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he first savage tide has

already touched the mortal

world. Unleashed from
the cruel heart of a shadow pearl, the
tide swept over an ancient civilization,
transforming the citizens of a proud
city into feral, cannibalistic fiends. The
hateful architects of the savage tide

) (4

watched.  ing pride in the ruin they
had  >ught. Now, after 2 thousand
vear the sasage tide is about to return.
Yet this time, the doom will not be lim-
ited to one hapless city. This time, ail
of civilization waits unknowing on the
shore, blissfully igrorant of what the
tide is about to bring in.



by James Jacobs

The PCs are tecruited by a desperate noble of the city of Sassering, one Lavinia
Vanderboren. After her parents recently perished in a freak accident, she

inherited a large number of debts along with the rest of the estate. Yerh:  eal
praoblemn is not financial, but personal. Her younger brother Vanthus hasf  n

in with a bad crowd: thieves, cutthroats
to help track down her brother Hsut th

| smugglers. Lavinia needs theP s
_oon find that he’s the worst of the

bunch—it was at his hand th: " “er Vanderborens perished. Vanthus now
stands at the center of the Lotus Dragons, a violent and deadly thieves’ guild

that has recently ascended to a positon
of power in Sasserine’s underworld.
The PCs must defeat this guild before
its members and their aquatic allies
stage a violent coup against the city
government. Unfortunately, even as

the PCs defeat the Lotus Dragons,
Vanthus slips away to pursue a

new plan.

1 . las ogue
»n Vanthus's trail, Lhe PCs track him fo a
""en cove a few miles down the coast from
€-- -- e, where the treacherous brother
plan  steal a huge black pearl from a crew
of pirates of the notorious Crimson Fleet.
u- st to Vanthus, this black pear] is actually a
- rerful artifact known as a shadow pearl, a sinister
d ce capable of transforming vivilizaton into
s erv. Unfortunately, Vanthus’s attempt to
‘ the captain failed, and he and his hired
thugs were caught in a fr  “ic battle with
the pirates. During the b e, the shadow
pearl the pirates were smugg ng was
accidentally triggered, and many of the
pirates and bandits were driven mad
and transformed into monsters by the
resulting savage tide. With the pearl
gone, Vanthus and his surviving allies
took advantage of the chaos to hijack one
of the pirate ships and flee the area.
Seething with rage at the attack, the captain
sent his first mate (a brutish half-or¢), along with a
large aroup of bullywug barbarians, into Sasserine to
kill Vanthus’s family and burn his home to the ground
in revenge. The PCs fight their way through 2 horde of savage mutants only
to discover that Vanthus is gone and Lavinia is in grave danger. They must
race back to Sasserine to protect Lavinia and her home from the attack. At
the end of the adventure, they'll have their own ship, the Sea Wyvern (the only
scaworthy pirate ship remaining in the hidden cove).



by Jason Bulmahn

The shipwrecked PCs and the surviving
members of the Sea Wyvern must scavenge
supplies and make the deadly journey
down the coast of the Isle of Dread to
reach the colony. Along the way they are
hounded by monsters. din/ aurs, ter-

tor birds. bad weather. wor ' omens,

and treachery and madness amc  their
own ranks. Additionally, they are d
by a mysterious creature that torments
them and picks off their NPC fellows
one by one. This creature is in fact a bar-
lgrua demon, exiled from the island's
interior and locoking for victims to cat.
Eventnally, the PCs discover the demon’s
lair—an ancient hidden shrine dedicated
to Demogorgon, the bestial Prince of
Demons. As the adventure ends, the PCs
reach the colony to find it under attack by
a Crimson Fleet pirate ship!

by Richard Pett

Lavinia reveals to the PCs that the last thing her parents
accomplished before their murder was the establishment
of a smali trading outpost and colony on the distant and
dangerous L: "2 ¢~ d. The Vanderl s hoped to
establish a profitable trade routr “ing spices,
lurnber, and foods to Sasserine. Fea il that Van s may be
heading to this colony, and knowing that the co! ...sts need
supplies, she offers the PCs a new job.

