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Preface

Welcome to Mithril: City of the Golem, the first
regional sourcebook for the Scarred Lands (or
whatever campaign world into which you drop it).
Since the early days of fantasy roleplaying, there has
been an alure to cities that serve as something of a
"keep on the borderlands' — bastions of civilization
set in enemy territory. The kind of place where
trouble finds you; there's little need to go looking for
it. Why, a hero barely has the time to kick back, prop
his feet on the table and enjoy atall, cold one when
another shady character, complete with hooded robe
and purse full of gold, emerges from the tavern's
darkest comer to make a proposition that can't be
refused. Mithril is just such a city-state, brimming
with enough adventures to keep a whole campaign
running.

The Golem itself is something of a plot device: a
passive deus ex machina that explains how this divine
race city, set in titanspawn lands on the coast of a sea
tainted by atitan's blood, could endure in the midst of
such animosity. Don't you ores from Lede try
anything; you wouldn't want to wake up the big guy,
would you? At the same time, for the city to grow
beyond a few clerics huddled in a temple at the
Golem's feet, someone must forgo the Golem's
protection and sally forth, setting matters right and
pressing the city's enemies back.

Mithril is an ideal starting point for campaigns,
especially for groups that contain paladins, rangers/
vigilants or good-aligned clerics, though characters of
al races and classes will easily find a reason to make
Mithril their home. Characters beginning their careers
elsawhere and traveling to Mithril will find the
journey fraught with danger — a prelude to the quests
laid at their feet once they arrive at Corean's blessed,
but beleaguered, city-state.

So enjoy your stay in Mithril, and don't eat the fish!

Sword & Sorcery Studio
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Long ago, the legends say, a great metdl warrior descended from the
heavens — a machine of nigh-unbreakable mithril,...

In those days, the titans implacable force pushed the divine races to the
brink, and many fell prey to despair, convinced that the legions of darkness
would inevitably triumph. The titans were ferocious and terrifying, but
none more than Kadum the Mountainshaker.

The coming of the great Mithril Golem changed everything. Titanic
and terrifying, imbued with the strength of Corean and of the other good
gods, it joined the battle and set the enemy to flight, killing hundreds with a
single blow and scattering entire armies in a dramatic, physical display of
divinejustice and vengeance.

Some stories clam that the Golem aided in the defeat and
imprisonment of Kadum, holding the titan's tail while the gods gutted their
foe and bound him in chains, imprisoning him in the oceans' depths —
his blood discoloring and polluting the waters around him. In the chaos of
the Titanswar, myth and legend intermingled with truth, the boundaries
between them became indistinguishable — perhaps the mighty
automaton did help defeat Kadum. None but the most devout is certain.

What is certain is that, in the war's aftermath, the divine armies
discovered the giant twisted and dameged from some colossd struggle. It
stood motionless on the heights above the crashing surf of blood-tinted
waters, apparently lifeless— its mission, perhaps, completed.
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Now, a century and a half later, the Golem yet
endures — an immovable monument to the divine
race's victory and the titans ignominious defeat. A
great city has grown in the giant's shadow: a place
called Mithril, founded in honor of the spirit of law
and the merciful justice of Corean.

But Mithril is more than a mere city. Mithril is
an island of stability and security amid a sea of
disorder and violence, a shining inspiration to those
who yet fight titanspawn evil and an ever-vigilant
beacon standing guard against the titans return.
Under the leadership of Corean's paladins and clerics,
Mithril has transformed itself from a wilderness
outpost into a crowded and thriving metropolis and
bastion against the monstrous evils presented by
neighboring Lede, Kelder and the Blood Sea.

As the Scarred Lands crawl back toward the
light and away from the horrors of the Titanswar,
Mithril finds itself at a crossroads. Its resources
stretched to their limits, the city is now a place of
sometimes-tragic contrast — between the haves of
Temple City and the have-nots of Harbor City,
between paladin and commoner, law and chaos, light
and shadow.

The Golem — warrior, savior and sigil —
towers over Mithril's growing civil unrest, and many
citizens wonder whether its presence is a blessing or
a curse. Is its inactivity proof that the gods have
abandoned the city? Is the Golem itself is a god,
reguiring only sufficient faith and devotion to once
more return ponderously to life and deliver its people
from the scourge of darkness? Corean's priests and
paladins continue to tend to the mighty automaton,
confident that, should it ever be needed, their god
will once more reach out his hand and imbue the
Golem with divine power.

Only time will tell who is right. For now, the
Golem silently watches Mithril. Whether it is a
symbol of past hopes long dead or the promise of a
future full of victory and prosperity, none can say.




Chapter One:

The
Divided Ci

Mithril, as a city, sports two very different faces. Above, clustered
around the sheltering bulk of the Golem itself, are the complexes and
neighborhoods collectively known as Temple City, where pure white
buildings gleam in the sun and Corean's faithful.solemnly devote
themselves to their god. Below, where the crimson tides of the Blood
Sea rise and fall, is the untidy sprawl of buildings known as Harbor
City. Each aspect of the city hasits own character and ideology, and as
the years have passed, the two have grown further and further apart.

Temple City

Mithral's oldest quarter was literaly built around the Mithril
Golem, and Corean's Temple was constructed near it. The hope that the
Golem might one day reactivate and the presence of Corean's clerics
and mithril knights provided the city's founders a sense of safety in an
otherwise dangerous region.

Against al odds, Temple City grew prodigiously, eventually
expanding to include the harbor, which handled the stream of trade that
had become one of the city's main sources of wealth. However, Temple
City's character contrasted greatly with the seedier elements of the
harbor. The Corean priesthood worked hard to maintain Temple City,
sometimes at the expense of the harbor population's standard of living.

Today, the city retains its status as a place of sacred wonder: from
the Coreanic Temple's aesthetic confines and shining white marble
walls to Mithril University's sleek and modern lines and the Golem's
towering majesty. Residents dwell in splendid estates and multistory
houses and pay homage to Corean and the other gods through elaborate
and ancient rituals, overseen by priests and paladins.




The high priest and his champions adso dwell here,
overseeing the city's defense and maintenance. Some in
the town's common sections, beneath the Golem's
watchful gaze, claim that High Priest Emili Derigesh
and Knight Champion Barconius have lived in splendor
too long and that their lofty perch blinds them to what
trangpires at their very feet. For their part, Derigesh and
Barconius trust in their unshakeable dedication to
Corean and remain certain that the glory and splendor
of Temple City will one day be duplicated below.

Harbor City

Mithril's bustling port district mirrors both Mithril's
promise and its failure to deliver on that promise — an
uncomfortable mix of success and failure. Watchful
officias oversee commerce and the comings-and-goings
of thousands of people each day, while wealthy
merchants discretely scheme to grow richer, ignoring
Corean's decrees that the rich defend the poor and the
strong protect the weak. The Behjurian Vigil guards
and protects the city, while agents of Calastia, the
League of Hydros and the mysterious Penumbral
Pentagon plot Mithril's downfal. The mansions of the
wedthy overshadow the shacks of the poor, and Corean's
faithful gaze out across a sea discolored by the blood of
their god's hated foe.

Temple City predates Harbor City by severd years. A
few small seaside settlements sprang up, providing
aupplies and lodgings for salors bringing cargo to Mithril.
Within a few years, the harbor towns merged into a
dngle settlement, which was quickly annexed by Temple
City. As the years dtretched into decades, Harbor City
spread and encompassed the peninsulas entire northern
coadt.

Today, Harbor City is a lawless sprawl. Wegathered
wood-and-stone buildings crowd the waterfront, and
vessds from across the Blood Sea line its piers. Narrow
Sreets crisscross the residentid areas, some of which are
paved and some not. Most commoners homes, built of
wood, have multiple stories as a concession to the city's
severdy limited space. Building standards vary wildly;
some homes are solid and well constructed, while others
teeter on the verge of collapsing.

Harbor City's western haf, unimaginatively called
"Wedtsde' or "Leedde” conditutes the wedthier, less-
dangerous neighborhoods. Westside features wedlthy
merchant's mangons, the middle class nest, well-tended
homes; and warehouses, dockside inns and taverns, and
facilities for caravans that travel overland to Mullis
Town. All in al, the authorities find Leeside relatively
pleasant, though they sometimes express concern over
the proliferation of drinking establishments and brothels
that enliven this portion of the city.

Variously known as "Eastside,” "Stormside” and
"Pirate Town," the eastern docks definitely comprise
Mithril's low-rent district. Exposed to foul weather and
teeming with the poor and unfortunate, thisregion is
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infrequently patrolled; some paladins secretly hope that
if they ignore the place long enough, it will quietly
disappear.

Despite its dangers, there are advantages to living
Stormside: docking fees are low, monitors and customs
ingpectors are notorioudly lax (or in some cases entirely
absent) and law enforcement is usualy left to low-end,
easily bribed mercenaries. Like the rest of Mithril,
though the best intentions fueled the eastern docks
inception, the area degenerated into poverty and
violence, where outlaws can vanish, smugglers ply their
trade and criminals operate with little or no fear of

capture.

Gover nment

Corean's high priest functions as the near-absolute
leader of Mithril's theocracy. While there are checks in
place that limit the high priest's power, in general his
position as the Avenger's supreme representative means
that people quickly and respectfully obey his decrees.
The current high priest, Emili Derigesh, has devoted
most of his life to serving both Corean and Mithril, and
athough he is increasingly vulnerable, he remains a
potent and vital leader.

Six clerics and three paladins serve on the Shining
Council, which sits just below the high priest in the
Temple's power structure. The council handles those
important matters that the high priest doesn't have
time to attend to and stands ready to chalenge the high
priest's authority in the event of corruption, affliction
with a curse that changes his behavior, or conduct
unbecoming Corean's high priest. In practice, the high
priest can override any councilor's decision for good
reason; similarly, a six to three council majority can
override the high priest's decisions.

Economy

Trade fuels Mithril's economy. Though produce
and livestock arrive at the city from nearby regions such
as Denev's Triangle and via the Cordrada Corridor from
Mullis Town, the vast mgjority of the city's needs are
ddivered by ship. Vessdls from al over Ghelspad and
beyond make port a Mithril, offloading a wide range of
goodsfor trade within the city and in Mullis Town.

The city derives considerable income from ship
traffic, levying dock charges of one gold piece per foot
on al incoming vessels. Ships arrive at and leave the
port guided by a member of Mithril's pilot guild, and
customs inspectors board vessels on arrival. Traders
must supply detailed manifests to inspectors, who levy a
further tax, ranging from 1% to 10% of a cargo's
assesad value

The Blood Sea

The Blood Sedls crimson waters lap againgt Harbor
City's waterfront warehouses and piers. Though diluted
by seawater, Kadum's blood carries scknesswith it, and
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dthough fishermen harvest vast quantities of fish from
the sea, they occasionaly net or redl in a monstrous
mutation. There are also cautionary tales featuring
fisherfolk who sailed too far from the city or who stayed
out too long and returned changed, exhibiting the evil
qudlities of the titan Kadum — his strength, anger and
violent behavior. In the dark corners of waterfront inns
and taverns, other whispered gtories tell of frightening
creatures that resemble no other living things and that
emerge from the sea to wreck havoc before escaping or
being dain by paadins, who discourage dl tak of such
mongers

When prepared through complex achemical
processes, Kadum's blood can be transformed into a
powerful potion that dlows its imbiber to inflict terrible
wounds on his opponent. In its pure form, however, the
blood is deadly, and even the highly diluted blood that
flows pagt Mithril can cause dissgters Mithril's Monitors
sk out the taint of Kadum's blood and destroy any fish
or sea produce that contains it. Nevertheless,
contaminated products slip through, especially in
poverty-gricken Eagtsde, where Monitors often accept
bribesor amugglersdip their cargoes pest the authorities

Those persons consuming contaminated fish run a
terrible risk. Blood fever, a fearsome disease (see the
Sdebar), has occasondly broken out in Mithril, leeding to
widespread suffering and desth and to the occasiond
violent rampage of a disease victim driven mad. Even
more horrifying are the effects of eating seriously
contaminated food or consuming Kadum's blood in an
undtered form. Fird, the blood acts as an ingested, DC
18 poison, with initid damege of 2d6 Con and secondary
damage of 1d6 Con — enough to kill the hardiest
victim. Those who survive the initid symptoms must
then make a Fortitude saving throw (DC 16) or be
transformed into a Blood Sea mutant (see Creature
Collection II) . Blood Sea mutationsthudy incurred can be
auredwitharemovedissass, heal or removecursepd|.

Weather

Summer, relatively balmy and pleasant in this part of
Ghelspad, rapidly turns unpleasant in the fall and
winter. High winds and ferocious storms batter the city
during these months, but the most fearsome phenomena
are the springtime bloodwinds, when heavy ocean
currents and widdly varying temperatures propel gigantic
waves of blood-red water against Stormside docks.
Bloodwinds get their name from the fact that the seas
contain a higher than the norma concentration of
Kadum's blood, leading to the spawning of various
monsters and greater activity by titanspawn such as the
pisceans. Due to the higher concentration of Kadum's
blood, people voluntarily suspend their fishing activities
until the bloodwinds have passed.

The deadliest Blood Sea phenomenon occurred in
112 AV; a gorm, caled the "Blood Monsoon," ravaged
eastern Ghelspad. Savage winds wrecked docks and
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Blood Fever

Anyone consuming food contaminated by
Kadum's blood must make a Fortitude saving
throw a& DC 20 or suffer the effects of the
allment known as blood fever. Blood fever's
incubation period is 6d4 hours. When the
incubation is complete, the victim takes 1d3
points of temporary Congtitution damage and
begins to tremble or convulse, literally swesting
blood. The victim aso hallucinates disturbing
visions of violence and desth — images from
Kadum's memories and the horrors of the
Titanswar. The victim must make a Will saving
throw at DC 18 or experience a change in
alignment to chaotic evil for the disease's
duration. Once per day thereafter, the victim
must make a successful Fortitude saving throw
to avoid repeated damage. Three successful
saving throws in a row indicate that the victim
has fought off the disease and recovered, taking
no more damage and returning to his original
dignment.

Once the victim has changed aignment, an
additional Will saving throw at DC 16 must be
made each day. If theroll fails, the victim, seized
by ahomicidd rage, will savagely attack anyone
around him. This maddened state persists for the
duration of the illness, and enraged victims are
often restrained to prevent further injury to
themselves or to others. Once the victim has
recovered, the rage disappears and his
dignment revertsto normal.

Anyone who comes into physical contact with a
victim of blood fever risks catching the disease
as well, though the Fortitude saving throw
against contracting blood fever in this manner
isDC 12.

port facilities, smashed ships and flooded the streets of
Harbor City. Numerous titangpawn races emerged from
the sea and attacked the weakened city. Mithril
eventualy survived the orded, because the orcs of Lede
and the Kelder Steppes nomads could not exploit the
disaster to their advantage, being as hard-pressed by the
storm as Mithril's leaders.

Further inland from Mithril, climatic conditions
have deteriorated. In the southern half of the Plains of
Lede, a manmade feature cdled the Wind Spires keeps
the foul weather at bay. But in the north and central
plains, the ferocious westher patterns of old have begun to
return. Ancient records indicate that frequent
windstorms, freek downpours and flash flooding buffeted
the wild plains. "May you drown in the plains' was a
well-known curse and is till heard on occasion in the
less savory corners of Mithril.
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L aw Enforcement

The Order of Mithril originaly policed the city,
but now the city guard has assumed those respongibilities
Yet, as Mithril's population, particularly that of
Stormside, swells to unmanageable levels, even this
force is proving inadequate. Today, the Order of Mithril
relies more and more on outside aid — mercenaries,
fredlancers, short-term contractors and the like — to
enforce its laws. As the city grows larger and more
chaotic, however, that aid becomeslessrdiable.

In Temple City, the Order of Mithril originally
created the city guard as its auxiliary force. The Order
discovered, over time, that it did not have the manpower
to deal with civil law enforcement, so it began hiring
mercenaries to help do the job. Soon, the city guard
evolved, becoming an entirely independent entity.
Today, many less-qudified gpplicants, who fail in their
bids to become paadins or to join the Behjurian Vigil,
ingtead apply for training and work with the city guard.

Temple City's guard, a highly professiona and
independent organization, rarely employs mercenaries,
asit suffersno shortage of high-caliber gpplicants.

In Harbor City, the guard has considerably less
influence. The Leeside guard is relatively competent,
but sometimes works with outside contractors and
mercenaries to enforce the law and arrest lawbreakers.
As one travels east, however, the quality of law
enforcement and patrols declines markedly. The best-

known mercenary groups are listed below, under "De-
fense"

Stormside guards are usudly underpaid, minimaly
skilled and open to bribes to look the other way or
ignore blatantly crimind acts. Some guards supplement
thelr meager incomes through smuggling or maintaining
private protection rackets. Eastside mercenary groups
come and go; those few that persist hang onto their
identity and personnel in hopes of someday gaining
better, more influential assignments.

In Shacktown, there is little if any "officia"
authority — just thugs subcontracted by low-end
mercenaries and charged with kesping the dums disorder
from spilling out into Mithril proper. These containment
duties are accomplished simply and expediently by
cracking in the heads of suspicious-looking folks,
demolishing homes, back-aley brawling and extorting
coppers from the poor. The city guard sometimes makes
sweeps through Shacktown, hoping to catch lawbreskers
in the act or criminals on the lam, but these operations
occur lessfrequently lately.

