.

Darax readily drinks healing pations as he needs them.
If the battle starts to turn against him, he tries totun to
Noak's Lair (Encounter 12) to warn the dragon and te enlist
itsaid in defeating the player characters.

11 ¥1LNNODN3I
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Torches on the walls provide ]igi—ul. h
“D" indicates where the hobgoblin warlord Darax begins |
this encounter, if the PQs reach this area wilh\ou{ prv\rinusl_v ,—‘_" :‘
1o

Stairsin the south lead up to the hobgohlin room. Double
' “doorsto the north lead'to stairs that, in turn, lead to \1}‘1'1
- the l:lmlzctramne lair, See Encounter. 12 for details on i]ll: i
door. Vi :
; _T}‘Ie dotted 1ine_-:}'lnw:: the |}alll of the tunnel between

‘his bed. The cheést is not trapped, but requires a DC 207 8 |
'Open Lock check to open. Inside the ¢hést, the PCs find

;.-_- . 130 gp, 40 5p, 20 cp; a map of the surrounding area (includ-
\ing the hamler of Barrow's Edge); and two pofigns of cure
light wounds. © 1 i

5 Encountér Expenence
. . 1f the player charactets defeat Darax, they recéive the fol-

lowing XP.
PCs XP BPCs XP PCs- XP
1 600 3 200 5 120
2 300 4 150 6 100
: e
1H o sy 1
0 - r-‘“ ik
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ENCOUNTER 12

- Noax’s Lar

The young, inexperienced black dragon Noak came to the
Howling Caves to carve out a place for herself, away from
others of her kind. She has taken ryrannical control of the
goblin tribe, demanding that the tribe fill herair with
treasure. Noak leaves the details to Darax. As long as new
treasure appears onra regular basis, the black dragon is con-
tent to more or less leave the goblins to their own devices
(and Darax’s iron-handed rule).

THE DOORS

The double doors leading from Darax’s Room (Encounter
11) to The Dragon's Lair are barred from the hobgoblin's
side (he doesn'tcompletely trust the black dragon any more
thanthe rest of the tribe does). These doors have hardness 5
(subtract 5 points from weapon damage) and 20 hit points.
The DCs for Listen checks made through the closed doors
arcincreased by 5. The bars can easily be removed if char-
acters are in Darax’s Room (standard action to unbar and
open the doors). From the dragon'sside, the doors must be
busted open (DC 25 Strength check).
When the PCs approach these double doors, read:

A large bar blocks this ironbound door from this side. A
ertide dvawing on one door shows what might be a dragon
eating a goblin—probably. Crudely rendered letters beneath
the drawing seem fo spell out a message.

. Any character who speaks and reads Goblin or Dwarven

(they use the same alphabet) can puzzle out the meaning
of the poorly written message:

“Bad dragon .. 2 acid . . . eals goblins . .. go away!” Basically,
it's a message to beware of the hlack dragon. 3

ENTERING THE LAIR

When the PCs open the double doors, they see a staircase
carved into the cavern rock. The stairs lead to a largé natural
cavern with a low ceiling (10 feet above the floor). A more
experienced dragon would never use this as a lair because
the low ceiIing makes flying difficult; bur Noak finds the
cave to be cozy.

Noak spends most of her time lurking among the rocks
and playing with her small but growing hoard of treasure.
She loves to catch visitors unaware, viciously attacking
anyone other than Darax who enters the area. If the PCs
make any noise opening the door, she has plenty of time
to hide and prepare an ambush.

Noak, BLack DRAGON CR3

CE Tiny dragon

Init +0; Senses blindsense 60 ft., darkvision 120 ft.,
superior low-light vision; Listen +7, Spot +7

Languages Draconic, Common

AC 15, touch 12, flat-footed 15

Fort +5, Ref +4, Will +4

Speed 60 ft. (12 squares), fly 100 ft. (average), swim 60 ft.

Melee bite +6 (1d4) and
2 claws each +1 (1d3)

Base Atk +4; Grp —4

Special Actions breath weapon (30 ft. line, damage 2d4
acid, DC 13 Reflex saveifor half damage)

Abilities Str 11, Dex 10, Con 13, Int 8, Wis 11, Cha 8

Feats Flyby Attack (Monster Manual, page 303), Hover
(Monster Manual, page 304)

Skills Hide +15, Listen +7, Move Silently +7, Search +6,
Spot +7

Possessions see Treasure

When'the PCs enter the lair; read: # &

This naturally carved chamber is dark dhd dry, with a
definitely sharp, acidic tinge on the constant breeze that flows
through the area. You catch the gleam of silver and gold at
the edge of where your light reaches, and you have the
distingt impression that something is movingin the
shadows.