With their newly captured ship, the PCs accompany
Lavinia on a dangerous, 3,000 mile sea voyage south to the
Isle of Dread. Along the way, they’re forced to deal with
murderous stowaways, a perilous side trek to the ruined city
of Tamoachan (where the PCs first corne to the attention of
the current Queen of Succubi, Malcanthet), strange islands
with stranger inhabitants, and a swath of sargasso weed
inhabited by somnething hungry. On the eve of their arrival, a
fierce storm hits and the PCs"ship is separated from Lavinia’s
ship—at this adventure's climay, they run aground on the
northeastern shore of the Isle of Dread.




by Stephen 8. Greer & Gary Holian

The PCs defend the colony from the pirate
ship and are reunited wit T- rand
their other friends, who tell the  that'a
larger fleet of pirate ships-is scheduled to
raake a full-out attack o 2e colony ina
mere two months’ time. T order to p: e
for this assault, the PC .. ..:.netor ud
in building up the colony’s defenses, bu
must explore the Isle of T ' to discover
new resources and forrn: v s with
local tribes to help them repi .. coming
pirate attack. The adventure ends with a
large assault on the colony by the Crimson
Fleet—if the PCs found enot - resources
and made enough allies, they’l  n- 1e d~.
But not before a “final” confront

Vanthus, now a captain of a pirates] | 1d
a half-fiend (a template he gained as part
of an iniHation into the inner ranks of the
Crimson Tleet).

)

r. Wes:  Schpeider & jurr s Sutter
T..e PCs learn that the Crin  a Fleet
has been buying shadow | rlsin
large quantities from a source on the
northern shore of the Isle of Dread
they call the “Lords of Dread,” and
that aceordi o to their schedule, a new
shipment o ie powerful weapons
shouldbe 'y for pickup soon. Upon
investigating, the PCs stumble upon
the true maslers.of the isle—aquatic

ies known as the koprus.
The PCs are swiftly caught up ina
subterranean war between kaprus and
aboleths, and eventually learn that the
kopru leader: and source -of the shadow
pearlsylive v " | an ancient temple
found atop a1c sa at the heart of the
Isle of Dread.




by’ -to Leati

The PCs journey to the forbidden mesa at the heari
ot the Iste ot Dread to confront the kor- i

find more than thev bargained for— € m . is
ruled by an aspect of Demogorgon. By efeating
this stronghold and slaying Demogorg  ~ spect,
they can put a stop to the shadow prarl pr " 1cton,
but unfortunately, they discover that a larg number
of the pearls have already eensentlothe .o
city of Scuttlecove—theh e portofi  Crime
Fleet. During this adventure, Lavinia hears rumors
that her brother has returned to life. She sets out for
Scuttlecove to save her brother, even though she
pects the rumors are a trap. Of course, it is indeed

a trap—Vanthus, returned to unlife by his dernonic
patron Demogorgon, wants to make a final attempt
to capture his hated sister and subject her to the
same procedure that turmed him into a haltfiend.

T
The PCs travel to Scutt! ;, horr >t the Crimson Fleet
to search for Lavinia:  tolea  Thepirates’ anfor
the shadow pearls. oveisa . o owus
place.onetha ~ il ec e
discreiely./ U " s they find th safehoust
comprorc™ o claimed by a grom) >fyt Ha o -
sins. The . Is clear out the s: ~and discc  that
Lavinia has been | ythe Crimsor  eet.
After several adve - zes in the city. they find
the locs™ -~ Crimnson Fle* eadquar-
teps, where e 1+ #hatLa..  hasbeen
tedtothes s(tol. >TgON’S
realm ¢ ‘Gaping ) Thevalso  cover
that the pirates have = dy smuggied
dozers of shadow pearls into as many cities
throughout the world. Demogorgon intends
to trigger a massive savage tide so he can

siphon th "ied rage into his
realm. T~ —ay to stop this plan
would be to disi ~ the ceremony itself
on the Abyss. the PCs discover

that Vanthus has a device that allows
him to sail his ship from the seas of the
Malerial Plane into the mysterious Abys-
sian Occan. The PCs steal a duplicate gate
enginc and use it on their own ship to travel
to the Abyss in search of Lavinia.