Defense

Mithril, situated far from any other civilized land
— isolated and surrounded by hostile forces — requires
well-trained defenders available on a moment's notice.
The orcs of Lede, the Kelder Steppes nomads, the
corsairs of the Blood Sea, the penumbral lords and
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otherslust after the riches of Mithril, seeking to drive those
they condder foreign invaders into the sea. Though the city
remains strong, its overtaxed and once-impregnable
defenses have begun to weaken, which Mithril's enemies
will unhesitatingly exploit.

The Paladins

Mithril's staunchest and most unwavering
defenders, the paladins number around 900 strong.
Though their primary function is martial, paladins often
command dity guard units, lead patrols and svegpswithin the
city, guard caravans and venture beyond Mithril in
small groups or with Corean clerics and Behjurian
vigilants to reconnoiter and, if necessary, combat Mithril's
foes Traveing paadins might embark on rdligious quests,
assg Mithril's dlies in battle and, more rardy, sarve as
Mithril'sdiplomeats. In large-scae battles, such asthe defense
of Mithril itsdf should the city come under Sege the
peladins lead the larger units such as the ditizens miilitia, the
Crimson Legion and the other local mercenary units.

The Order of Mithril

Of the city's 900 paladins, roughly 100 belong to the
eite Order of Mithril. Under the direct command of
Barconius, the Order serves asthe highly disciplined core of
the city's armed forces. The Order's officia duties
include bodyguarding the high pries, manning the
Beacon Towers, leading patrols and military
expeditions and escorting visiting dignitaries. The
mithril knights are considered "the chosen of the
chosen," and their devotion to Corean is unquestioned.
The Behjurian Vigil

The Behjurian Vigil is the oldest and most
pregtigious of dl the Veshian Vigils Though ultimately loyal
to the nation of Vesh, the Behjurian Vigil was assigned to
Mithril to bolster the dity's defenses early inthe city's history;
it has become as much a part of the city asthe pdadinsand
mithril knights Vigilants petrad the Plains of Lede and
reinforce the Order's patrols when necessary — a useful
dly during the incessant conflicts with the titanspawn
that surround Mithril. About 200 vigilants servein Mithril:
an dite defendve force dedicated to the safety of the
city and its inhabitants.

Behjurian commanders Lemses Behjur and lliata
Blacktreeforesse troubles ahead that may Srainthedty to the
breaking point. Dar'Tan's penumbral fortress remains
intact, and parties unknown recently assassinated the
Hedradan high priest. Behjur and Blackiree are turning
thelr atention inward, trying to anticipate and counter
subversive threats within the city, as well as continuing
their norma patrols and scouting out titanspawn threats
in the wilds around Mithril.
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Mercenaries

Even the mighty Behjurian Vigil and Corean's
paladins have their limits. The elite nature of these
forces means having insufficient numbers of men to
perform dl of Mithril's defense and civic enforcement
work. Mithril thus employs other warriors to help
defend Mithril from its enemies growing might.
Mercenariesin Mithril servetwo main functions: they assist
the city guard (and in some places replace it entirdly),
and they man the walls as professond soldiers, bolgtering the
green and unreliable units of the citizen amy.

The Legion of Crimson

Chief among the mercenary groups in Mithril, the
Legion of Crimson (mercenaries from Darakeene)
maintains a company of around 750 legionnaires in
Mithril. Of average-to-good ill-at-arms and usudly
professonal in conduct, Crimson Legionnaires serve
primarily on the walls or in citadels, though they
sometimesassst in maintaining public order.

The Company of the Peacock

A band of Madrid worshipers, the Peacocks — one of
the better units in the city — divides its time between
performing law-enforcement duties and aiding the Vigil and
the Legion in a purdy military capecity. Veshian knight
Lady Kamali Ocheas (human female ftr9, NG) commands
Peacock Company, and women condtitute about 60% of
membership. Basad & Titadayer Citadd, it patrals the
Leesde

TheCrows

Named for their black tunics with the slhouette of a
flying crow on the shoulders picked out in silver
thread, the Crows provide security in the region
encompassing the catacomb entrances and the old
Penumbra Pentagon ruins. Led by the grim, one-eyed
mercenary cgptain Galius Jokar (hum male ftr8/rog6, CG),
the Crows, mostly fighters, count among their number
some rogues and rangers, three wizards and a number of
cleics of Hedrada and Tanil, who provide healing
services and defenses against undead that threaten the
unit.

TheWardogs

As tough and ruthless as their namesake, the
Wardogs — fighters and rogues — serve the eastern
docks on Stormside. Rather than patralling in force, the
Wardogs, led by commander Davius the Madtiff (hummale
ftr13, CN), usualy operate in groups of two or threg
lurking in the shadows and searching for brawlers criminds
and miscreants. The Wardogs generdly save the paladins
the trouble and expense of trials by punishing
lawbreskers on the gpot before shaking them down for any
cash on hand. Though violent and grim, the Wardogs,
mostly of chaotic good or neutral dignment, administer
judticefairly.



Chay's Company

The golden-haired Chay Caronus (see Chapter 7)
leads this respected unit. Originally a displaced
noblewoman, Chay proved herself a competent
mercenary commeander and crested a unit to help patral
Mithril and serve in its defense in times of crigs Chay's
Company, mostly fighters, includes a few southern
barbarians as extra muscle. The unit serves mogtly in
northeastern Mithril, keeping order in the waterfront
and residential sections of the city.

The Grey Guard

A disreputable group of ex-pirates, thugs and re-
formed criminals, the Grey Guard lacks a formal
commander and is managed by consensus. Not that the
group needs much organization. Its members are
generdly pad individudly, usudly by members of other
mercenary groups who don't want to patrol Shacktown
or the other rundown sections of Mithril. The guard is
nothing more than a small crimina caba that derives
money extorting the poor and shaking down those
whom they accuse of crimes. Some paadins have cdled
for the Grey Guard's disbandment and the imprisonment
of some members, but no action hasthusfar been taken.
Militia

Every able-bodied citizen of Mithril — young or
old, mae or femae, shopkeeper or sailor — is expected to
take up arms and defend the city if attacked. By
mandate, citizens spend one day per month in training,
while a stern member of the Order of Mithril puts them
through their paces in the training grounds of Temple
City. No one believes this minimal training will create
seasoned warriors, the paladins Smply want the citizenry to
know which end of the spear to stick into an enemy. As
each of its residents is familiar with at least basic
combat techniques, Mithril's walls are that much harder
to storm. If reinforced by more experienced forces,
Mithril's militia can probably hold its own long enough
for the paladins to marshal their regular forces and
muster aredl defense.

TheHoly Fleet and Foesfrom the Sea

At sea, Mithril's small navy shares patrol duties
with mercenary vessels, manned by seamen who have
themsalves sailed as corsairs in other parts of the Blood
Sea. Authorities tend to turn a blind eye to a mercenary
ship's past, s0 long as it committed no atrocities against
Mithril or its citizens. Mithril's officid navy condsts of
24 fadt, well-armed ships, of which the schooner Vigilant
(see Chapter 3, location 22) is typica. Mercenary ships
range from small doops to massive galeons, with crews
given a portion of the taxes from the ships they escort.
Because mercenary ships may keep half of all booty
taken from known pirate ships, privateering has become a
popular pursuit.

Creatures spawned by concentrations of Kadum's
blood often force the Mithril navy to sail on monster
hunts, the best-known being the epic hunt for the
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infamous "Demon Whale," a dire beast whose skeleton
currently accents the Blood Sea Museum (see Chapter 3,
location 26). Recently, the Vigilant and its crew
struggled againgt a deadly, blood-maddened dire shark,
and popular tales of the vessdl's perils and its sailors
bravery have spread throughout the city's inns and
taverns. The Coreanic Troupe (see Chapter 3, location
36) is, in fact, working on an epic play about the
incident, with elaborate undersea sets and a full-sized
mock-up of the Vigilant's sharp-toothed foe. As aways,
the troupe has gone deeply into debt to pay for the show.
Intelligent foes lurk in the waters of the Blood Sea, the
most dangerous and persistent of which are the
pisceans. Substantid numbers of this fishlike titangpawn
live in the seas near Mithril. Mgor battles raged both at
sea and at the gates of Mithril itself during the terrible
Blood Monsoon of 112 AV, when the pisceans launched a
concentrated assault on the city and its shipping lanes.
Though harried, Mithril survived and drove the fish-
folk back. Now, when severe bloodstorms lash the city,
emboldened pisceans sometimes reemerge to raid or
harass ships a sea and infrequently even wade ashore to
wreck havoc along Mithril's waterfront. Stormside's
denizens feel particularly vulnerable to such attacks;
their whispered stories describe piscean bands that
enter the city and drag innocents away to suffer horrible
fates in the depths. While the city's official policy
prohibits merchant vessels traveling into and out of
Mithril's harbors from paying the extortion tolls that
pisceans command from ship traffic around Ghelspad's
coadd waeters, many merchants prefer to pay the pisceans
off rather than risk losing their vessels to attack.

City of Faith

Mithril is, perhaps more than any other city in
Ghelspad, a city of the gods. More accurately: the city
of a god — Corean the Champion, shining master of dl
that islawful and good. The people believe the Golem is
itsdf a literd extenson of Corean's power and glory.
Some even bdieve it to be an avatar of the Champion
himsdf, a somewhat heretical belief that led to the Cult
of the Golem's creation.

While the people properly honor the other gods,
no one questions that Mithril is Corean's city. Corean's
paadins defend Mithril, and his clerics see to the
citizenry's spiritual well-being. The god's stern justice
and unbending lawfulness form the core of paladin and
cleric training. His name is invoked at nearly every
ceremony and event, mgjor or minor — from the
solemn formdlities of Divinity's Day to Corday supper
sarvices. All citizens are expected to at least acknowledge
the Champion's supremacy and the critical role he
played in the titans defeat.

Schism
Despite the intentions of Temple life and training,
not all of Corean's representatives believe that Mithril's
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leedership acts gppropriately. The priest Lindoros criticizes
both Derigesh and Barconius for what he perceaives is ther
overly conservative policies and strategies in meking war
upon titangpawn. Spedificdly, he fears that Coreen wiill
withdraw his favor if the Mithril priests and knights do not
step forward and teke the war to the titanspawn.
Currently, Lindoros open oppostion has not moved
beyond smple debate; he waits for Derigesh to step down
or to make an error that will force the Shining Council to
seek hisresignation.

Lindoros message has cgptured the hearts of many
younger paladins and clerics who are champing at the bit
to crusade against the titanspawn, thus opening trade
routes to more neighboring city-states and kingdoms
and ensuring safer travel between Vesh and Mithril.

Older and wiser heads gently downplay Lindoros
assartions, suggesting thet he does not fully grasp the
larger picture. Their counterarguments bluntly state thet,
were it possible to cleanse the Plains of Lede and the
Keder Steppes of titangoawn, Barconius would leed the
charge immediately. Patience, they counsd, will bring
victory. Forge a sword too quickly, they warn, and it will
shatter. Moreso anation.

Other Faiths

In the Scarred Lands, one does not shirk making
offeringsto all the mgjor gods for fear of offending them and
suffering their retribution. This obligation is no different
in Mithril than anywhere dse, dthough some deities fare
better than do others.

Madriel

Madrid is perhaps the closest in power of dl the
gods to Corean, and her temple is Mithril's second
largest. Her clerics are accepted as near-equals to
Coreanists, while her heders are arguably the city's
best. The temple maintains a hospitd where the heders
Sudy diseeses and injuries and develop further hedling
meagicsto aid those people wounded in bettle,

The highest-ranking priestess, Alia Vensr (see
Chapter 7), presides over the springtime fertility and
autumna harvest fedivds. Madrid's priests dso work
tirdesdy to expand the acreage of Mithril's arable land to
feed an ever-growing population and to protect the crops
from the encroaching titanspawn.

Tanil

Because Vesh and Mithril are dlied, the city honors
Tanil as wdl. Tanil's priests work with the Behjurian
Vigil and are nominally under Lemses Behjur's
command. Tanil's hierarchy is not nearly as codified as
Corean's, and relationships among the ranks are a bit
moreinformal.

Tanil's high priegt, Tandis (see Chapter 7), works
with Behjur and the Vigil at every opportunity and
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frequently acts as an impromptu ambassador for Vesh
when Behjur is patrolling the surrounding wilderness.

Hedrada

Hedradas representatives in Mithril operate in
pardld to their Tanil counterparts, namely, they bolgter the
dty's defense agang those who would teer it down.
Additiondly, Hedrad gains eyes and ears on the fromtier, a
vantage from which it can more easly monitor the
movements of titangpawn and other forces that oppose
civilization and the godly races.

Denev

Denev's druids inhabit the wilderness environs
surrounding Mithril. They do maintain civil relations with
the city, most often through the Behjurian Vigil, but only
venture into the city in times of criss. The dty's only
temple dedicated to the titaness can be found on God Street
in Harbor City; the druidess Nyealla (see Chapter 7) oversees
the temple and acts as an advocate for and representetive of
her people.

Enkili
The Enkili priesthood is seemingly disorganized and
scattered. They aren't necessarily out of

communication with each other. Nor do they lack asense
of hierarchy. They amply operate within a wide range of
persond lditude. Accepted within Mithril as Enkili's
worshipers are generadly accepted — as a necessary
"evil" — they do provide entertainment, intelligence
and support to the city ... except when they find the
city'slawful nature chafing their free sirits

The Tolerated

No temples to Chardun, Belsameth and Vangal exist
within Mithril, at least openly. However, Corean acolytes
meticuloudy and conscientiousy maintain three shrines,
one dedicated to each of these three gods. Paladins keep a
close watch on the shrines to ensure they are not tampered
with or disturbed — or used with digbolicd intent.

It's an open secret within the city that, if the
Coreanists could remove the shrines without incurring the
dark gods wrath, they would do S0 in a heartbegt. The
consequences are potentialy dire: the city might be cursed
with pedilence, violenog, nightmeres medness and worse.
The choice — alowing token shrines and the occasiond
offering or ignoring and offending the dark gods — is a
dmpleone The shrinesremain open and intact.

Open worship, however, is a different matter; the
Corean priests ban it completely. The Behjurian Vigil and
the Order of Mithril remain dert for any signs of cult
activity devoted to the evil gods. The Vigil and Order
will root out cultists and expd them from the city or punish
them for any crimes they've committed during the course of
their worship.
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The Cult of the Golem

Derigesh's and Barconius patient faith and reassurance do little to satisfy their most fanatica critics and the upstart
Lindoros supporters. Lindoros agenda runs far deeper than what he advances at Corean's Temple. Through his
ascendancy in the Cult of the Golem, he hopesto force Derigesh to resign soon by demongtrating that he is ssmply too old to
handle his responsibilities as Corean's high priest.

The Cult believes that the older generation of paladins, knights and priests have grown soft and aready failed Corean.
The proof, they claim, is the fact that the Mithril Golem does not awaken to drike at the titangpawn. They argue that, if
Corean truly wished to preserve Mithril as it now exists, he would animate the Golem and bid it destroy the titans
servants.

The Cult began innocently enough: some worshipers believed the Golem to be not a simple tool created by the
gods, but an actual physical avatar of Corean — amaterial vessdl for the god'simmorta power. Then, some people claimed
it embodied all the gods. Today, zealots now commit the ultimate heresy, believing the Golem to be a god itself. Laborer-
turned-priest Mirt Thassd (see Chapter 7) now leads a subgtantia faction of these true believers in Shacktown. Lindoros
sees Thassel as little more than a pawn, but his self-assurance may be misplaced, as Thassel consistently proves himself a
dynamic leader.

In recent years, titanspawn raids
have grown more frequent and struck
more closely to Mithril than ever before.
Cultists argue that the titanspawn are
testing the Golem; will it move to defend
the city ? Suspecting it will not, titanspawn
boldly drike ever doser. Very soon, cultigts
cam, the ditheren, orcs and spider-eye
goblins will bresk down the gates and
massacre Mithril's people within the city's
very walls.

The cult has been growing in size and
importance lately, as the city's difficulties
deepen. The Coreanic priests assurances
that Corean will intervene seem less and
less reassuring. Some outsiders, particularly
the Penumbral Pentagon and its evil leader,
Dar'Tan, toy with the notion of
manipulating the cult to their own ends,
causing chaos and disorder in the city,
thus diverting the paladins attentions.

Barconius and the padadins, darmed
by the Cuits growing populaity, have begun
to crack down on the Stormside cult.
Mercenaries, often led by Behjurian Vigil
officers, have raided sarvices and arrested
those whom they daim to be leeders of the
Cult, charging them with blasphemy and
conspiracy and sentencing them to long
prison terms. Yet the Cult grows, fuded
by the despair and disenfranchisement of
those forced to live in Eastside poverty.
Lindoros involvement with the cult
remans a closay guarded secret, and he
remains above suspicion.
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Chapter Two:

History

In many ways, Scarn is a new world, reborn from the chaos of the
divine war fought a mere 150 years ago. Mithril stands as a symbol of
this new divine era, highlighting its conflicts and dangers. Mithril's
complex and violent history entwines both tragedy and triumph, and
anyone hoping to understand the forces at work across Scarn today
need look no further than the tumultuous story ofMithril.