Noak’s Tactics

For 1st-level characters, Noak presents an‘exceptionally
challenging opponent. The closed door and warnings should
encourage the PCs to rest up hefore taking her on. Ideally,
they should start the encounter at full hit points and with
all their spells prepared. '

Noak should geta surprise round against the PCs (DC 25
Spot check to notice the Tiny dragon in'the shadows). She
starts combat by spitting acid at the first person that comes
into the room who isn't Darax. 7.2

Asa Tiny creature, Noak must enter an enemy's square
to make a bite actack, which grants the enemy an attack
of opportunity (see Player's Handbook, page 149). So, Noak
prefers to use her breath attack whenever possible.

Noak's breath weapon takes the form of a line of acid.
After she uses her breath weapon, roll 1d4. This tells you
how many rounds later the breath weapon will once again
be available to use: For example, if she breathesacid in the
first round of combarand rolls a 2, then she can use her
brearh weapon again ih the third round of combat.




g - * 2
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On rounds when her breath weapon isn't available, Noak TRE AS URE ! -
resorts to h@r Flyby Attack ability to move in close, bite,and 1f the PCs seard:l Noak's lair, they uncover a, g'r,eat deal

~ moveaway again. During these attacks, she can only use her
- 4});:& If Noalis ever surrounded or otherwise grounded for
: PP, 754 gp, 1,021 sp, 2,435 cpjating, and a cloak (all of the
bl'.“’““d sﬁe nllakes < f;]iartacé:k:ga.!lns.( bernppanciyscher mundane goods stolen from the people of Barrow’s Edge
AR ety e S E iy were used by the obﬂms}. tl:I umetiug. azmpty pot:ontﬁattles
e 2t | and torn up scrolls show thar Noa other gifts tharshe
SPEC]AL EFFECT - e y .amuseiherselfwnh by using ordestmymg :

- When Noak breathes acid at the PCs the ﬁrst fme, mad If a detect magic spell is cast, the ring and cloak r:tc]mte

of treasure—most of it in the form of coins. There are 12

o .ﬁ"". ?‘N'r'!{‘""

— magic. When using detect magie, 4 DC 17 check deter-
You hear a 5Ira_ngc, almost familiar sound—asthough seme mines that both glow with an aura of faint abjuration. An
small creature retches.in the shadows—and a spurt of identify spell will be needed to de‘termme their precise
sizzling liquid streaksiout of the darkness toward you. properties.
g - The ring is a ring of protection +1, and the cloak is acloak of
: R mas!mm +1.

‘Noak immediately. recognizes that the intruders aren't * Encouriter EXpEI‘IEI‘lCE

i TAUNTS AND THREATS :

- goblins. Qutraged thathumans would invade her lair, Noak 1f the player characters defeat or drive off Noak they receive
* hurls all kinds of taunts and threats as she constantly flies the following XP.
‘from place to placgfﬂetween gouts ofacid and swooping PCs  XP PCs XP PCs 'XP

: - claw attacks, Noalk a.l‘ter,uates between Commotiand Dra- + = 1 900 3 300 s 180
- 7 s the player characters. Here are some | 2 450 4 225 L 6 150
f the taunts and threats she likes to use, qalways ; ?

.hexselfbyher name,

S/

: .’m think you are so big? Noak may be small, but Noakis
* . mare potverful than yowcan ever imagine!”
our fecble eyes cannot behold Noal's majesty!”
!’{pﬂ! 15 shadow, Noak i€ your deathr” :
“L jmuﬂgoy th u'mymks Im'am maiws your sk slzzle

Tur I-me :

| Noak's lmrmcumplutviy darck. ﬂ:t]w Pk.-a need a ]I ght Eoutoe,
3&1% Wl" need to provldc their own.

“NT m:]kal'oﬂ wlmre t]:g black ({:agon Nualz I'}eg,! ns; tl’lls :

8 encounter.

.~ Stairsi in the scmtl‘l le&dup to [l:lrax a‘mm"n Dﬂume doom : o

4 Jm}ra are harred from the other sullf
The pitin the southeast aleove |ends to'an underqmund

t‘unm.' t]aat evcntuauy ends i in'a cond cealed cave t}mt openg
on tI]c a:de O“bl‘“ TFus 18 the way [ \]balz gets into uuﬂt
o£

Nna?c g dmgm:—a mighty r;imgon’ You/cannot hope to
d sgwut Naah-wno lesser crea re can stand a.gamst

. BA : ENDGAME' g
‘:%!J magmeshe to be more powerful than
really is, and she reftises to abandon her lair
her treasure hoard unless absolute].y neces-
x For these reasons; she continues to fight
e player characters until she has been reduced
. to 10 hit points or less. In that round, Noak
decides—reluctantly—to flee from ‘the lair.
~ She moves to the tunnel in'the floor and uses
. it to escape from the Howling Caves.
ve 1f the PCs can't prevent Noak from escap-
- ing, even though they have won the day,
‘Noak can rettirn in the future to once again
~ threaten Barrow’s Edge, Conversely, Noak