by Sean K Reynolds

In this adventure, the PCs finally get a chani >
defeat their nemesis Vanthus, now a dangerous
death kniglht minion of Demogorgon, once and for
all. Using the stolen gate engir.., 1y sail into the
Abyssian Ocean, and eventually r __gon’s
realm—Gaping Maw. There, they mus nfilirate
aremote prison where Vanthus k

his sister captive. Demogorgon has

promised to transform her into a half-

fiend once his plan f  he shadow pearls

has come to fruition. Fo now, Vanthus

waits here for his reward, guarding iss 1
and bickering with the warden: ~p ML
During the rescue, the PCs learn mucl 1bout
Demogorgon, his lair and layer, and his

plans for the shadow pearls. Thev kiiow they

bave to stop him, but don’t know how. They

do learn that they need to go to a deso...

prison layer called the Wells of

Darkness to i * omeone who

knows abou rorgon's
weaknes — e exiled
demos 1 of succubi,

Shami-Amourae.

L, .- yd
In ordér to reach Shami-Amourae’s prison
" 1 the Wells of Darkness, the PCs must
sceure passage from Red Shroud, a dangerous
_ succubus who controls one of the few routes
te region. Reaching Shami-
’s prison involves a dangerous
trek across the Abyss, and when the
PCs finally do reach her, they may be
forced | _aake some difficult decisions
to learn: what she knows—that
Demogorgon's greatest strength is also
his greatest weakness. He is a creature
of two minds, and as such, he is his
own worst enemy.



by Wolfgang Bau.

The PCs plan their assault on Gaping

Maw while on several “mini-adventures,”
wherein they travel the planes to organize
allegiances against Demogorgon and
recover artifacts they'll need to weaken
him. By attacking the Prince of Demons on
several fronts and by using the information
and secrets they've gained from Shamni-
Armourac. they force Demogorgon o divide
his resources so that only a fraction of his
defenses remain to oppose the PCs in the
last adveniure. During the course of this
adventure, the PCs may:

« Secure the aid of Orcus, Malcanthet,
or other demon lords in launching
attacks on Gaping Maw.

» Speak to Morwel, queen of the eladrin,
and request aid from her court.

» Recover the Iron Flask of Turney
the Merciless to capture several of
Detmogorgon’s key minions.

« Track down and speak to the Witch-
Queen [ggwilv to benefit from her
demonic lore and advice.

« Sabotage an outpost on another plane
that Demogorgon uses to stockpile
supplies and retrievers.

by( .egA. _ an

In the final adventure, the PCs set into motion the various elements of their attack on Gaping
Maw. Once Demogorgon is distracted, they can invade the complex wherein he intends to irigger
the savage tide. Although the Prince of Demons’s armies are forced to spread their resources
thin, the PCs still face serious opposition in this adventure, and in the cod they'll need to fight
Demogorgon himself. If they've done well, they'l}l face a CR 23 version of him, along with several
of his allies. If their preparations failed, they'll be faced with a much more deadly incarnation of
the Prince of Demons, one that even a group of 2oth-level characters might not be able to defeat.
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THERE IS NO HONOR

by James Jacobs

The Savage Tide Adventure Path debuts
as a new band of heroes confronts exotic
monsters, undead pirates, and a sinister
guild of thieves on the cusp of unleashing a
murderous coup. A Savage Tide Adventure
Path scenario for 1st-level characters.

Ben Wooten
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Vanthus
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Handout #2

Chimera Looks tor sunvise
Cyclops looks o sunéet
Medusaw Looks to- s s
Umber Hulk looks (o sunset
Basilisk Looks to surwise
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P2

P4
Pl

P3 N

Py

S One Square = 5 feet

Robert Lazzaretti

2 i f th Inc.
E DUNGEON 139 Supplement DunGEON #139 Map & Handout Supplement © 2006 Wizards of the Coast, Inc

Permission to photocopy for personal use only. All rights reserved.