Before the Beginning

The region now under Mtthril's influence once played home to a
mysterious civilization whose very name has since been lost. Known
today only as the "Ancients," Mithril's former inhabitants mastered a
fantastic civilization of high magic and erudite craftsmanship — its
reputation and influence spanning the Plains of Lede and the Kelder
Steppes, reaching almost to the borders of modern-day Vesh.

Scholarly research suggests that the Ancients created magnificent
cities, some suspended in the air above vast artificia |akes stocked with
otherworldly creatures, summoned and tamed by the Ancients to serve
as ades and cornpanions. Vast colonnades of enchanted stone
functioned as highways that crisscrossed the sky, and massive vessels
of preternatural construction sailed the air much as merchant vessels
sail the oceans today. How such potent peoples met their end remained
a mystery for many decades, with only a few tantalizing clues
uncovered by adventurous scholars.

Record fragments suggest that, at the height of their civilization,
the Ancients perfected tattoo magic as a powerful
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f /g G e runic art. Not only could they scribe emblems on
' : 5 ' themsalves, but they could do the same to inanimate
Wioil NS = objects aswell, cresting tapestries of arcane patterns that
AT contained power beyond the capabilities of any single
R symbol. This process alowed the Ancients to create the
o Sy flying ships and floating colonnades of which some
Srua A iy ancient histories speak.
s = 2 T Eventually every building and inhabitant became
- VS linked by the tattoos, transformed by magic into a
single, joined, living entity. But their greatest
achievement created a surprising vulnerability.

Indgdioudy, a "dark thing" infiltrated their design,
thus spreading throughout the Ancient's civilization.
Using networks of runes, it spreed to every aspect of the
Ancients world, corrupting everything it contacted.

The end came quickly. The identity of the
Ancients killer remains a mystery, fearfully hinted at in
the surviving record fragments Whatever it was fed
ravenously upon the Ancients life force and
vampirically drained their magical energies. The
Andients saved off ther extinction for nearly a century, but
in the end were overcome.

All that remains of that mysterious race are the
great pillars that dot the countryside. Loca folklore
maintains that the Ancients underground cities remain
preserved benesth the Plains of Lede. Perhaps with new
acheologica expertise devoted to this endeavor, the
world may once again know the true name of
Mithril's predecessors.

The Foundation

After the Ancients passing, the region remained
wild and untamed for many generations. In the
aftermath of the Titanswar, the region teemed with the
divine races armies. Encountering the motionless Golem,
many people saw it as a sign from the gods. Rallying
around their deities great, motionless instrument, the
divine armies debated their future. Under the leadership
of the paadin Illura of Hornsaw and her Sster Tanar, the
divine armies set themselves the difficult task of creating
anew home,

With few supplies remaining, Illura commanded her
troopsto lay foundations for a permanent settlement around
the Golem. Meanwhile, Tanar — once a farmer, but by
that time a cleric of Corean — converted excess weapons
into agricultural tools. The threat posed by the
surviving titan races kept the humans on high aert, but
life's basic needs took precedence.

The fledgling settlement faced many obstacles in
those days, but in the end the humans and their dlies
persevered. On the last day of Corer, 1 AV, they
completed the first permanent wall around the base of
Golem. Mithril was born. That event has been
memoriaized as Founding Day and since then has
been one of the most important holidays celebrated in
Mithril.
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Subsequent years saw many new chdlenges Plagues
and diseases soread by countless corpses left over from
the war forced the cregtion of an underground labyrinth
of catacombs. The first of the great penumbral lords,
Zaxan Vul, led an army of demons againgt the new city
and suffered defeat through the brave actions of Illura
and her fellow paladins. The warrior-priest Aregian
defeated a champion of the proud in single combat,
averting yet another invasion. A conspiracy by the
coadta hags to corrupt the priesthood was uncovered and
destroyed.

As the city grew, the need for quality building
material grew as well. Temples and training grounds
dedicated to Corean required something grander than
dull-gray limestone and soft wood. The founders
discovered their solution on Thalien, one of the nearby
Toe Idands. Traveling deep inland, Mithril expeditions
uncovered vast quantities of pure-white marble. With
this in hand, the founders dream of Mithril took shape,
and the first Coreanic shrine was completed in 16 AV.
Mithril began attracting a civilian population.

Within another decade, the city became so crowded
that settlements began to spring up across the Plains of
Lede. The plains ferocious weather prevented further
expansion, o the rulers of Mithril, aong with those from
surrounding settlements, pooled their magical and
engineering resources and tamed nature's fury.

Over the course of five years, between 36 AV to 41
AV, craftsmen from the Bridged City, Vesh and Burok
Torn labored beside Mithril's greatest derics and erected a
series of magica ward towers across the plains.
Collectively known as Wind Spires, these simple,
cylindrical forts used a combination of elemental and
divine magic to calm the otherwise intractable westher.
The project was a great success, and the plains were
transformed from barren wastes to an arable stronghold
in mereweeks.

To this day, the spires work their magic and protect
many of the plains inhabitants. In the shattered Northern
Protectorate, the spires have fallen; the fearful storms
have returned there and at the hag-held North Shore,
which had never been transformed. Elsawhere, the spires
hold the storms at bay. Those who journey far from
settled lands once again assume grave risks.

As decades passed, Mithril grew and prospered.
Spires and domes reached into the sky, house-lined
streets spread across the land and, below, newly dug
buria chambers gave sanctuary to the departed. Below
the heights where the Golem rested, small fishing and
shipping settlements sprang up, eventualy merging into
what is known today as Harbor City. In al directions the
city grew. And grew. .. .And grew.

The Birth of the Pirates

In 32 AV, as Temple City neared completion and the
ramshackle settlements of Harbor City continued to
spread, quarrying on Thalien also reached its peak.

Mining settlements sprang up across the idands, and
Urveyors st out to locate new sources of food and water.
During one such survey, laborers discovered rich depodts
of gems and gold on the Toe Idands of Cyri and Roh
Ahnon.

The subsequent flood of miners and immigrants
rapidly overwhelmed the idands small settlements.
Unable to oversee the territories, Mithril stood by as
greedy crime lords and corrupt merchants extracted
backbreaking taxes from the idands populace. By the
time the gemsand gold ran out in 36 AV, the Toeswere a
place of starvation and poverty. Worst among the
offenders the infamous trade house Asuras, which owned
many of theidands largest and richest quarries.

The idanders who survived these years became
tough and sdlf-reliant. In 37 AV, angry a Mithril's
neglect, disgruntled idanders seized the main quarry at
Thalien and took its Asuras administrators hostage.
Ignoring calls for restraint from Mithril's priests and
paladins, House Asuras hired a mercenary fleet to
forcefully removetheidanders.

Though officidly exiled from Mithril for its defiance,
Asuras pressed on. The idanders responded in kind,
gathering their few vessds into a smdl fleet. Harried,
overconfident and disorganized, the Asuras fleet
withdrew, but not before burning several coastal
stlements to the ground and killing or endaving their
inhabitants.

The enraged idanders retdiated; they daughtered
their hostages, flooding the quarry with blood. In a
heartbeet, the sky grew dark and the ground split open,
reveding arock that has become known as the Weeping
Maiden of Thdien. From that day onward, every vessd
of war sent by Mithril toward Thalien has gone to a
waery grave

The Quarry's Saughter, as the massacre came to be
cdled, ended dl mining on Thdien. Chaotic and divided
into riva groups, the Toe Idanders nonetheless redized
the advantages of superior seamanship and fast ships.
Thus, thefirg generation of Toe Idand pirateswasborn.

TheHag War

The peace thet the threat of the Golem's reawakening
provided grew increasingly unessy astime passed. When a
rush of immigrants settled the storm-ravaged North
Shore, its resdent hags findly struck back. In 56 AV, the
settlement of Belot was destroyed, its inhabitants dain
by summoned elemental creatures, hordes of orcs and
other minions of the hags. Within days, the entire North
Shore was aflame as coven after coven rose up againg the
humans.

For atime it seemed that Mithril and her dlies were
doomed. At the battle of the Bryndor Hills on Vangaot
16, Mithril forces were broken and faced daughter. They
escaped only as aresult of cleric Antaides actions; she
caled upon Corean, bartering her own life to ensure her
peoples escape. Antaides perished, but large numbers of
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the pursuing army turned instantly to stone, alowing
Mithril forces to flee. The event was declared a miracle,
and Antaides was declared one of Corean's true chosen.
The daughter and ritual left Bryndor Hills a wasteland
railing in al kinds of dark energies. In the months that
followed, reports of grotesque beings and evil spirits
began to spread. Even mentioning Bryndor

Hillswas considered bad luck, and the areawas declared

off limits by Corean's high clerics.

Inthe end, enraged by the daughter and devastation
wrought by the hags, the incarnates of Nordan and the
druids of Lowyn abandoned their passive stance and
struck full force againg the hags. Unprepared, Mormo's
daughters logt every encounter, and the North Shore ran
black with the tainted blood of the hags minions.

The fina chapter of the conflict was written in 58
AV with the assemblage of the divine flegt. By this time,
forcesfrom Vesh and even ships from Hetanu hed arrived to
ad Mithril. While the incarnates, druids and Mithril'sarmy
attacked over land, the paladins commanded Mithril's
fleet in a daring amphibious assault. Assailed from both
sides, the last of the hags died or fled.

In the aftermath of that war, the titan Denev was
accorded aspecid honor for her timely aid, while Mithril,
Vesh and Hetanu signed an accord of mutua protection.
The hags' defeat lurked ominoudly in the surviving
titanspawns psychefor years, securing the divine races
nearly acentury of relative peace.

17

The Rise and Decline of the
Northern Protectorate

During the period of frenzied growth that followed
the hags defeat, Mithril established many villages in the
Mains of Lede and northern etuaries of the Hornswythe
River. Drawn by rich farmlands and buoyed by an
unshakeable confidence that the titanspawn were in
decline, farmers, artisans and missionaries took to the
plains with an almost religious fervor. In 64 AV, the
Northern Protectorate was formed, with its capitd at the
citadel of Highfort. Over the following years, the region
was progressvely pacified and the proud pushed back, its
military capacity shattered.

In 65 AV, construction began on the Cordrada
Corridor, named for the paladin Cordrada, who served as
the first beacon knight and originally conceived the
secure route to Mullis Town. Completed in 87 AV, the
Corridor linked Mithril to Mullis Town and beyond,
alowing faster communication and travel to and from
Vesh. Upon the Corridor's completion, Cordrada himself
oversaw the Beacon Towers construction and took up
residence in the first of them, where he remained on
near-constant duty until his death 20 years |ater.

Heavily patrolled and garrisoned, the Corridor
reduced the threat of the orcish tribal raids, and the
region soon prospered. Seepy hamlets became bustling
frontier towns virtually overnight. Landover, Agrin,
Corradin and especialy Mullis Town became centers of
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trade and learning, with Norslan Rise bursting at the
seamswith hopeful newcomers.

By 100 AV, the Northern Protectorate had become a
wedlthy, populous region, atracting settlers from across
the continent. With the attendant increase in commerce,
Mithril's merchant houses became firmly established,
and the exiled Asuras clan reentered the city.

All seemed well, but in Belsamer of 110 AV, reports
surfaced of unusua events near the town of Misthome,
Large crestures had been sited, burrowing into farmers
fields and devouring their livestock. Over the next week,
the atacks frequency increased and ranged ever closer to
the heavily settled lands around Misthome itself. Then,
to everyone's horror, the creatures attacked the town en
mese

To this day, no one knows why these invaders,
known as vengauraks, had drayed so far from ther native
territories or why they had abandoned their normally
solitary nature. Whatever the cause, the effect was
disastrous. Within months, the vengauraks had attacked
and destroyed virtually every divine settlement in the
plains. Those spared by the vermin found themselves
assaulted by the proud, thirsty for vengeance. Only Lown
Haven and a few coastal forts survived, and even they
auffered heavily. Many heroic deeds were performed, and
hopeful hearts swelled with bravery and nobility during
those heated battles to save the north. But by the winter
of 111 AV, the Northern Protectorate was broken.

Even as Mithril reeled from this unprecedented
disagter, another terrible event descended upon the people
of the Golem. The terrible storm, which became known
as the Blood Monsoon, struck the city in the winter of 112
AV, lashing Mithril with bitter waves of concentrated
titan blood. A horde of Blood Sea mutants, pisceans and
other foul creatures threw itsdf at the city, but was driven
back, though Mithril's defenders suffered great losses.
Ravaged by the vengauraks then inundated by the Blood
Monsoon, the Northern Protectorate was no more.

Shadows Gather

Within a few years of the Protectorate's destruction,
the coagtal hags renewed their activities. Though many
cdled for anew campaign againg the foul crestures, the
priests and pdadins were disracted by a more immediate
threat.

No one knows exactly when the Penumbrd Pentagon
took up residence in Mithril's catacombs; by the time it
was discovered it was almost too late. Undetected, the
Pentagon had spent years cultivating its power, indnuating
itsdf among the city's dite while its minions skimmed
"commissions' from merchants. The penumbra lords
took command of dl crimind, smuggling and vice activity
within Mithril. The Pentagon's ranks grew rapidly — asit
turned out, too rapidly for its own good.

In 121 AV, engineers discovered tunndls not detailed
on any known map. When exploratory crews did not
return, the paladins took notice and initiated their own
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investigations. To their horror they found dank rooms
where forbidden magic had been practiced and foul
sacrifices performed. Clearly, though, the chambers hed
only recently been vacated.

A young paladin named Barconius led ateam to map
the hidden tunnels and locate their occupants.
Overconfident, the penumbrd lords ambushed Barconius
and his companions. The ensuing bettle was fierce, but
Barconius survived and returned with en army of paladins

The battle beneath Mithril's streets lasted for weeks
as the paadins fought the penumbrd lords minions. In
the end, Barconius tactical genius turned the tide in
paadins favor. During the find bettle, the shadow lords
themsalves entered the fray, felling seasoned warriors
with ease. Outnumbered, though, they were at last
overwhdmed. Barconius himsdf fought the Pentagon's
leader, cutting off the mages left am. Only Dar'Tan and
one other shadow mage escgped during the battle. Mithril
had broken the Penumbral Pentagon.

Few were willing to bdieve, however, that Dar'Ten
had been permanently vanquished. As if confirming
those suspicions, in 129 AV, a series of unusud tremors
shook the land near the Bridged City. Investigations
uncovered that a true ritua of great power hed caused the
quakes, which originated somewhere deep in the Keder
Mountains. Corean's priests discovered that some
intelligence had reshaped an entire mountain using
energies drawn from the shadow planes. The pdadins
held little doubt that the event signaled the penumbra
lords return.

Vesh and Mithril digpatched severd expeditions to
locate and destroy the new "Shadow Fortress' carved
into the heart of the Kelders, but al met with tragedy and
falure. Both netions logt many fine warriors and scholars
to the endeavor and abandoned the vendetta. A new
generation of heroes mugt rise to the chalenge and hunt
down thelast of the penumbrd lords.

Uncertain Future

Today, Mithril faces challenges as dangerous as in
the days of its foundation and as turbulent as the many
battles fought thereefter. The penumbrd lords, hags and
proud have returned; raiding orc tribes are ready for war;
and the pirates are as strong as ever. Old dlies, though
ready and willing, are far removed, across wide oceans
and vagt plains. Within her wadls, Mithril staggers under
the weight of her own people, who in some places have
forgotten the dream of a"Divine City."

All the while, the Golem sits in a silent vigil,
watching over the city that bears its name. Perhapsiit is
sad? Or angry? Then again, perhaps it is waiting for
Mithril's people to cometo life.
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Chapter Three:

The
City

An uneasy combination of the divine and the profane, of the noble and
the common, Mithril's dichotomous elements coexist uneasly. The lower
reaches of the city, where tenements, taverns and shops crowd together
adong narrow dreets, are the domain of commoners, merchants, sailors,
laborers, beggars and the like. In the higher quarters, the priests, paladins
and nobles gaze down nervoudy, unsure how to rdae to their fellow
citizens. Launching their careersfrom the fleshpots of Harbor City, adventurers
enjoying success and notoriety may elicit an invitation to Temple City,
where they might rub elbowswith the elite.

Mithril's noteworthy inhabitants are presented in one of three formats.
A gngleline of datistics details minor characters, reveding their race, gender,
classand leve, and dignment (e.g., hummale pal5, LG). More significant
characters receive a brief boxed description and a full block of dtetidtics.
Finaly, magor characters likely to exert sgnificant influence on adventurersare
fully described in Chapter 7, "Personagesin Mithril "

Common abbreviations are as follows adp/adept, ai/aistocra,
bbr/barbarian, brd/bard, bwt/blood witch, edicrypt lord, dr/cleric,
com/commoner, drd/druid, exp/expert, ftr/fighter, inc/incarnate,
mkt/mithril knight, mnk/monk, pal/paladin, pen/penumbral lord, rg/ranger,
rog/rogue, sor/sorcerer, sum/summoner, Swt/sea witch, vighvigilant,
war/warrior, wiziwizard.
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Harbor City L ocations
See city map on page 35
1. Blood Point

At the northernmog reech of the city, a forlorn pile of
talus and broken rock comprises Blood Point, which looks
out across the upper reaches of the Blood Sea and to the
headlands of Lede, often visble in the distance. Storms can
aso be observed from this place, gethering their dark fury
out e seabefore crashing into Mithril.