Lmlght instead decide to seek out the player
4characters and get her revenge againstthem. f ==

That's the stuff Lhaﬁuﬂtre nd%nmms are, s -
o rnadeﬁbut of! ; l




PART 3:

AFTER THE
ADVENTURE

After the player characters have defeated Darax and Noak,
the goblins quickly beg for peace and go back to their old
ways. Rutven the shaman returns and helps negotiate the
peace between the goblins and the people of Barrow’s Edge.
If the PCs decide to help bring about this peace, award them
another 100 XP each.

Let the PCs return to Barrow’s Edge to heal their wounds,
purchase equipment, and train (if any of the PCs reached
2nd level). A good rest is called for after such a dangerous
and challenging adventure.

REWARDS

In addition to whatever the PCs found during their adven-
ture within the cave complex, the people of Barrow’s Edge
make good on the reward they promised. The PCs earn either
500 gp or 600 gp for their efforts. See page 9 for details on
the negotiations for payment that went into agreeing to take
on this job. If the PCs actively work to build about a last-
ing peace between the remaining goblins and the people
of Barrow’s Edge, Mallie rewards them with another 100
gp. Rutven approaches the PCs to help with this if the PCs
showed any mercy to the goblins of the Howling Horde.

NEXT

The player characters might decide to stay in the area for
a while, using Barrow'’s Edge as a base of operations and
taking advantage of the honor and prestige they have
accumulated.

If they didn't defeat Noak but just made the young
black dragon fly off, then a rematch can make for another
adventure,

If you want to use another published adventure, The Shat-
teved Gates of Slaughtergarde makes an excellent follow up to
the events depicted herein. It provides a longer adventure
experience and can be tied to the area around Barrow's Edge
with relative ease.

Other good adventures to look for, that are of the appro-
priate level for the party, include the Ererron adventure
Shadows of the Last War, the ForcorTen Rearms adventure
The Twilight Tomb, and any of the Fantastic Locations map/
adventure encounter products.

Note that you don't have to be participating in an Epgx-
RoON or ForcorTen REaLMs campaign to use the adventures
or products designed for them. They are fully compatible
with the Dunceons & Dracons rules and can easily be con-
verted to whatever campaign you happen to be running.
Just change a name or two, add or subtract a derail, and tie
it in to what has gone before and you have a ready-to-use
adventure,

NOAK RETURNS

If Noak did escape and you want to craft a new adventure
using the black dragon, you might want to allow Noak to
gain power and experience just as the PCs have. In that
case, use these advanced statistics the next time Noak
encounters the PCs.

Noak, BLAck DRAGON CR4
MansterManual' page 70

52 HP: EIEIEID Qoooooooo
1| | | | [ [ | | [ |
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otes:
CE Small dragon
Init +0; Senses blindsense 60 ft., darkvision 120 ft.,
superior low-light vision; Listen +8, Spot +8
Languages Draconic, Common

AC 17, touch 11, flat-footed 17
Fort +6, Ref +5, Will +5

Speed 60 ft. (12 squares), fly 100 ft. (average), swim 60 ft.
Melee bite +9 (1d6+1) and
2 claws each +6 (1d4+1)
Base Atk +7; Grp +4
Special Actions breath weapon (30-ft. line, damage 4d4
acid, DC 14 Reflex save for half damage)

Abilities Str 13, Dex 10, Con 13, Int 8, Wis 11, Cha 8

Feats Flyby Attack (Monster Manual, page 303), Hover
(Monster Manual, page 304)

Skills Hide +16, Listen +8, Move Silently +8, Search +7,
Spot +8

Possessions None

Noak’s Tactics

Larger, more confident, and in search of revenge, Noak can't
decide whether she wants to destroy the goblin tribe for fail-
ing her, devastate Barrow's Edge for bringing this disaster
upon her, or eliminate the player characters for humiliating
her and ruining her plans. In the end, whichever direction
she decides to turn her anger in, the PCs can easily become
involved. If Noak hunts the PCs, then the adventure comes
to them. If the black dragon instead turns her attention to
the goblins or the people of Barrow's Edge, then either of
those groups can seek out the PCs and beg them for help
against the dragon they once defeated.

However the meeting occurs, Noak won't play games with
the PCs the next time they do battle. She has learned from
her humiliating defeat and has no desire to repeat the lesson.
This time she won't taunt them, she won't be overconfident.
Instead, Noak attacks with all her powers to destroy the
PCs as quickly and as thoroughly as possible.
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