Ben Wooten

Handout #3

These bones once be Penkus; so- if ye read this, I be dead, laid low by
the sickput ovvme by that foul dead thing! Yet even oy me fleshywracks;
now twas not the dead what brought my doom, but one I ‘tilrecently
called friend/ /

Van/vti\:/w Vanderboren! Youwr nowne fills me with bile! Spineless, Handout #4
treachevous cur! Yow left ws here to-die: Yow left ME here to-die; after
Wl what I done tget ye into-tivLotus! Yer designs on the Lady of the YWW@WWM
Lotus be clear mw,mwbwbﬁvwmdfoutt}v’way...y@dnuwww:z byﬁ'w/Lo{—MDr ched
everv now into-power, slithering amids my vacancy like av hermil cr agon,

Y
to_ ~WON| ﬂed\/ cu 2;1 U?ON )E, P

To thone what reads this. Ify@hmaamyhovwrwvwm L o 50t bt o
yer soul MWWMVWMMM H@d/wdl/yvvvﬂw/lapcrﬂvwmm ) meM@M
below thiTaxidermist’s Hall: Seek himv there, but ‘fore he dies he must will, QF:WW“P o -
MWWW@PMWWMMWWWy@V kdlwtgxlﬂow ence will, byerfar’

And if; by some cruel spite of fate; Ltb@y@whatreadxw VWM’, you tears, only ing
know with certainty I wait for ye intell, where intend trival the pit
itself v yer torment!
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Rhagodessa
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Rowyn and
Gut Tugger
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Excerpts from Vanthus’s Letters to Row%n Kellani
(Dated 2 days before the fire that slew the elder Vanderborens)

“...My pawrents have groww soft. I'mvnot worried inthe slightest
that they susbect anwthing; my delicate flower. Thefunds yowve
trusted, me withy hawe been more thaw enough to- pay off the
local guowds, the hawbor watch, and the ship’s crew to- say
nothing about the new cargo: Hell:.. they evew offeved to-help
load the bawrels! Of course; I didwttell them what was inside—
I'msurethey’d sing avdifferent song if they knew just how much
alchemisty fire we loaded into- the hold of my father’s new
plaything: I'L be following the ship’s progress for avfew days to-
make sure the fire does the trick; so-yowll not be seeing me for
at least half o week. Keep yowr bed warm for meld”

(Dated 3 days after the fire)

“ . .Itsunbelievable! Sure; she’sthe eldest sibling, but she knows
nothing of life! She spent the last half of her childhood in
Thenalow leawrning how to-fold napking and play the violin,
for Hell's sakel! It just goes to- show yowhow insane my parents
really were:.. leaving everything inwher carelikethat! Whatever.
She’ll need the house to-live off of, I suppose. Lavinia's not av
bad lass, really... I kind of missy our tume together, to-tell the
truth. Think she’d be interested in joining the Lotus? I doubt
it. And anyway, av second Vanderborentragedy might get too-
many people curious. No; for now, whatever’s invthe vaudt will
hawe to-do-..”

(Dated two days ago)
“..I really wish yowcould have beenthere, my little dragon; to-
see their faces before I closed the doov! Laviniavs never going
to- get anywhere hiring fools like them. I wonder if they've
found Penkus yet? I hope they didwt die too-quickly.”

“Ivany case; ow to-the purpose of this letter. Brissas in the
other room, getting ready for a night out onwthe town, so-I'll
hawve to- be quick: Remember that thing she hinted about to-
me? About the pirates who-were supposedly using Krakews Cove
as abase for their smuggling operation? Turng out she wasn't
spinning tales—I've heard that they' W be awriving within the
week with avpawticulawly rich cawrgo. 'L bring her withy me ovw
the pretext of joining up with them get their guard down; and
whenthey're not expecting it my menw'lW light the shipy on fire!
ItW be o simple task to-pluck the treasure from the water once
all those fools awe dead. Should be more thaw enough to-make
up for what we lost whew Laviniow inherited rather thaw me.”

“I tell yow... burning people to- deathv o their own boats?
Ity the best way to- make money yet. Wish I'd thought of it
years agol”

Handout #5
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BACKDROP: SASSERINE

by James Jacobs
Discover the streets and canals of the city of Sasserine, the setting for the opening
act of the Savage Tide Adventure Path.
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Islaran

Ben Wooten

Taskerhill
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Dracktus
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THE BULLYWUG
GAMBIT

by Nicolas Logue

The hidden caves of Kraken’s Cove have
long served the pirates of the Crimson Fleet
as a place to stage their smuggling opera-
tions. When their latest cargo backfires, the
PCs find themselves faced with something
far worse than murderous pirates. A Savage
Tide Adventure Path scenario for 3rd-level
characters.