Recertly, some people have gooken of strange green, blue
and yelow lights far out & sea on nights when the moon
Merketh is dark. High Pries Derigesh hes dfficidly forbidden
anyone from venturing onto Blood Point on such nights
explaning that the members of the Behurian | Vigil who
occupy Titandayer Citedd are fully capable of sseing and
deding with any such phenomenon. However, no member of
the Vigil hes ye reported seding the lights so adventurous
citizens continue to sneek out to Blood Point on dark nights.

2. Leeward Wall

Whilethe Mithril Peninsulds geography itsdf offerssome
protection from sorms asurdy gonewal endosing the entire
harbor offers further defense. Raised through a combination
of magic and skilled labor, this wal — dong with its
counterpart, the Windward Wall, on the other sde of the
peninsula— is congtructed of massive blocks, up to 50 feet
on asde, cunningly fitted together without seems or mortar.
The crendlaions aop the wdl offer shdter from the
dements to pededrian and wach traffic. The people
consider the wall, like the city it protects, agift of Corean.
Teams of workers scrupuloudy maintain it, and Behjurian
Vigil units patral it, waking the lengths between the wal's
dtaddsindl but themogt indlement wegther.

3. Windward Wail

Storms that blow in off the Blood Sea regularly
pound the city'seastern, or "windward," side, but the ssawadl
defending it has remained surdy and solid since the city's
founding. Like the Leaward Wall, regular patrols monitor
the Windward Wall. However, during the fal and winter
when dormsare a ther worg, lashing winds and thundering
surf force these patrols to a minimum. The Windward
Wall, thicker than that of the leeward Sde hes severd
chambers huilt into it, accessble through trgp doors on the
upper surface. These chambers offer shdter to patrols
caught in sudden storms and serve as armories in times of
war. Its thicker condruction and crendlations meke the
Windward Wall apotent defensve perimeter, should any foe
attack the city fromthe sea,

Some months ago a growth of blood barnades (see
Creature Collection 1) on the Windward Wl dflicted a
patral of city guard and apaadin teking shelter in one of the
wall's chambers while they waited out a sudden sorm. In
the morning after both the storm and barnade-induced rege
hed sibsided, only the paladin Kirdin] osskl
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(hummelepal 3, CG) had survived the homicidd maniaand
enaling canage within the refuge The dead guards were
buried, and the barnades promptly deared from thewdl. Y,
omeof Josil'sfdlow knightsfear he hasnot fully recovered
from the incident. Stories suggedting thet the spirits of the
dead guardsmen now haunt the Windward Wal where
Josskil il patrolsonly heighten those concerns.

4. Lunar Tower

Painted dark blue and decorated with silver starsand
the moon Merketh's phases, the Lunar Tower normally
houses a garison of eight mercenaries though it can
accommodate up to 30 warriors if necessary, and is equipped
with aheavy baliga The bdligafires normd bolts and can
be equipped with magicd anti-shipping missles (e
Sdebar) crested by the Guild of the Shedow. Pdladin Ulrim
Vasach (hummeale pal6, LG) currently overseesthetower.

5. Sky Tower

Ky Tower, a defendve citadd on the west harbor, is
built of various shedes of bluerodk, arranged from dark blue a
the base to pae blue a the crown. Like Lunar Tower, this
citadd normdly houses eght wariors and can
accommodate up to 30 in times of conflict. A heavy balista
stands on the tower's roof. Padadin Thymaea SaCorea
(humfempal 7, LG) commandsthistower.

6. Solar Tower

Named for the daborate sun mosaics covering its
exterior, the Solar Tower is a ssaward bagtion that helps
defend Mithril's harbor. Grafted from lapis, pearl and
topaz, the mosaics gleam brightly in daylight, and the
tower is conddered one of Harbor City's mogt beatiful
dghts. Forty-five feet high (containing four floors) and
capped with a crenellated roof, the tower normally
houses a 12-member Behjurian Vigil garrison, but can
accommodate up to 50 oldiersor militiawhen necessary.

The ground floor houses wegpons, amor and other
supplies. Two vigil members normaly patrol outsde, and
two remain on duty insgde. A dozen anti-shipping bdlisa
boltsare included among normal supplies.

The second floor contains the garrison's living and
dining arees

The third floor features long arrow dlits for both
obsavation and defense. Soldiers can kegp an eye on the
surrounding sea and on conditions back in town. The
garison cheplan mantains this floor's Coreanic dhrine
Soldiers say their dally prayers here and recave blessings a
the beginning and end of ther shifts.

The tower's commanda, Chovee Talahar (s2 bdow),
resides on the fourth floor in a spare chamber. She has
furnished the area with a bed, chest, table and chairs,
writing desk and two smdl shrines (Corean and Madrid).

On the roof, four guerdsmen men two heavy bellisiee
under apadadin's command. In times of crigs, the roof can
support up to 20 defenders, armed with bows,
crosshows and other missle wegpons
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Enchanted Ballista Bolts

Mithril equips its citadels with powerful ballistae made more potent by various magica bolts designed for use
against ships, personnd or especially tough monsters. These bolts are reserved for use by Mithril's armed forces, and
trade in such items is highly illegal, punishable by 2 to 12 years imprisonment. Nonetheless, these items
sometimes become available on the black market, at twice the listed market price.

The Solar Tower — as are most of the other citadels and towers around Mithril — is equipped with powerful
ballistae firing potent, magical anti-shipping bolts. These bolts inflict 6d6 points of damage and x3 damage on a
critical. During crises, explosive ballista bolts are also used; they have the same effect as afireball cast at 8" level. All
of these balts hit and inflict damage as per norma balista bolts (see core rulebook 11. p. 151), but each aso has an
additional magical effect for which the target has a saving throw.

Explosive Bolt

Description: Antipersonnel weapons used against large concentrations of enemy troops or ships' crews,
explosive bolts are painted red to distinguish them from ordinary bolts.

Powers. Explosive bolts do not need to hit a target to be effective; when they strike any object, including the
ground, these bolts explode — the equivalent of afireball cast by an 8" level wizard. The target receives al saving
throws normally associated with thefireball spell (DC 17).

Cagter Leve: 10"

Prerequistes Craft Magic Armsand Armor, delayed blast fireball

Market Price 1,750gp

Cost to Create: 875¢gp + 70 XP

Weight: 51b.

Anti-shipping Bolt

Description: These bolts are most often used against attacking enemy vessels. They are painted blue to
distinguish them from ordinary ballista bolts and are stored in the armories of Mithril's citadels.

Powers: Anti-shipping bolts inflict 6d6 additiond points of piercing damage againgt their target. Living targets
that make a successful Reflex saving throw (DC15) take haf damage.

Cager Levd: 9"

Prerequisites: Craft Magic Arms and Armor, grester magicweapon

Market Price 675gp

Cog to Create: 338gp+ 27 XP

Weight: 51b.

Armor-piercing Bolt

Description: Mithril sometimes comes under attack from especialy tough monsters or enemy vessels with
armored hulls. These bolts, painted white to distinguish them from normal ammunition, are quite potent against
such foes.

Powers. These bolts strike a foe as a ranged touch attack, ignoring the target's armor, shield and natural armor
bonuses. The target's Sze modifier, Dexterity modifier and deflection bonus (if any) al apply normaly. It inflicts no
additional damage, but strikes for the normal 3d6. The target can halve this damage with a successful Reflex saving
throw (DC 15).

Casgter Level: 12"

Prerequisites: Craft Magic Armsand Armor, inflict critical wounds

Market Price: 1,200 gp

Cost to Create: 600 gp + 48 XP

Weight: 51b.

7. Sunset Tower

So named because the sun appears to set directly
behind it on the summer solstice, this tower is the
western twin of the Solar Tower. Painted plain white,
it reflects the colors of the setting and rising sun,
seemingly aglow with rich red, orange and golden
hues at dusk and dawn. It is otherwise identical in
construction and armament to the Solar Tower and is
kept well supplied and garrisoned; foes are as likely to
attack the city from the west as the east, given the
vastness of Mithril Bay.
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8. Captain'sHouse

The trading house Asuras maintains this tidy,
comfortable house for use by its captains when they
are in port. Pleasant, fully furnished and maintained
by a permanent staff of servants, the Captain's House
provides a magnificent view of the Blood Sea and
areas north. The top-floor cupola, outfitted with a
large overstuffed chair, small table and a large brass
telescope, makes the view even more commanding.

Though a pleasant addition to Mithril's
waterfront, the Captain's House is rumored to have a
dark past. Allegedly, long ago, sailors were lured here
with the
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promise of liquor or companionship, then drugged and
dragged off to serve on ships by unscrupulous captains or
owners. Rumors suggest that several murders occurred
here and that a former owner, who went mad, hid a
fortune in gold and gems somewhere on the premises.
House Aauras laughs a such tales, saying that the house
has aways been for captains or mariners and that stories
about its past are just that. Still, adventurous citizens
sometimes sneak into the house and excavate the
basement or disassemble walls in hopes of finding the
remains of murder victims or afortunein treasure.

Chovae Talahar

A quiet and contemplative woman with a
peaceful, fine-boned face and mild gray eyes
commands the tower. Very devout, Talahar, a
paadin of Corean, pays homage to Madrid and
Tanil. Tdahar's rdigious convictions sometimes
cause problems, for she is more pious than are
most paadins and relates al of her actions and
conduct to the ideas described by the gods. She
congtantly reminds her fellows of their dutiesand has
even found fault with Barconius behavior; while
she admires his achievements, she feds he is too
preoccupied with worldly matters.

Chovae Talahar, Commander of the Solar
Tower, Female Human, Pal10/Mkt2: CR 11;
SZ Medium Humanoid (5 ft., 3 in. tall); HD
12dI0+12; hp 80; Init +3 (+3 Dex); Spd 20 ft.;
AC 22 (+3 Dex, +5 breastplate, +2 shield, +2
ring); Attack +16/+11/+6 melee (battleaxe
Id8+4), or +15/+10/+5 ranged; SA Smite evil,
turn undead; SQ Aura of courage, detect evil,
divine grace, divine hedth, lay on hands, remove
disease (3/week); SV Fort +9, Ref +7, Will +5; AL
LG; Str 18, Dex 16, Con 12, Int 12, Wis 13, Cha 15
(+2).

Sdills: Diplomacy +11, Handle Anima +9,
Hide +3, Listen +1, Move Silently +3, Profession +8,
Ride +11, Spot +1.

Feats Combat Reflexes Craft Magicd Arms
and Armor, Improved Critical (battleaxe),
Leadership, Power Attack, Sunder, Toughness.

Possessions. Breastplate, large sted shidd,
ring of protection+2.

Paladin SpdlsPer Day: 2/1/1.

9. Titandayer Citadel

Informal headquarters of the Behjurian Vigil in
Harbor City, Titandayer Citadel, a grim, multistoried
tower, looks out across the unsettled reeches of the Blood
Sea and is surrounded by barracks and other attendant
structures. With a garrison of nearly a 100 vigilants and
200 mercenaries, Titandayer represents amgjor obstacle to
any attackers, who would have to contend with its
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numerous defenses, both martial and magical, to gain
entry into the city.

Titanslayer's main gates are crafted from heavy
hardwood, magicaly fused into single-piece units by
Corean's priests and a circle of powerful wizards. Bound
with black iron, the gates open only to a magicd password
that is changed daily. Fortified brattices bracket the gete,
each cgpable of holding a squad of guards, who can rain
arrows, bolts or other missiles upon attackers. Once
through the gates, an attacker must then deal with a
series of murder holes through which missiles, hot sand
and boiling water can be poured.

Five stories high, the citadel houses a garrison 100
strong, the rest of the citadel's forces living in nearby
barracks. In battle Stuations, the citadel can hold aforce of
200 to 300. Each floor is equipped with deeping and
living quarters for its garrison, and three heavy balistae
are mounted on the roof, equipped with explosive and
anti-shipping bolts.

Jherin Urgan

Tall, blonde and green-eyed, Jherin Urgan
commands the Sunset Tower and is in most ways
the quintessential paladin. Good, just and kind,
usually with a kind word for al, he places his
devotion to Corean and the Coreanic cause above dl
other things in life. Before assuming his current
position, he served aboard severad Veshian nava
vessls, pursuing pirates, oceanic titanspawn and
anugglers. He thus has an innate knowledge of the
sea and often discerns weather conditions days in
advance.

Jherin Urgan, Commander of the Sunset
Tower, Male Human, Pal9/Mkt4: CR 12; SZ
Medium Humanoid (5 ft., 10 in. tall); HD
13d10+39; hp 111; Init +0; Spd 30ft.;AC 23
(+11 full plate, +2 shield); Attack +17/+12/+7
melee (warhammer 1d8+4), or +13/+8/+3 ranged;
SA Smite evil (2/day), turn outsiders, turn
undead; SQ Aura of courage, detect evil, divine
grace, divine hedth, lay on hands, remove
disease (3/ week); SV Fort +11, Ref +4, Will +7;
AL LG; Str 18, Dex 11, Con 16, Int 10, Wis 17,
Chal7.

ills: Concentration +16, Diplomacy +13,
Hide +0, Ligen +3, Move Silently +0, Profession +
13, Ride +15, Spot +3.

Feats. Craft Magica Arms and Armor,
Empower Spell, Leadership, Power Attack,
Quicken Spdl, Still Spell, Toughness, Weapon
Focus (warhamme).

Possessions: Full plate +3, large sted shield,
amulet of ghogt armor.
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The wizard Skalus (see Chapter 7) uses the citadd's
fourth floor as a workshop, where he brews potions and
creates magica items for the garrison. While he spends
much of his time here, his output of items has declined
lately. Reports have surfaced that the wizard is drinking or
parteking of other exatic intoxicants, and much of his
workshop time is spent in a foggy, menta haze. If true,
the magicd items and potions he produces may not work
or, worse, may mafunction disastroudly.

Master ranger Joharus Kend (see Chapter 7) is the
sub-commander of the Vigil in Mithril and the officia
leader of Harbor City's vigilants. He lives in a small,
spartan suite on the citadel's fifth floor. Skilled,
experienced and amogt beatificaly good-hearted, Kend is
unfailingly loyd to his commander, Lemsss Behjur (see
Chapter 7). Promoted to this position after several
successful campaigns againgt the proud and the orcs of
Lede, Kend now sees Mithril as ashining ray of light ina
region beset by darkness, and he will gladly sacrifice
himsdf in the city's defense. Some complain that he has
turned a blind eye to Skalus derdliction of duty, but no
one is sure why this normaly efficient and demanding
commander is so blind to incompetence.

Though garrisoned at Titandayer Citadel, Kend
and the vigilants are not the citadd's primary defense
force. More often, they use Mithril's navy to drop patrols
along the Blood Sea coast or on outlying idands so that
they can more easily traverse and patrol the coastal
regions around Mithril, scouting for titanspawn's
presence.
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10. Wine Merchant

A sign with bright brass grapes and twisting vines
reads "Fine Wines and Spirits" Indde, proprietor Beegaus
Thassm (hum male comb, NG) endeavors to keep things
pleasant, warm, and friendly. He can afford to! The
chegpest bottle of wine in his shop, a domestic gold made
from grapes grown in a vineyard near Mithril, fetches a
hefty 25 gp, while more expensive items such as Veshian
violet and Darakeene bloodwine can run ashigh as 1,000 gp
for asngle bottle. Thassm's prize possession, howeve, is a
dusty, nondescript container that he claims dates from
before the Titanswar — a didtillation by one of the finest
winemakers in the ancient lands. How it survived the
caaclyams tha shattered Scarn is anyone's guess, but
Thassim swears it was handed down to him from his
great-great grandfather, a pre-war wineseller and
merchant. Thassm demands 100,000 gp for a single
bottle, but saysthat even if offered such aprincely sum, he
might not rdinquish it. So far, few believe his claims, and
of those who do, none has squandered his hard-earned
gold on such an uncertain prize. The paadins,
particularly Barconius, are openly contemptuous of
Thassim and his crass materialism, but no one has
prohibited him from sdlling the wine.

11. Pier

The piers of the eastern harbor are kept in good
repair; their planks and pilings are regularly tarred or
replaced. Activity invariably swarms the piers —
merchants, cargo haulers, fishermen, dockworkers, salors
and more, moving to and from the many vessels that

P A . T, " W e L




24

T R T, T i L it e M V™ T

dock here Everything from small fishing boats
to messve trade gdleons can be found
secured here, hailing from every imaginable
nation.