Warren Mahy
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THE SEA WYVERN'S
WAKE

by Richard Pett

It’s time to bid farewell to the city of
Sasserine as the PCs board the Sea Wyvern
for a 3,000-mile voyage south into the
uncharted waters of the Vohoun Ocean.
Their destination: the Isle of Dread. A Sav-
age Tide Adventure Path scenario for sth-
level characters.

Ben Wootten
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Handout 1

This fou[ reen land is stained with blight. We tried to cut away
the weed, but to no avail, and soon had to abandon the tools we
had used, their edges dulled to misery.

At noon 1 ordgrec[ Carus and Twaid out onto the weed to
expfore. How (arge can such a }Jface be? The crew grow restless.

It is dusk. Efforts to cfestroy the weed ﬁa\;erfaifedf 7 have exy(orecf
what 9 could, but this is all mists and weed. When will Carus and
Twaid return? Degpite the calm, the m’gﬁt is not still, and 1 ﬁee[
eyes Watcﬁing me.

The m’gﬁt Erougﬁt noises but no attack, but 4 fear for my
brothers, 1 heard cries in the nigﬁt—was it them? 1 feel sometﬁing
is alive here, but what can it be? Captain grougﬁ claimed the land
had a black ﬁeart—mayﬁe Carus and Twaid will have some useﬁxf
information when they return.

‘Afrernoon. 7 have d}e/cidécf to ﬁncf my brothers, and have taken
Ranis and Pale with me. T} ﬁey are goocf brothers, and will aid me
as best they can. We shall ﬁnd’ the land’s black heart.

We headed east, makin, goocf ﬁeac[way as on[y brothers can.
‘B m’gﬁt we had covere many miles but saw notﬁing but more
o)ytﬁe green.

It is night, and 1 can hear [ife. Sometﬁing moves at the ecfge @(
sigﬁt W v do tﬁey not show themselves? 1 can hear them wﬁisper
one word, over and over, “Outsiders...”

It is aﬁemoon. We have come to a terrible place, a forest cf weed
grown in mocker of real flfe, a mire cf SEeléfal’ 561’}75. How many
souls have been [Zst here? Our suyy[ies grow wan, we must return
Ey the morn to the Rage.

It is dawn, and we have returned to the Rage too late. The crew
are gone and the green holds her ever fast, Wgere have the gone?

7 can hear them in the c{ay now. T ﬁey are outside. ﬁey are
watching. T ﬁey want me to join them, but 1 shall not.

Ranis and Pale are dead. T ﬁey came tﬁrougﬁ the mist, yet tﬁey
were not the same. 1 knew them ﬁy the tatters cf clothes cfmpeaf
over the green that took their fTesﬁ. What wore their bodies has
been vanquished, but 7 know now that these were but the children
(2( what dwells at this land’s heart. T must seek the mother at this

eart, for to c[estroy the mother is to c{estroy the brood. ﬂf on[y
7 had...
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HERE THERE BE MONSTERS

by Jason Bulmahn

Shipwrecked on the Isle of Dread! Faced with a danger-
ous journey, the PCs must first escort a ragged band of
castaways through monster-infested wildlands in order
to reach the safety promised by the colony of Farshore
on the isle’s southern tip. A Savage Tide Adventure Path
scenario for yth-level characters.

Ben Wootten
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Mike May

TORRENTS OF DREAD

by Greg A. Vaughan

A supernaturally powerful storm, mudslides, and agitated the village matriarch lies dead, murdered by her own son.
dinosaurs are the least of the worries in the tropical village of =~ What dire menace awaits in the flooded catacombs below?
Mora. The village’s spiritual leader, the Zombie Master, has Find out in this adventure for 6th-level characters, set on the
gone missing, and now undead rise from sodden graves and infamous Isle of Dread.
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TIDES OF DREAD

by Stephen S. Greer and Gary Holian

The destruction of a pirate ship signals the
beginning of a Crimson Fleet invasion. The
PCs must race against time to prepare for the
onslaught before an old enemy can release
another savage tide. A Savage Tide Adventure
Path scenario for gth-level characters.