Recently, severd aea reddents —
modly vagrants drunkards, proditutes and
those who have reason to vist the waterfront
a night — claim to have seen drange figures
dambeing up onto the pigs a night —
hunched, gangly figures with fishlike
heads and deadly looking daws Ligenas
diamiss the reports as drunken ravings and
authoritieshurriedly suppressthe rumors, but the
tdes pardg, often accompanied by reports
of drange murders or kidngppings Wanting
to keep the entire affar secret, paladins
contemplate hiring freelancers to
invesigate the rumors and, if necessary,
eliminate the creatures

12. The Ghost Maid

A frequent visitor to Mithril, the Maid
is crewed amost entirely by forsaken dves
More isolated from ther communities and
heritage than most forssken eves, the Mad's
cew lives for the sea, shipping cargo
between Mithril and the ports of the Blood
Sea for ridiculoudy low prices, taking only
sufficient profit to keep themsdves dive and
their shipin good repair.

Though most believe that Ghost Maid
is merdy the ship's name, few know that it is
aso the name of the vessal's figureheed,
whichiscarved in the shgpe of awillowy, pde-
skinned, sad-eyed df woman in digphanous
garments. This latter Ghost Maid is
enchanted and cgpeble of gpeech, sometimes
conversng with crewmen about arcane or
philosophical  subjects, other times
warning of gorms or potentid  enemies.
Captain Khemaitas and the crew do not speak
of the Maid's ahilities, for fear someone
might want to sted her, but dl consider her a
friendly member of the crew. None can sy
who sheisor why shespeaks, but she is their
shipmate nonetheless.

Captain  Ith'laen  Khemaitas (see
Chapter 7), a pragmatis, obeys the dtrict laws
of Mithril and maintains good relations
with city officials despite his chaotic and
somewhat amoral nature.
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He knows that trade is his people's lifeline and that
violation of Mithril's laws will result in arrest or, worse,
exile. His crew is therefore under strict order to behave
while in port — or at least misbehave in a fashion that
the humans can accept and understand. Kidnapping
human children is, of course, forbidden, as is the open
worship of their dain and nameless demi-god. All the
same, where the crew of the Ghost Maid goes, trouble
inevitably follows Many among the crew have checkered
pasts, leading to occasional careful scrutiny by the
authorities. So far, Khemaitas has kept his crew safe from
Corean's justice and maintains a low profile, staying as
far away from the authorities as possible.

Tales have reached Khemaitas and his crew of a
fanatical sect of humans new to Mithril that intends to
seek out and capture forsaken elves, hoping to obtain
information on kidnapped humans and stolen children.
No one has yet confirmed these rumors, which suggest
that the humans ruthlesdy torturing their captives, but
Khemaitas has cautioned his crew to remain on alert
nonetheless.

13. Customs House

Derigesh and his officials maintain tight control
over what enters and leaves Mithril, and the Customs
House represents the nerve center of that operation.
Cugoms ingpectors seerch every incoming and outgoing
ship — no one can unload cargo or depart Mithril
without their approval. Each ship must submit an
extensive manifest detailing its cargo, which must be
approved with the Mithril Harbormaster's officia sedl.
In typica lawful fashion, the customs officids, under the
leadership of harbormaster Thad Madran (hum male
expll, LN), have cataloged every shipment that has
entered and departed Mithril for the past century. Of
coursg, this activity has generated a massive amount of
paperwork, and many chambers of this orawling sructure
contain nothing but reams and reams of parchment.
Some younger officials have suggested revising and
destroying records older than 40 years, but Madran and
his more conservative bureaucrats bitterly oppose this
"revisonism.”

The building's north wing, referred to as the
Counting House, contains the offices of accountants,
scribes, clerks and other functionaries. Its small rooms
usudly house multiple occupants. Employees try to keep
the place rdatively free of papers, because theres o little
room, and a steady parade of assgtants ferry records to
and from the wing. In the central main hal, ingpectors
and their superiors occupy dozens of cramped offices,
often alongside piles of unfiled manifests and other
documents. Pdadins and derics of Corean regularly cast
fireproofing spells to prevent mishaps, but should afire
ever dart here and evade immediate control, it would be
dissgtrousfor Mithril.

Once used as office space like the north wing, the
south wing was converted to Sorage and is now crammed
with papers, books, files, documents, manifests,
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correspondence and Smilar oddments. Like the central
hdl, fireproofing pdlls are cadt regularly, and ratcatchers
hired from Shacktown keep vermin populations down.
Recently, a pair of ratcatchers sent into the south wing's
document labyrinth has not returned, causing
considerable darm. Some accountants claim to have
sen rats of unnatural Sze and glimpsed aratlike cregture
walking upright, but Madran and his bureaucrats have
dismissad such tales as fantasy and issued gern warnings
againg drinking on the job.

14. Contraband

This warehouse contains items seized by customs
inspectors as contraband — ranging from undeclared
mundane cargoes to weapons, drugs, liquor and magica
items. Dangerous or illegal items are cataloged then
destroyed, while mundane and legal items are auctioned
off to known legitimate merchants. Bresk-ins are
common: thieves trying to sted the rare items in Sorage
or smugglers attempting to retrieve their goods. So
paadins, clerics and mercenaries guard the warehouse, a
large force under the command of veteran Sharia Jescal
(hum fem pal 7, LG). When the warehouse holds a large
or valuable cargo, Jescd may hire outside contractors to
augment her steff.

15. The Monitor's House

The blood of the titan Kadum stains the waters
around Mithril, but fortunately for Mithril's inhabitants,
Kadum's taint is relatively weak here. Unlike the Bay of
Tears foul water, far to the south, Mithril's sea yidds a
bounty of fish, crabs, lobsters, squid, octopi, shdllfish and
more, and most of these can be consumed without feer.
However, Kadum's blood can il cause problems: fish
from distant parts of the ocean may carry high
concentrations of the poisonous substance, and sailors
who spend too much time at sea may develop arange of
deadly illnesses or, worse, murderous dementia. In
addition, the blood can sometimes mutate ordinary sea
crestures, changing them into horrific mongtrosities that
crawl ashoreto kill and destroy.

This facility houses one of Mithril's most important
organizations. the Monitors, a group answerable to
Barconius and his senior paladins. Though well-paid
civil servants, the Monitors are commanded by the
paladin Hyras Urae (hum male pal8/Mkt2, LG). Ureg,
who is stern, businesdike and absolutely incorruptible,
demands these same qualities from his employees.
Slacking, lateness and inattentiveness meet with instant
dismissal, while any inspectors caught taking bribes or
engaging in similar lawlessness receive prison terms,
exileor worse.

Everything entering Mithril from the Blood Sea
must be ingpected: a fisherman's catch or a haul of crabs,
oysters or abalone — any product of the sea. Fishermen
and others who dwell in Mithril must submit to an
examination once each month, and their boats must be
regularly inspected and blessed by Corean priests.
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Incoming ship's crews must likewise be examined for
signs of taint. Monitors have complete access to any
vessd docked at Mithril and often work in concert with
customs inspectors.

Despite Urag's drictness, the Monitor system is far
from perfect. Some Stormsde Monitors have been known to
accept bribesto overlook certain catches or to skim alittle
from the cargoes they pass as "dean." Urae remans
unaware of these transgressions, stubbornly believing
and indsting that all his employees are incorruptible. If
any contaminated fish have dipped through on Stormside,
their effects have yet to appear. As corruption and laxity
Spreed, disaster seemsinevitable.

16. The House of the Sea Queen

Games of chance are forbidden in Temple City, but in
Firate Town such conduct is tolerated, mostly because it
cannot really be expunged. The House of the Sea
Queen, Mithril's best-known gambling den, decorated in
sea motifs and images of the great Mithril Golem, is a
source of constant irritation to Corean's priests. Minas
Sixtos (hum male exp6, N) claims that his house is the
most honest and generous in dl of Mithril, but many who
havelost fortunes there disagree.

The House serves as more than just a gaming house; it
provides food and acohol at reduced rates to seduce
patrons to gamble more and features (as Sixtos clams, at
any rate) the most beautiful performers in Mithril. Both
mae and femde dancers jugglers, tumblers and courtesans
entertain patrons here and, as with food and drink,
charge exceptionaly low rates for private entertainment in
exchange for a cut of each day's gaming profits Rooms are
available for brief assgnations of up to an hour for 2 §p;
for longer days, 2 gp per night. Meds, a mere 3 p, are of
high quality. Guests who do not wager are not
encouraged to stay and partake of these inexpensive
hospitdities.

17. Mariners Guild

The fish-and-anchor Sgil of the guild is carved into
the front wall of this sturdy, plain-looking structure. The
guild expects every active mariner in Mithril to register
and obtain a small metal medallion, emblazoned with
the guild's Sgil, to Sgnify his membership. Some mariners
forgo the meddlion and instead receive an officid guild
tattoo. The system is doppy, of course; many unscrupulous
sdlorscarry counterfeit medalions or wear forged tattoos.

The current guildmaster Theus Garshai (hum male
expl2, LN) is aretired sea captain determined to clean
up the guild and track down imposters. Authorities,
sympathetic to his plans, arrest anyone with forged
medallions or false credentials and take them to the
House of Judtice for judgment. Guild membership offers
severa privileges, including a grievance council, where
sailors can complain about excessvely crud treatment,
and a standard wage (currently fixed at 2 sp per day for
common sailors and more for officers and specidists such as
fishermen, navigators, bosuns, etc.).
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18. Supplies

Divan Horvas (hum male comb, NG) and his wife
Horia (hum fem com4, NG) sl dried fish, fruit, breed and
fresh water by the box, bag or barrel. They do a brisk
business with Mithril's mariners and, to a lesser extent,
caravan masters. Horvas also sdlls empty containers at
decent rates.

Severa captains have recently claimed that the
quality of the Horvas supplies is declining, and some
accuse the Horvas of poisoning their crews with shoddy or
spoiled goods. The Horvas have traced the tainted
supplies to contacts in Mullis Town and believe that the
items are being contaminated on the overland route to
Mithril. Currently, the Horvas are shopping for fredance
adventurers to safeguard the supplies and if possible
discover the saboteur'sidentity and purpose.

19. The Silver Couch

Mithril's mogt exclusive borddlo, the Couch remains
open a Barconius and his fellow paladins whim, who
collectively disapprove of its existence but know that
there will be trouble if the place is ever shut down. With
the Couch open, officids have a place to look and make
sure that nothing excessively illegal or immoral takes
place. The proprietress, a curvaceous, pae-skinned, black-
haired beauty named Lady Radla (hum femrogl2, CG), isa
shap busnessvoman who makes qure that her cusomers
never have cause to complain. A rdaivey kind employer
who seemsto enjoy her work, Ragla makes sure thet al of
her employees are well compensated for their labors.

The Couch features specid themes for each day of
the week. Corday features performers dressed as warriors,
knights and maidens. On Madraday, the decor resembles a
tropical forest, and dancers dress like exotic birds,
epecidly peacocks. On Taniday, the Couch resembles a
deep foredt, and employees dress in wild animd costumes.
Hedraday sees stern gray walls and plain food, and
performers dress in somber robes (Hedraday is not the
Couch's favorite day). Wildday is, unsurprisngly, chaatic,
featuring wild decorations and bizarre, colorful costumes
(Wildday, logicdly, is the Couch's busest day). Charday is
a day marked by dark decor, black costumes and masks
depicting evil, armored warriors or stern witch-queens.
On Belsaday, the dark decor persists, with images of
moons and gtars on the walls and ceilings; dancers wesr
torn, reveding cosumes and paint their faces like demons
and beasts. The sheer unmitigated evil of Vangd is too
extreme for the management, so the decor on Vanday is
usudly potluck, with costumes and decorations from the
rest of the week thrown together in random designs.

Intricately carved images of sylphs, mermaids and
exotic sea credtures decorate the doors. A pair of oversized
statues in the form of two beautiful nude women flank
the doors, which are normally thrown open, inviting
passershy to enter. This welcoming effect is illusory, as
anyone who approaches will encounter the doorman — a
thin, inoffensive man named Ritaes (hum male comg,
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N) — who will charge 10 gp admission per person.
Anyone who refuses to pay is firmly asked to leave;
anyone who refuses to leave or who attempts to enter
triggers the two statues, which are actualy cunningly
crafted copper golems. Intruders are rarely killed; instead,
they are roughed up by the automata and thrown
unceremonioudly into the street.

Inside, the main dining hall features large tables,
comfortable chairs, private booths and a large stage
where the evening's performers entertain diners. The
exact layout, appearance and entertainment content
depend on the night's theme, but attractive dancers of
both sexes who remove mogt or al of their clothing are
amogt aways on the venue. Food is expensive, a basic
med cogting 10 gp, dong with winethat rangesfrom 1 gp to
30 gp per glass or up to 200 gp per bottle. More
elaborate meals cost even more, with prices easily
exceeding 500gp per person. Radds waitdtaff is invariably
efficient, courteous and dtractive and available for private
events aswell as personal "entertainment."”

Adjoining the dining hal, the sdlon is dimly lit, and
the air is usualy filled with the scent of incense and
inhaled narcotics. Couches, cushions and comfortable
chairs are spread about the room in no particular order.
Drinks are served, and quiet conversation is the norm.
Lady Raela dtrives to protect her customers privacy, so
spellcasting is strictly forbidden, and her mercenary
guards turn the other way unless violence or arguments
break out. The salon is a popular spot for romantic
assignations, secret meetings or smple relaxation. Each
hour, Ragla displays the evening's employees, courtesans
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of both sexes and severa different races, and customers
take their pick, escorting their new companions to
private chambers upstairs.

Lodging in private chambers ranges from 1 sp per
night for a cramped "deeping room" (where little if any
sleeping actualy takes place) to 25 gp per night for
luxurious suites with eaborate bedrooms, small dining
rooms and private baths with spacious marble tubs. The
centerpiece of the house, however, is the luxurious
chamber known as the Roya Lounge. Equipped with
long couches, comfortable leather chairs, rich tapestries
on floors and walls, tal shelves packed with books and
four adjoining bedchambers with private baths, Ragla
reserves the lounge for special guests. Renting this hall
cogts a whopping 500 gp per night, but Ragla sometimes
alows particularly wedlthy or influential customers to
entertain herefor free.

20. Sailor'sInn

A large, weathered structure, this building has been
home to visiting sailors for over a century. The sign over
the door portrays the Mithril Golem caming the seas
and directing a ship safely into port; most mariners
believe that a stay at the inn brings good luck, and the
placeisadmog dwaysfully booked.

Innkeeper 1dina Hezarrab (hum fem comb, NG), over
50 years old, has worked here mogt of her life. She serves
fish gew each night in the common room for a copper per
bowl, bread and cheese for free. A roaring fire warms the
room during the winter, and sailors from across the Blood
Sea gather hereto sing, drink and share stories.
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Room sizes and cogts vary. Common dormitories hold
up to a dozen sdlors and run 1 ¢p per night. Shared rooms
with twin beds run 1 sp. Cramped private rooms cost 5 p,
while larger rooms run 1 gp. However, the luxurious
captain's cabin — a suite of three rooms with alarge bed, full
teble and two meds aday ddivered by the saff — costs 10 gp
per night.

Nightmares and illness have troubled Hezarrab's
guestsof late, leading her to suspect that sheisthevictim of an
inntwight. She has, acoordingly, sarted digtributing bags of sdt
to guests ("a precaution,” she tels them) and has discretely
inquired into professond spirit-hunters to find the creature
andrid her of it.

Copper Golem: CR 6; SZ Large (Tal)
Congtruct; HD12d12+6 O; hp 138; Init-1 (Dex); Spd
20 ft; AC 20 (-1 5ze, -1 Dex, +12 naturd); Atk +17
melee (2d10+6 fist); SA Electrica conduction;
SQ Construct, DR 20/+1, SR 24; AL N; SV Fort +
13, Ref +3, Will +4; Str 23, Dex 8, Con 20, Int -,
Wis 10, Chal.

Sills Hide+4, Spot +5.

Feats None

SA — Hedtrical conduction (EX): Eledtricd attedks
hed one paint of damege to the gdem for every four
points inflicted. Once the golem has recovered its
maximum hit points, it stores dectricd energy and
discchages it on opponets when it drikes
discharging up to 10 points of stored electrical
damage with each blow in addition to its normal
crushing damage. The golem can gore no more then
hdf its maximum hit points in this fashion, and any
energy not discharged within 10 minutes disspates
without effect.

SQ — Condruct: Immune to criticad hits,
subduad damage, desth from massve damage,
poisons, diseases, blinding, deefness, drowning and
spdls or attacks that affect respiration or living
physiology. Cannot be stunned. Unaffected by
atacks of amind-dtering nature or by odisbased on
heding/harming. Fire and add atacks inflict half

normd damage.

21. The Demon Whale

A former warehouse converted to a tavern/sdlors
rooming house, this sructure dso serves as the unofficid
headquarters of the Reapers, Mithril's leading
underground crimina  organization. The Regper's boss,
Shatannius Modriam, lives in a Temple City mansion but
spends condderable time here in a quite of plessant, wdl-
guarded rooms maintained for his use. Normdly, he
holds court daily, with Reagper officers visting him to
ddiver reports reguest assistanceand recaveingrudtions
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Named for a legendary sea mongter (whose bones
currently grace the Musaum of the Blood Sea a location 26),
the Whale provides rooms a ressoneble rates (4 s per night
for common lodging) and serves decent fare & 2 9p per med.
Each Wildday, entertainment is provided, usudly dancers
from the Silver Couch and other, Smilar establishments.
Also on Wildday, ale and wine are discounted, leeding to
rowdy behavior — loud arguments;, fights and even pitched
battles between the crews of riva vessds Thisuproer, oversem
by innkegper lun Fazdriam (hum mele rog8, CE), actudly
srvesthe Regperswdl: the authorities focus their attention
on the violent and disruptive behavior of the tavern's
patrons, rather than the more nefarious adtivities trangpiring
within. Fazdriam acts the incompetent barkeep well, but in
redity is one of Modriam's mog trused lieutenants
managing much of the vice and crime dong the West Docks

Shatannius M odriam

Cunning and intelligent with a knack for
surviva, Modriam runs the Regpers with an iron hand.
Dak-haired and green-eyed, with a lantern jaw and
ovearszed nose, heisnot ahandsome man, but the force
of his personality more than compensates for his
aesthetic deficiencies. He expects obedience and
honesty from his subordinates and any Regpars who
skimafew gold from their weekly takewill find themsdves
bloated and pale, washed up beside an Eastside dock,
should their transgressions come to light. Two keffiz
named Render and Ripper serve Modriam — gifts from
his patron, a priest of Chardun. Their diet consists of
unfaithful minions and other unfortunates, thrown
into their kennels benesth Modriam's mangon.

Shatannius Modriam, Boss of the Reapers,
Male Human, RoglQ: CR 9; SZ Medium Humanoid (5
ft, 0 in. tadl); HD 10d6; hp 28; Init +7 (+3 Dex, +4
Improved Initictive); Spd 30 ft.; AC 13 (+3 Dex);
Attack +8/+3 mdee (scimitar 1d8+l), or +10/+5
ranged (shortbow 1d6); SA Crippling srike, snesk
attack +5d6; SD Evasion, uncanny dodge; SV Fort +3,
Ref +10, Will +5; AL LE; Sr 12, Dex 17/20 (+3+5
glovesof dexerity), Con 10, Int 13, Wis 14, Cha 14 (+2).

ills Appraise +10, Forgery +14, Hide +14,
Intimidate +14, Intuit Direction +11, Jump +16, Listen
+4, Move Silently +18, Professon +13, Read Lips
+13, Spot +4, Tumble +16, Use Magic Device +10, Use
Rope +15.

Feats. Alertness, Combat Reflexes, Dodge,
Improved Initiative, Quick Draw.

Poseessons Mask of theskull, glovesof dexterity +3.




22. The Vigilant

Mithril maintains a small fleet of fadt,
maneuverable military vessels to chase down pirates,
harass attackers and patrol the sea-lanes. The Vigilant
istypical of such ships: afast, three-masted, fore-and-
aft-rigged schooner, equipped with two light ballistae
and two light catapults. Normally boasting a crew of
15, the Vigilant can also carry a contingent of a dozen
marines and often goes to sea with an elemental
wizard or sea witch on board. Designed to
outmaneuver rather than outfight opponents, the
Vigilant is fast and nimble, with propulsion
augmented by its onboard spellcaster. The ballistae
are equipped with a wide range of magical missiles,
including anti-shipping and explosive bolts.

Captain LARUS Rhaemer (hum male ftr10, LG), a
no-nonsense officer who performs his duties with
maximum efficiency and minimum instruction,
commands the Vigilant. Rhaemer is popular with city
officials, who point to his recent victories over the
Toe Island corsairs and the Vigilant's successful run-
in with a Blood Sea-born dire shark that had been
preying on Mithril's merchant fleet. But some officials
question his methods and wonder whether he pushes
his crew too far. He and his crew are famous now, due
to the Coreanic Troupe's latest play, Captain Rhaemer
and the Demon Shark — an expensive and highly
romanticized reenactment of the Vigilant's battle with
the beast.

23. House Bloodhawk

An up-and-coming trade concern, House
Bloodhawk's banner, a crimson hawk silhouette
againgt a silver background, has become more and
more common in and around Mithril. Though House
Asuras continues to be the most influentia trading
group in the region, nearly a quarter of al caravans
between Mithril and Mullis Town now travel under
the Bloodhawk banner, and House Asuras has begun
to notice its young and aggressiverival.

House Bloodhawk's headquarters in Mithril is a
comfortable sandstone building surrounded by lush
greenery. Stealthy Darakeene assassins, who
specialize in not being seen, guard the structure.
Inside, Neuth Haila, master of House Bloodhawk,
spends most of his time consulting with his
associates and planning trade ventures. His wife
Dykara and three children also live here, but due to
his fears about House Asuras, they are forbidden to
leave the compound without a substantial escort.
Haila himself has fewer qualms and has been known
to sneak out late at night with few or no escorts.
Some claim he has a mistress somewhere in Temple
City; others think he spends most of his time at the
Silver Couch. Either way an enemy might exploit
such awesakness.
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Neuth Haila

An experienced merchant, Hailaiswell versed in
the intrigue and double-dedling that accompanies trade.
That he has survived competition from House Asuras
and the other mgjor trade factions proves his sill and
intelligence. Unassuming in gopearance, he has sandy
hair and small dark eyes. He doesn't talk much, but
when he does he expects immediate action.

Conflict with House Asuras takes up much of
Hailas time. Determined to obtain as much
information about his rivas as possible, he has sent
agents to follow the disreputable Viando Asuras,
hoping to persuade him to part with secrets in
exchange for gold, women or liquor. So far, Viando's
constience prevals but as Viando's fortunes decling
Hailahopesthe Asuraswill crack.

Neuth Haila, Leader and Founder of House
Bloodhawk, Male Human, Expl3: CR 10; SZ
Medium Humanaoid (5 ft., 6 in. tal); HD 13d6+39; hp
81; Init +8 (+4 Dex, +4 Improved Initiative); Spd 30 ft.;
AC 21 (+4 Dex, +3 leather armor, +3 amulet); Attack
+10/+5 meee (longsword 1d8+6), or +13/+8 ranged;
SV Fort +7, Ref + 10, Will +11; AL LN; Str 12, Dex
19, Con 16, Int 16, Wis 16, Cha 16 (+3).

Sills: Bluff +19, Forgery +18, Gather
Information +4, Hed +4, Hide +4, Intimidate +21,
Intuit Direction +18, Knowledge +19, Listen +3,
Move Silently +4, Perform +19, Profession +19,
Ride +6, Sense Motive +4, Spot +8, Swim +8.5,
Tumble+21.

Feats. Ambidexterity, Combat Reflexes,
Improved Initiative, Lightning Reflexes, Skill Focus
(swim), Skill Focus (intimidate).

Possessions +5 longsword, amulet of natura
amor +3.

24. Shrine of the L ost

As a mgor maritime city, Mithril has suffered its
share of tragedies. In addition to the Blood Sea's
unpredictable nature, the corsairs and unnatura hazards
make passage to Mithril even more deadly. Officialy
dedicated to the nature goddess Denev, this shrine lists
the names of dl marinerswho have perished on theway to
or from Mithril, each painstakingly carved in black
marble by the three priest/craftsmen who live here. The
inscriptions ligt a sailor's name, his vessd, the date of his
death and the cause, if known. As many ships do not
cary complete crew ligs or crewmen choose anonymity,
many inscriptions smply list an "unknown mariner."
There are thousands upon thousands of names here, and
theinner walls of the shrine are dmost two-thirds full.

Many tales speak of a mysterious black-clad figure
who vidts the shrine at night, leaving behind a single red
rose. Attempts to intercept and identify the cloaked
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figure have been unsuccessful, as the figure has an dmost
supernatural ahility to avoid pursuers and dip into the
shrine unseen. Curious but concerned that the figure
might be a restless spirit or ghost seeking solace, the
druidess Nyaella (see location 35A) is investigating the
matter, hoping to learn the figure's true nature and origin
and, if possible, hdp end itswandering.

25. War ehouse

House Asuras owns this warehouse and rents space to
other trade houses. Currently, only House Bloodhawk is
forbidden from renting space here, but it does so
through proxies — other trading houses or entirely
fictiona concerns. The well-guarded warehouse is often
used to store particularly vauable cargoes. Should Asuras
learn that its chief rivd is usng the warehouse, Khdarian
Asuras might hire outsiders to break in and sabotage
Bloodhawk's goods.

26. Museum of the Blood Sea

Nadia Tredi (humfemexp9, LG) isthe proprietress of this
sprawling structure, supervising two dozen assstants who
carefully catdog, maintain and guard the museum's many
exhibits and possessions. Founded nearly 80 years ago, the
museum contains a wide range of artifacts, images,
models and displays about the Blood Sea and its environs.
Chief among its possessions is the full skdeton of a
legendary fiendish whde (aka the "Demon Whde€") that
ravaged shipping 30 years ago. The Demon Whale was
findly dain by Mithril's flegt, aided by an infamous pirate
captain known only as the Crimson Sword. The
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skeleton, mounted along the roof ridge of the main hall,
measures nearly 100 feet in length.

Other museum displaysindude the following: modds of
various seagoing vessdls, artifacts such as pottery,
weapons and art from the vanished empire that once
occupied the region; famous mariners uniforms; the
journals and memoirs of seafarers, from captains to
common sailors; and a magically preserved dire shark
corpse that washed up near Mithril eight years ago. A
small aquarium wing contains examples of local fish
pedies.

Museum admission is free, though Tredi and her
daff request a amdl donation if patrons can afford it. The
museum receives asmall stipend from Corean's churchin
order to preserve records of the city's past and the
natural history of the Blood Sea. Though small, the
stipend helps keep the museum open and free.

Though funds remain scarce, the museum frequently
sponsors research in the area and tries to pay a living
wage to those adventurers or explorers who wish to
expand the indtitution's fund of knowledge. Expeditions to
investigate the Plains of Lede, the Kelder Mountains or
the Blood Sea and its environs are encouraged, and
adventurers may usually keep anything they find that is
not of immediate scientific or scholarly significance.
Tredi maintains a ligt of many mysteries and unexplained
phenomena that she would like to have investigated,
and those adventurers in search of a real chalenge are
welcometo discusstheir plans.




27. Fish Market

Gresat baskets of slver fish lay scattered around this
dructure where Mithril's citizens gather each day. Owner
Faendlia Sharikan (hum fem comB3, NG) buys directly from
the fisherfolk each morning and offers their catch for sal
throughout the day. As the fish grows rank, Sharikan's
prices drop; by nightfall she and her helpers pass her
unsold stock to the city for 1 cp per 10 pounds. Mithril
shipsthe gpailed fish to outlying farmsfor use asfertilizer.

Though dl fish catches are supposed to be officidly
inspected and cleared, a Monitor visits the market each
morning before Sharikan opens for business to make
absolutely certain that the fish is completely clean. Asa
major fish supplier in this part of the city, Sharikan's
market is vitd; should an outside agent contaminate the
fish with Kadum'’s blood or other poisonous agent, a
citywide epidemic could result.

28. Rare Books

Chel Azatan (hum male exp9, CN), a Calastian
expdriate, keeps this smdl shop crammed with books of
al descriptions. Visitors find histories, novels, plays,
ingtructional manuals and more here, jumbled together
in no particular order. Every wal boasts floor-to-ceiling
shelves, filled to overflowing. Books are stacked in
tottering piles on tables, on the gairs, on the floor and in
the single bedroom. Azatan lives aone with nine cats,
each named for one of the gods with a temperament to
match. Azatan does not speak much of his life before
Mithril, but rumor has it that he was driven from his
homeland for unpopular politica views.

Azatan loves al his books like children and only
rdluctantly parts with them. He will sl them, however,
and asks @ least 1 gp per volume. Particularly old works,
such as Jeaman's Higtories of the Titans and Their Foul
Deeds, carry prices of 500 gp or more. Though his house
more resembles a chaotic mass of books piled without
order or reason, Azatan knows the title of every volume
and its exact location. He aso knows many of them by
heart and is a vduable source of information on a wide
range of subjects. Azatan dearly loves to chat and serves
his guests tea and bread while expounding on every topic
under the sun. Not everyone is fond of Azatan's
eccentricities; many consider him a lunatic, but a few
understand his love of knowledge and utilize his skills at
research when investigating mysteries in and around
Mithril.

If avigtor wins Azatan's trug, he confides a disturbing
experience. Recently, a dark-haired man with a disurbing
manner gpproached him, offering a large sum for one of
his books: an ancient tome written entirely in an unknown
and, to Azatan, undecipherable language. Something
about the man disturbed Azatan deeply, and he refused
to sdl the book. The man then offered more and, when
Azatan again refused, grew angry. Fearful that the man
was a Penumbral Pentagon agent or representative of
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another dangerous group, Azatan seeks both protection
and information about the book and its strange writing.

29. House Asuras

Ghelspad's most powerful trading house values
Mithril enormoudy and maintains a substantia presence
here. Determined to maintain the appearance of
lawfulness, economy and humility after its exile a century
ago, House Asuras chooses to make its home among the
common folk in the lower city, rather than on the
heights above. This move impressed the paladins and
clerics, many of whom openly agree that House Asuras
has learned its lesson and that its constituents have
become moded citizens.

This sizeable mansion serves as the household's
centrd headquarters and as residence to its three mgjor
representatives. the experienced Khelarian Asuras (see
Chapter 7), son of house patriarch Telos Asuras; the
cunning Telinya Asuras (see Chapter 7), daughter of
Teos sser, Nymia, and the disreputable Viando Asuras
(see Chapter 7), son of Telos brother Khasis. Numerous
minor relatives and functionaries aso live and work
here, maintaining the Asuras extensive interests, guarded
by high-paid mercenary guards of the Crimson Legion.
The manse is the site of frequent lavish entertainments
a which the wealthy and powerful of Mithril gather at
House Asuras expense. In recognition of Corean and
the faith of the city's founders, Khelarian alows the
mansion grounds and facilities to be used for religious
ceremonies and sacred holyday services.

Other trading houses, particularly the upstart House
Bloodhawk, would pay dearly for information on the
Asauras and often troll the weterfront bars and lower-class
sections of Mithril, hiring operatives to break into the
manse and steal paperwork, ledgers or anything else of
vaue. So far, these schemes have enjoyed little success.
Embarrassingly, a smal band of hired burglars was once
caught during an official banquet for High Priest Emili

Derigesh.
30. Warehouse

Ogtensibly one of many warehouses maintained by
a mercantile organization in Mithril, this structure is
ingtead owned by one Halano Mithrol. Mithral, it turns
out, is aresident of Shacktown and enjoys a reputation
for consuming enormous quantities of inexpengve liquor.
While "his' warehouse is rented to merchants and usudly
holds cargo, it redly functions as the secret headquarters
of the Nighthounds — one of the most violent and
dangerous crimina groupsin Mithril.

While the main floor of the warehouse is as it should
be, the top floor — well hidden behind secret doors,
stairways and traps — contains the luxurious living
quarters of houndmistress Thelwyn Karametis (see Chepter
7), current leader of the Nighthounds. The upper floors
also concea alarge meeting room, storage, guestrooms
and smdl chambers used to hide contraband and suspects
on the run from the authorities. The Hounds gather to

P I oyl L T, " W




MITHRIL.: CITY OF THE GOLEM

T T, R . Ty it s M N

drink and carouse in a series of chambers below ground.
The houndmistress favorite place, the fighting pit, is
a0 Stuated bdow ground; there she watches combatants
battle to the death and sometimes enters the fray herself
to punish faithless subordinates.

31. Caravansary

The West Gate is the major departure point of
caravans bound for Mullis Town. The Mithril
Caravansary, a sprawling structure, contains fadilities for
incoming and outgoing caravans — stables, dormitories,
storage space, baths and a hiring hall for caravan guards.
It also houses a crack team of customs inspectors who
inspect and approve al goods entering or leaving the
city. As with ships, caravans must provide detailed
manifests, listing all cargoes. Spot inspections keep
caravan magers honest, and heavy fines or imprisonment
await those merchants whose manifests do not match
their actud goods.

Many different trading houses utilize the facilities
here; dty officidsinsst that they be shared equdly, with
no favoritism toward any merchant. This policy naturaly
does nat gt wdl with rival Houses Asuras and Bloodhawk,
and tenson between the two Houses mounts. Once, the
Houses prepared Smultaneous departures of large caravans
bound for Mullis Town, a"coincidence" that ingtigated
severd brawls and attempts at sabotage. Overwhemed,
authorities now hire freelance adventurers to bolster
security and keep the two groups separate — at leest as
long asthey arein Mithril.

32. West Gate

This massive structure is the main portal into and
out of Mithril. Heavily fortified and garrisoned, the West
Gate can hold off a massive force should the city come
under attack. The garrison normally consists of 50
mercenaries, Behjurian vigilants and low-ranking
paladins, who can be reinforced by another 100. The
twin towers are equipped with heavy ballistae and iron
cauldrons for boiling water, oil or hot sand. Gate
commander Otharia Madtrianus knows theat her forces are
Mithril's first line of defense and demands constant
vigilance from the garrison.

The main gates, three feet thick, are built of
interlocked layers of hardwood and bound with black
iron. Normally left open, the gate is manned by a dozen
fighters who monitor al traffic into and out of the city.
The West Gate is busy day and night, with caravans and
travelers moving continuoudly in both directions.