Ben Wootten
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BACKDROP: FARSHORE

by Stephen S. Greer and Gary Holian
The burgeoning colony of Farshore needs the PCs’ help if it’s going
to survive the perils of the Isle of Dread.
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Chuck Lukacs

LOST TEMPLE OF DEMOGORGON

by Sean K Reynolds War Apes

His name has inspired
fear in legions of heroes,
and his savage, feral cult
has lurked in the dismal
reaches of the world for
countless ages. He is
Demogorgon, and his
temples are nightmare
realms haunted by pri-
meval menaces and hate-
ful legacies from a time
when the world was sav-
age. A D&D adventure
for 14th-level characters.

Chad Du Lac & UDON w. Jim Zubkavich
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THE LIGHTLESS
DEPTHS

by F. Wesley Schneider and James
Lafond Sutter

When the PCs journey deep under
the Isle of Dread to find the source
of the shadow pearls, they discover
horrors beyond imagining in a
haunted underground city perched
on sanity’s razored edge. A Savage
Tide Adventure Path scenario for
11th-level characters.

Ben Wootten
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CITY OF BROKEN IDOLS

by Tito Leati
The central mesa of the Isle of Dread is taboo to the locals, a place shrouded in mystery and cloaked in rumor. The time has come

to confront the evil that dwells atop the island’s savage crown. A Savage Tide Adventure Path scenario for 13th-level characters.
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To-Vesserin Catherly — o i

My friend; I wnt&yowﬁ*wyletterto—wxfovwvymofwmo&t '

terrible discovery. Know first that the moan who- couries

this letter t/yalécrwﬁfumd/ and that his skillsy and tech-

niques for standing against the demonic host may well

m@yowmwbﬂwpeopwoftkeSmedlag%de nvthe
months to-come. Leawrn fromhim, for what he has to-teach
iy of great value:

But to-the newy at hand. I had decided to-follow up on
the Olmauwv tales of the village of Mantru, that isolated
tribe dwelling inv Thanaclawwy shadow atop the plateaw.
I had hoped to- contact this village; to- bring the Suwv
Father’s hope to-them, for as yow will recall, I believe I
cav use their worship of violent Tonatiuh to- my fowvor.

Pelor and thig savage deity hawve more inv comumnonwthaw .

my brethwen might admit. The Stone of the Sunw and the
Moonwall but proves it. By showing the villagers of Mantrw
Pelov’s wisdomy, I had hoped to-civilige them.

Yet fromv all appearances, Mantru may be lost. Yow are
well awawre of the rumors that something dire has taken
up residence in the City of Brokew Idols. The Seves Vil-

call the central plateaw taboo-for strong and trues
reasons. Yet what dwells ow high is no- longer content
withv the ruing of Thanaclaw. The mawv who- brings yow
thig letter is proof of this fear, for his tribe was slaungh-
tered by sowvage heathens from the central plateaw. Mevv
who- weaw the sking of demons, and who- kept those they
capture alive for unknowable reasons before they retuwr,
to-their lair invthe City of Broken Idols.

I have seew evidence of these heathens at work else-
where, and have even encountered some of their dead’y
Yet I d,onotfeavtl’mw for no-demon camv withstand the:
purity of my conwictions. I shall lead my new followers
atop the central plateaur. We shall deliver the childrervof

Mantrw fromv their oppressors and defeat the fiends. Yat' :

showld clouds or the fall of night keep Pelorfrowvmyxdeh
and should I fall, know MﬂwwwMMmMmﬂw
City of Brokew Idols does not rest. If yow should seek to-
follow invmy footsteps, bkug/wﬁvyowﬁwStovwoft}w/Sm
and the Moow: I have come to- believe that it may hold:
the key to-what destroyed Thanaclan low so-long ago-

I do not fear for my owwlife: Pelor hay set me uponthis
cowrse for o reason. W%Bulgwwywthwntwmpmwﬁ
ship, I aum never alone on my quest. But I do-fear what =
these fiends might try if none beyond me take up owrms
againgt them. If I do-notretuwrn, I ask only that yowfi

as yow con, and that thisy missive be sent onto-Lady Gos- "

alow of the Sasserine Dawnhouse as my final testoument:”
Youwr Friend, : "_.
Noltus Innersol
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