33. Public Square

A datue of Corean the Avenger standsin the center
of this flagstoned open space, where common Mithril
citizens gather each day. The square primarily functions
as amarket and meeting place, and even in the storm-
ravaged winter months, a few hardy souls, wrapped in
cloaks against the fierce winds, can be seen walking,
conversing or even trading goods here.
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In pleasant weather, the square is usually packed.
Citizens 5t and read, walk together, talk or stand in quiet
contemplation of the heroic statue of Corean the
Avenger. Peddlers and small-time merchants sell
merchandise from carts, booths or blankets spread on the
ground.

34. Pilots Guild

Every ship entering Mithril Harbor must be guided
by a member of this guild. The wood-and-stone building
features decorative images of ships and heroically
proportioned pilots guiding them safely to port. Artisans
carved a gylized ship's whed — the guild'sindgnia—
into the stone lintel over the doors, and ship's wheel
bannersfly at each corner of the Sructure.

Sanctioned and supported by the Corean priesthood,
the guild's pilots also serve as informants, inspecting
vesds and reporting anything suspicious to the cusoms
ingoectors. The pilots charge a amdl feg, ranging from 5
9 for amdl vessdsto 10 gp for large cargo ships. During
the spring and summer, when the wesather is good and
breezes are favorable, dozens of ships are forced to anchor
outside Mithril's seawalls while awaiting their pilots,
who row out to meet themin small skiffs.

Applicants seek guild apprenticeship during the
winter, when traffic is dow. During the cold months,
applicants receive basic pilot training: the layout of
Mithril's harbor, the different vessel types and their
handling characteridics, well-known captains and trading
houses and s0 on. In the spring and summer, gpprentices
accompany journeyman pilots on board ships to obsarve
and assist. After two years, apprentices graduate to
journeyman status and can pilot unsupervised.
Journeymen are promoted to medter datus after 10 years
service and with the other masters approval. The
guildmagter serves for life and is chosen by secret ballot
of dl magter pilots.

The current guildmester Unado Farsan (hum male
expl0, LN) is nearly 80 and consdering retirement. As
might be expected of such a progperous guild, competition
for his replacement is intense, with the various masters
plotting againgt each other, paying bribes, looking for
blackmail materid, praising fdlow magters to their faces
while spreading rumors behind their backs and so on.

Several observers think that the candidates have
actudly gone mad, hiring rogues to shadow each other,
sending operdives to ged incriminating evidence, having
rivals beaten and the like. Word of these antics has
reached Derigesh, who wants to gop the excesses without
offending the powerful guild. To this end, he has called
upon citizens and neutral parties to discourage the
competition — guarding candidates homes and persons,
finding out who has been breaking the law in pursuit of
the guildmagter's position and reporting on their excesses
so that Derigesh can quietly dispense justice without
disturbing the proceedings. Some masters object to this
and use outright violence againg those they see disupting
their campaigns.



Otharia Mastrianus

Madtrianus is a rarity in Mithril: a paadin with
the inherent spellcasting abilities of a sorcerer. A
valued asset, she commands one of the most
important approaches to the city: the West Gate.
Silver-haired and violet-eyed, she is one of the
mog griking of Mithril's paladins and dmost aways
wears her shining, enchanted plate armor. Corean's
compass rose of longswords graces her helm and
breastplate, as well as the pommel of her sword,
Titansbane.

Despite her devotion to the city and her god,
Mastrianus maintains a discreet and, so far, chaste
relationship with the ranger Maxar, an officer of
the Behjurian Vigil. Both know that their romance
cannot interfere with their important duties, but as
time passes and their importance to one another
grows, the lovers grow more conflicted. The
Penumbral Pentagon's agents have discovered the
romance, and Dar'Tan wonders if he can use this
knowledge to his advantage.

Otharia Mastrianus, Commander of the
West Gate, Female Human, Pal10/Sor5: CR
14; SZ Medium Humanoid (4ft., 9 in. tdl); HD
10dIO-20 + 5d4-10; hp 51; Init 0 (0 Dex); Spd 20
ft, AC 26 ( + 13 amor, +3 shidd); Attack
+15/+10/+5 meee (falchion 2d4+3), or +11/+6/+1
ranged; SA Smite evil, turn undead; SQ Aura of
courage, detect evil, divine grace, divine hedlth, lay
on hands, remove disease (3/week); SV Fort +6, Ref
+5, Will +49; AL LG; Str 17, Dex 10, Con 11, Int
13, Wis 15, Cha 19.

lls: Alchemy +7, Concentration +4, Craft +
15, Diplomecy + 17, Hed +8, Knowledge (arcana) +9,
Listen +2, Professon +12, Ride +3, Scry +8,
Spesk Language +2, Spot +2, Wilderness Lore +5.

Feats: Comba Reflexes Craft Wand, Empower
Spel, Expertise, Extend Spell, Lightning Reflexes,
Mounted Combeat, Power Attack.

Possessons Ananya'sPlate, targeded shidd +1

Paladin Spells Per Day:2/2.

Sorcerer Spells Known (6/3/2):

0 — detect magic, ghost sound, prestidigitation,
ray of frogt, read magic, resistance.

1st — charm person, comprehend languages,
identify, spider climb.

2nd — bull's strength, ghoul touch.

Ananya's Plate: Thisis a suit of +5 full plate
armor, but when worn by a multiclassed paladin/
wizard or paladin/sorcerer, its chance of arcane
spell failure drops to 10%. The heroine Ananya,
who like Mastrianus was a paladin/sorceress,
originaly worethisarmor.

33

CHAPTER THREE: THE CITY

P N, o S i, " W e

35. God Street (aka the Sacred Path)

While Corean worship dominates Mithril, Scarnisa
world where the gods are a very real and substantial
agpect of daily life; as such, none can be totaly ignored,
even the wicked ones. The priests and padadins grudgingly
acknowledge this condition and maintain this area,
dedicated to deities both friendly and hostile to Corean's
vison. The temples here are more modest versions of the
magnificent structures maintained on the heights in
Temple City. These temples are kept in good repair and
are well atended to. However, paladins and Coreanic
priests who patrol the region and keep the peace watch
for worship of the gods of evil dignment. While the three
evil gods are not represented on God Street, the priests
have no choice but to acknowledge them and have
dedicated three modest shrines to them in Temple City
(seelocation 84).

A.Madrid

A white-painted, vine-covered iron fence surrounds
the Angd of Mercy's house, the mogt beautiful temple on
God Street. In spring and summer, the colorful blooms
cover the vines, making the entire temple seem like a
lush garden. Above the gate are twin, crossed spears,
with a goray of enameled peacock feathers fixed at their
juncture. Inside, the grounds are pleasant and green,
maintained by the priestess Uthiel Madridla (see Chapter
7) and her two acalytes (hum male dr2, NG). Two sacred
peacocks wander the grounds, occasionaly startling
passers-by with their ear-splitting shrieks. The white
marble temple accommodates up to 20 worshipers and
includes small but comfortable living quarters for
Madriella and the two young acolytes. Services take
place each Madraday, with solemn memorials on
Divinity's Day.

Occasionaly, a skyquill will land on the temple's
roof, stay for a time then depart — a sign that Madriel
continues to watch over her flock. Seeing one of these
wondrous crestures is considered a greet blessng by the
worshipers of Madrid and other good-digned gods.

The paadins and priests of Corean consder Madriel
and her worshipers their key alies in the city, though
they fed that the goddess neutrd aignment encourages
ome to tregt the law with less seriousness than necessary.
All the same, the priests, champions and worshipers of
the two deities are strongly linked and will defend one
another intimes of crisis.

B. Tanil

Tanil's temple space is dso green, but far more wild
and unkempt than that of her sster Madrid. No manmede
structure stands here; the main temple area consists of a
dense patch of verdant growth surrounded by the
intertwined branches of aspen and silverleaf trees. These
branches part by themsdalves when the faithful agpproach,
and the goddess chaotic good followers worship her in
their own ways, without formal clerical observation or
fixed ceremony. High priest Tandis (see Chapter 7)
overseesthe temple's maintenance and periodicaly sends
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acolytes to conduct services on holy days and to make
sure that the place remains in good condition. Otherwise,
worship of the goddessis|eft to her followers, who treat her
temple with respect and love.

Tanil's worshipers, especidly many of the vigilants
dationed in Mithril, are welcome in city, though paadins
and priests of Corean view their religion as wild,
undisciplined and immature. The vigilants aid in times of
crigs is invauable, however, and Corean's followers
regard Tanil with an indulgent smile or patronizing
chuckle. The Huntress followerstakedl of thisin stride

and have little concern for the good opinion of others.
They are quick to defend others of good alignment,
however; if Mithril is threstened, the goddess faithful
will cometogether asapowerful, if undisciplined, force.

C.Hedrada

A stern and dispassionate deity, Hedrada is highly
respected in Mithril, though not near as popular as the
good-aligned gods. No wall surrounds his temple: a
sngle, unadorned box of dark stone, with the Lawgiver's
sigil, the hammer, inscribed on its double doors. The
priestess Therra Seelheart (humfemclr7, LN) isa
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powerful, grim, dark-eyed woman who wears her somber
gray robes of office with quiet dignity. Both she and high
priestess Vanya Stonefist (see Chapter 7) often serve
as judges in especidly difficult criminal cases or
adjudicate civil disputes — duties that they discharge
mercilesdy and with absolute neutrality.

D. Denev

The gtatus of the lone titan who took the gods sidein
the Titanswar is more uncertain in Mithril than
elsawhere. Derigesh and his priests consider the titan's
neutral status troubling, yet know that she deserves
respect and even, under the right conditions, worship.
Attempting to keep everyone happy, the priests alowed
congtruction of a small but elegant temple here, a
building crafted of dark marble and surrounded by lush
vegetation. This edifice is the only officialy sanctioned
place for worshiping Denev; she is unrepresented in
Temple City. Few citizens of Mithril openly worship
the Earth Mother, but many sailors, merchants and
other visitors hold her sacred and attend regular services
here. Perhaps a dozen Denevites can occupy the small
temple a one time, under the guidance of druid Nyaella
(see Chapter 7), who normdly lives in a small apartment
adjoining the temple. Though she reveres Denev,
Nyaella attracts as little attention as possible, realizing
that in worshiping a titan her status in Mithril is
somewhat precarious.

35

Paladins and others who follow a lawful path are
usually at a loss when desling with the Trickster. His
activities in the Titanswar, aiding one side then the
other, made him unreliable in the extreme, but his
capricious and dangerous nature proved instrumenta in
defeating severa titans. Mithril's founders knew that a
temple dedicated to Enkili was sure to cause trouble, but
were equaly certain that its absence would invite chaos.
No official priest oversees this temple, though high
priestess Kalliga Sormwind (see Chapter 7) often spends
her time here.

Enkili's "temple" more resembles a public park at
which vistors are encouraged to add decorations in their
own fashion. A few trees share the landscape with
impromptu sculptures, comical topiary, random flower
arrangements, miscellaneous and often bizarre offerings,
discarded clothing and weapons, the remains of picnics
and more. The only indication that the park is Enkili's
sacred oace is a statue of the god, bearing a great flal and
grinning madly from hislightning-streaked mask.

Worship is whatever Enkili's followers wart it to be,
from quiet meditation to wild dancing, spouting of
nonsensical gibberish, brawls or wild revelry in which
participants drink and cavort, flinging off their clothing.
The paadins generdly sigh, shrug and privately wonder
what they are expected to do with Enkili and his followers,
while Corean's priests do their best to ignore the
Trickster's existence and influence.
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Skyquill: CR 6; SZ Medium-size fey; HD
10d6; hp 35; Init +10 (+6 Dex, +4 Improved
Initiative); Spd 30, fly 100 ft; AC 16 (Dex); Atk
+9/+9 melee (1d3 hand); SA Quills, spray colors;
SQ Adhesive glands, cause fog, create cloud, create
rain, darkvision (80 ft.), voice of the butterfly; AL
NG; SV Fort +3, Ref + 15, Will +8; Str 8, Dex 22,
Con 10, Int 11, Wis 12, Cha 22.

ills: Animal Empathy +13, Escape Artist +
12, Move Silently +10.

Feats Improved Initiative, Lightning Reflexes.

SA — Quills (Su): By flapping its wings and
releasing its quills, the skyquill showers its opponent
with a 15-foot cone of rainbow-colored needles.
Targets must make a Reflex save (DC 16) or be
struck by 1d3 random needles. Red: Target
overcome with love for the nearest cresture of the
appropriate sex and similar (not identical) race/
species for 2d4 minutes. Orange: Victim must
make DC 15 Fortitude save or be overwhelmed by
hunger for 2d4 minutes. Yellow: As orange, but
victim is overcome by thirst. Green: Target must
make DC 15 Will save or is overcome with curiogity
about her surroundings for 3d6 minutes. Blue:
Target must make DC 15 Will save or be overcome
by feelings of peace and contentment for 2d4
rounds. Violet: Target must make DC 15 Will save or
deep for 2d4 hours.

SA — Spray Colors (§): The skyquill can
shoot a 20-foot cone of rainbow colors. Anyone
struck must make a DC 15 Fortitude save or be
blinded for 1d8 rounds.

SQ — Adhesive Glands (Ex): The pams of the
skyquill's hands and the bottoms of its feet exude
an adhesive that alows it to cling to surfaces and
hang upside-down.

SQ — Cause Fog (§): The skyquill can create
a magical fog once per day that covers a 40-foot
radius and obscures al forms of vision for 2d4
minutes.

SQ — Create Cloud (¥): Skyquills can create
10 cubic feet of clouds per round.

SQ — Create Rain (Su): The skyquill can, in
combination with its create cloud ability,
generate gentle showers for 1d6 hours.

SQ — Voice of the Butterfly (Ex): Skyquills
can speak with and understand butterflies.

36. The Champion's Playhouse

A knockabout theetrical troupe, the grandly named
Ghelspad Players, found itsdf stranded in Mithril and
nearly broke. Pooling their resources and changing their
name to the Coreanic Troupe, they bought this
ramshackle building and transformed it into their
permanent home. Under the guidance of their irascible
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and aging agemagter Leod Calagh, the Troupe presents a
wide range of productions: solemn rdligious processions and
recregtions of Coreanic legend like "The Defeat and
Inglorious Desth of the Titan Golthagga, Called the
Shaper, by the Jugt and Mighty Hand of Great Corean”;
heroic tales of pagt glory like "The Famed Exploits of Sir
Grifos, Beoved of Corean and Implacable Foe of Vangd
the Cursed"; tragic romances like "The Doomed Love of
Chdea and Parbian”; and comedies like "The Pirate, the
Wizard and the Orcish Courtesan." Currently, Calagh
has written and produced a grand adventure play about
the battle between the Vigilant's crew and a dire shark.
He hopes that this will mark a turn in the Troupe's
fortunes, but he's dready deeply in debt and unlikely to
earn it all back — eveniif the play isahit.

Leod Calagh

Calagh is loud and bombastic and endlessly
boasts that his next show will be his grandest and
most successful. He lacks any refined business
skills, though, and his Troupe remains in debt,
despite the success of various shows. Despite
Cdagh's limited financid acumen, he is a magterful
producer, overseeing the creation of marvelous
sets, costumes and stage magic, which is perhaps
the problem. These excessive production values
cost the Troupe a great deal. Calagh will never
compromise, insisting that every production be
given hisbest personal attention.

Leod Calagh, Stagemaster of the
Coreanic Troupe (formerly the Ghelspad
Players), Male Human, Expl7: CR 12; SZ
Medium Humanoid (5 ft., 1in. tal); HD 17d6+34;
hp 102; Init +5 (+5 Dex); Spd 30ft.; AC 15 (+5
Dex); Attack + 13/+8/ +3 melee (rapier 1d6+l), or
+17/+12/+7 ranged; SV Fort +7, Ref +10, Will
+14; AL CG; Str 12, Dex 20, Con 15, Int 13, Wis
14, Cha12.

ills: Bluff +10, Diplomecy +8, Disguise +19,
Escape Artist +6, Forgery + 15, Gather Information
+9, Hide +5, Intimidate +5, Intuit Direction +20,
Knowledge (history) +21, Knowledge (religion) +
17, Listen +4, Move Silently +5, Profession
(acting) +21, Ride +12, Speak Language +2, Spot
+4, Swim +3, Tumble +6.

Feats: Alertness, Iron Will, Martiad Weapon
Proficiency (rapier), Toughness, Skill Focus
(Profession/acting), Skill Focus (diplomacy).

As arule, the Troupe's plays are well attended,
especidly those with lots of swordplay, blood and illicit
romance. Derigesh and Barconius occasionaly attend
the more serious productions, particularly those of a
religious nature. Despite this success, the theater remains
in disrepair, and the actors forever grumble about their
minimal pay. Calagh's limited business acumen leads
him to spend far too much on props, sets, costumes and
bad playwrights; to hireincompetent contractors; and to



otherwise mismanage the Troupe's funds. Still, Cdagh is
an outstanding director, and most of the actors remain
begrudgingly loyd to him.

Plays are enacted on one of three stages: the Grand
Sage, which seats 500; the Lesser Stage, which seets 200;
and the Least Stage, which seats 100. Admission ranges
from a copper for standing room to 50 gp for the Grand
Stage'sroyd box seats.

Many claim the theater is haunted. The spirits of old
actors reportedly wander the place, acting out roles from
forgotten plays. Normally, the novelty attracts patrons
hoping to catch a glimpse of the restless spirits, but recent
stories center around mysterious attacks by a scythe-
widding phantasm. Cdagh is torn; he sometimes feeding
the rumors adding embellishments of his own to attract
the curious, but is afraid that the spectre is red and might
one day actudly kill apatron.

37. Boats

Boatwright and master craftsvoman Amia Severia
(hum fem comb, LG) has built boats of dl szesfor nearly 50
years. She specidizes in the small, single-masted
fishing boats called feluccas that dominate Mithril's
fishing fleet. Severids top-of-the-line felucca cogts 7,500
gp, but these vessds are rightfully known as the best of
their kind. Less-expensive models are available, and
Severiaiswilling to work with customers, dlowing them to
purchase a fine vessd in exchange for a cut of future
profits. Consequently, Amia has become quite affluent,
though she seems less interested in riches than in
perfecting her craft and making even better, surdier and
more durable vesds.

38. Fishmonger

Known contemptuously as "The Admira" by his
neighbors, Dru Mdsh (hum male brd.2, CN) is a source of
many tall tales about the sea, can sing a decent shanty
and offers afair price for fish. He lives done with his one-
eyed cat Kraken. His home adjoins his open-air fish
market and smells of his wares. Nevertheless, Melsh
keeps the place scrupuloudly tidy and has gathered an
interesting collection of flotsam, jetsam and objects
hauled in by fishermen. He daims that a golden mermaid
statue, worth at least 500 gp, is an artifact from the
ancient, nameless empire that once ruled this region.
The remnants of a Cdagtian admird's uniform, a corroded
helmet of unknown design and a number of smdl statues
(possibly of titans) are also prominently displayed on
Mdahswdls

In redlity, Melsh was a flotilla commander of the
Calastian Navy and almost drowned in the Blood Sea
after a disastrous battle with a corsair fleet. He washed
ashore near Mithril and was taken in by the paadins, but
his memory of his old life was gone, replaced by vague
recollections of life as a common mariner. His tales and
sea songs are remnants of his adventures as a sea cgptain,
and many of them are true if somewhat exaggerated or
distorted. Adventurers may derive valuable cluesto
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treasure, lost civilizations and the secrets of the Blood
Sea from the Admiral, or they may discover his true
identity and help him recover his log memories. Mddh's
true name and statistics are left to GMs, but he was a
living legend among his fellow Calastians. It is also
entirely possible that he is wanted by the Veshians, who
areallied with Mithril against Calastia.

39. Sailmaker

The seamstress Rhema Faen (hum fem coml, CG)
has been Grafting canvas sails for as long as anyone can
remember. Though a wizened old woman, blind in one
eye and dmost completely desf (she hearswith thead of an
ear trumpet, but even thisisfailing her), she continues with
her trade, asit isdl sheknows.

Faen supplements her income by taking in boarders.
Her granddaughter Maricha (hum fem con2, CG) takes
care of the place and cooks for guests. Quiet and
unassuming, Maricha aids Feen with her sewing, but has
little interest in taking over the trade when her
grandmother finally dies.

Faenisasource of endlesstdes, rumors and legends of
Mithril, the Blood Seaand the Titanswar. She claimsto be
over a 100 years old and remembers her childhood in the
chaotic decades following the war's end. She has heard
dories of log treasure, mongers, ancient kingdoms and
mythica mariners — some of which may actualy betrue.
She has a soft spot in her heart for mariners and
adventurers, for she has loved many over her long life.
Such individuals pay as little as 2 p per night for gpare if
comfortable rooms and Marichas fare, which is smple
but satisfying. Faen's granddaughter has proved another
lure for adventurers, for she is pretty and yearns for
adventure beyond her grandmother's world of labor and
memories.

40. Hiring Hall

The Mariners Guild (see location 17) is one of the
most influential groups in Harbor City, as it controls
access to common sailors, navigators and other crewmen.
Guild rules state that any captain in need of crewmen
must obtain them at the Hiring Hall, though some cash-
strapped owners often hire directly from waterfront inns
and rooming houses. Circumventing the Guild is
hazardous, as it can declare certain ships, owners or
captains off-limits and prevent them from hiring Guild
members. The current guildmaster is the veteran sea
captain Hydoram Skysail (hummale expl3, CG).

The Hdll is alarge, busy structure, with al kinds of
mariners coming and going and around-the-clock activity as
captains, merchants and ship-owners seek to fill out
crews or replace missing personndl.

41. Clocks, Chronometers,

Spyglasses, Sextants

Clockmaker Uli Gearhammer (dwarf male expl6,
CN) stowed away on an Ankilan merchantman several
years ago, hiding from ajeal ous hushand (the identity of
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his lover remains a tightly guarded secret). He was
discovered and gected from the ship in Mithril, where
he settled, turning his somewhat demented mind and
mechanica expertise to the production of items useful to
mariners and navigators.

Gearhammer's designs are eccentric, with eaborate
flourishes and decorations, engravings and runic
inscriptions. They are, however, sturdy and rdiable, and
his work fetches high prices. That his items randomly
and inconggently reved unusud properties, well beyond
what they were designed for, betrays Gearhammer's
srange genius. Gearhammer's oyglasses sometimes see dll
the way to other continents or planes, for example, or
enable their users to see through walls. Sextants not only
help determine a ship's location, but also magicaly plot a
ship's course. One tae spesks of a spring-wound clock
created by Gearhammer that actually had the power to
reverse or advance time by a small amount, and this
attribute has gained the attention of Darakeene's
chronomancers.

Gearhammer is widely thought to be somewhat
med. His eyes are wild. His beard is daborately braided
with gemstones, gears, lenses and smal tools, which he
plucks free as he needs them when working. He speaks
with great erudition and knows severa languages, but
has been seen wandering the streets, waving his ams and
muttering to invisible companions. Gearhammer
considers himself a great lothario, but as there are few
other dwarves in Mithril, he lavishes his attention on
various human women; because he prefers those who
resemble dwarves themsdves, mogt of his inamorata are
happy for the attention.

42. Public Market

Each day, rain or shine, in weather fair or foul,
Mithril peddlers and small merchants set up shop in this
square. A number of permanent booths exist and can be
rented from the city for 1 p per day. Almost any steple
can be purchased here: food, clothing, equipment and
even low-quality weapons or armor. The place is dmost
aways packed with patrons, more now that Mithril's
economy has begun to falter and commoners are forced to
purchese essentiads a reduced prices It is, of course, a
pickpocket's paradise, and although mercenary guards
constantly patrol the place, petty criminas abound.
Some peddlers are actudly fences, in fact, trafficking in
"logt" or "used" items. From time to time a visitor may
find that an item stolen only moments before on sdle a a
nearby table.

43. The Flayed Corsair

A vey colorful example of Mithril's waterfront bars,
the Corsair entertains a wide assortment of clients, from
ordinary sailors and dockworkers to colorfully clad
adventurers and exotic visitors in wild, foreign garb.
Nonhumans are a common sight here, as some dwarven
and even elven merchant vessals dock on Stormside.
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The Corsair's interior is dark and friendly, with
mementos and artifacts hanging from the ceiling or
displayed on the walls: fragments of wrecked vessals,
anchors, ship's wheels and rudders, bits of net, floats,
mounted fish, pictures of famous corsairs and sailors,
weapons and the like. Ale is cheap (a copper per mug)
and abundant, as much of the Corsair's stock is skimmed
from the cargoes of incoming vessds by their crews, who
give it to tavernkeeper Howan Treath (hum male con,
CQG) inlieu of payment for their meals and drinks.

44. Shacktown

This dum reveds the darkerface of Mithril. Located
aong the city's eastern shordine, Shacktown is exposed to
the ements and unprotected by the Windward Wall. A
mixture of old and unstable buildings, impromptu
shelters, lean-tos and camps built on the ruins of old
gructures, Shacktown seefew patrals, leaving itsresidentsto
keep order as best they can. The Golem's protection
means little to these people, who are forced to make their
living through alms, odd jobs, trade and petty crime.

Severa gangs contend for control in Shacktown:
the Bloody Hand, a group of toughs under the leadership
of blind ex-pirate Dailus Brun (see location 46); the
Miser Jackals, a loose confederacy of small-time thugs;
and the Creepers, who specidize in extortion and violent
murder. The paadins, of course, despise the gangs and
constantly call for charity toward Shacktowners, but
Mithril's growing population makes this difficult. City
guards periodicaly sweep the place, but most residents
keep mum about the gangs and their members, fearing
reprisals, for the gangs return as soon as the authorities

depart.
45. The Bawdy Wench

Shacktown has its taverns and public houses just
like the rest of Mithril, but Shacktown's establishments
lack safety and coziness. The Wench, one of the more
popular dives in Shacktown, has relocated severd times
over the past decade, as old addresses collapsed, burned or
suffered impromptu demolition. Innkeeper Dar Venyos
(hum male com6, CG) smply removes his Sgn — arisque
image of an unclothed, well-endowed woman sarving de
— dttachesit to anew location and opensfor business.
The Wench has called this thatch-roofed building home
for the past six years— thelongest inits history. Inside,
Venyos, his son and two daughters endeavor to keep the
place clean, furnishing it with cast-off chairs and tables.
They buy cheap dcohol from merchantsin town and
serve food that ranges from gamehens (in prosperous
times) to rats (in lean times). Mogt often, fish stew with
black bread congtitute the day's meals — smple but
filling for 1 cp per bowl. Alcohol served hereisamost
aways bad, though the residents of Shacktown don't care
too much aslong asit renders them insensate



46.Dailus Brun

Far removed from his days as a successful pirate,
Dailus Brun (hum male war 10, LE) today oversees the
activities of the Bloody Hand from this smal stone keep,
one of the few remaining structures from Shacktown's
early days. Severd elite Hands guard the keep. Naklium
the Cutlass, who once served as Brun's first mate on the
pirate barque, the Plunderer, commands the men. Brun,
now over 60 and completely blind, rarely leaves the keep,
remaining inside, bundled in blankets beside a roaring
fire (even in summer), issuing orders to members of the
Hand and counting his money (he can tell the difference
between metas by touch aone).

Brun does not consider himsdf a crud man and feds
that the poor of Shacktown would fare better under his
direct control. His thugs provide what he believes are
legitimate need-based services: protection, vice and the
provision of illegd items and services. If other gangsgetin
the way, the Hand is obligated to defend itself. He iswell
aware of how far his fortunes have declined, but he is
pragmatic, feeling that a human must provide for
himself and not depend upon the gods. He is therefore
agnostic, which is an unusua philosophy in a world
wheregodslive

47. East Gate

Rising above the dums of Shacktown, the East Gate
was once a magnificent portd, alowing the passage of
traffic into and out of the city and protecting Mithril
against attacks along the coast. Though somewhat
rundown and neglected, it still stands astride a major
defensive position. Its wall, cunningly fitted gray stone,
sretches from the gate to the heights of Temple City and is
regularly patrolled, but asis true about most of Sormside, the
qudity of those patrolsis questionable.

Twin towers flank the gates, which are usually left
open, day and night. About 100 low-quality mercenaries
serve here, and duty is not plessant. The gete itsdf boasts
two heavy bdlistae and sufficient ammunition to hold its
own for severa days, but the engines are in poor repair
and may malfunction at inopportune moments.

Authorities are not unaware of the problems on this
end of the city, but other concerns have higher priority.
Thus, improvements to the East Gate are constantly
postponed. Barconiusis determined to eventually attend to
the problems of the gate himsdf — and of Eastside in
genera — but his good intentions have yet to manifest
action.

48.Mirt Thassel

Ostensibly the ordinary and somewhat rundown
home of laborer Mirt Thassd (see Chapter 7) and his wife
Sharna (humfem com?, CN), this building actudly sarvesas
the nerve center for the growing Cult of the Golem.
While expanding his basement two years ago, Thassdl
accidentaly opened a long-sealed chamber, wherein he
discovered ancient murds of the Mithril Golem in bettle
with the titans Gaurak and Kadum. Most amazing of dl,
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he found a statue of the Golem itself in a standing
posture, nearly twice the height of aman.

Since that day, Thassdl has taken it upon himsdf to
spread what he considers the True Word. He proclaims
that, far from being a mere tool of the gods, the Mithril
Golemisactudly agod itsdlf, dumbering on the heights of
the city, ready to awaken and defend its chosen people
should evil again threaten. Joining with others of similar
faith, Thassd transformed the chamber below his house
into atemple dedicated to his new god.

This god has no name save "Golem," and the ranks of
its followers have swollen over the past two years.
Thassel's temple has become an important gathering
place for the faithful, and Thassel himself has been
proclamed a high priest of the cult. In the badly patrolled
and lawless environment of Shacktown, the cult
flourishes, and Derigesh is unaware of the existence of
ThasH's temple. Each Corday (the new god's sacred day,
despite its being named for one of the so-called "old
gods") an hour before midnight, dozens of cultists enter
the house and troop into the underground chamber.
There, solemnly intoning their devotion to the new god,
they receive wisdom from Thassel, whose oratorical
skills and authority have grown enormoudy.

On other days, Thassel walks the streets of
Shacktown, cloaked and bearing a staff carved with the
imege of Golem. His gpeking voiceisloud and impossbleto
avoid, and he has been whipping up crowds of followerswith
his vivid speeches. Savera amdl riots have resulted from
Thassd's exhortations, but so far the paladins have been
unable to identify him positively, and no one has made a
connection between the charismatic firebrand and the
quiet laborer Mirt Thassdl.

No one, that is, save the priest Lindoros, who
secretly pulls the strings of the Cult of the Golem in
Mithril. Supremely arrogant, Lindoros believes that
Thas is a mindless dupe and is perfectly willing to use
him and his followers to destroy the Shining Council and
take power in Mithril for himself. Thassel is made of
sterner stuff, however, and will not take well to being
exploited by an unbdiever.

Is Thass truly a cleric or a charlatan? Is the Golem
truly a god, or are the cultists al deluded? If Thassel
possesses powers, where do they come from? While it is
possible that the Golem has become a true deity, it is dso
possible that another god, mogt likely the trickster Enkili,
grants Thassel powers as a joke, hoping to sow mayhem
and chaos throughout a city dedicated to a lord of law.
Lindoros cares only that Thassd serves his purpose.

49. Mykisthe Enfor cer

The Goblin Bears gang leader, Mykis the Enforcer, is
in redity far more than a mere petty thug; he is the
penumbral lord Shan Thoz (see Chapter 7), one of
Dar'Tan's most trusted operatives. Stinging from his
bitter rebuke at the hands of High Priest Derigesh,
Champion Barconius and their dlies, Dar'Tan congtantly
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plots revenge againg the city that drove him out, and his
agents remain active, particularly in Stormside's lawless
regions. The Goblin Bears themsdlves are a minor gang;
they hire out as enforcement for other gangs, accept
bribes from mercenary guards and shake down peasants
for coppers and slvers. Thoz himself could not care less
for his followers, but plays the role of a brutish gang leader
with relish.

This home, a medium-size, whitewashed, thatch-
roofed cottage, conceds a hidden underground chamber,
where Thoz performs secret rituals and communicates
with his master through scrying stones. He has amost
completed a summoning circle that he intends to use to
cal upon servitor spirits and demons to wreck havoc in
Mithril. He has dso placed severd high-levd minions at
various levels of Mithril society and is ready to oversee
whatever mischief his master commands. So far, DarTanis
content to gather information on the city's wesknesses, but
he is preparing to strike soon, intent on weakening
Derigesh's hold on the city, preparing Mithril for his
vengeance. When that happens, Shan Thoz and his
followerswill be at the forefront.

50. Coffeeand Tea

Mild-mannered, polite Varaeth Smanus (hum male
comb, LG) sdls all sorts of teas and concoctions from
digant lands. Highly desrable in luxury-starved Mithril,
these items fetch high prices (teas cogt from 2 g to 10 gp
per pound), but Simanus never lacks for business. A
recent addition, coffee from Termana, has proved
enormoudy popular, with severd mgjor paadins buying
large quantities and growing both nervous and cranky
should Simanus ever be out of stock. Some more
conservative Coreanigts have condemned coffee as being
another vice like strong drink, but so far Mithril society
seems to look favorably upon the beverage, and some
claim it is a gift from Corean to keep the faithful awake
and dert. Those who condemn coffee take the opposite
view, that it is a curse sent by Vangd to disrupt the holy
city, but this particular view remains unpopular.

The new beverage's popularity has not gone
unnoticed by such crimina organizations as the Bloody
Hand. Simanus latest shipment, severa hundred pounds of
beans, vanished from its warehouse. His current stock
amost depleted, he has been forced to charge high ratesto
meet expenses. Suddenly, coffee appeared on the
black market, severely undercutting Simanus and
threatening his business. He judtifiably suspects that the
new coffee is actudly his stolen shipment and cals upon
adventurers to find out where his coffee is hidden and
who isresponsiblefor the theft.

51. lllura's Gate

Named for the most famous of Mithril's founding
paladins, lllura's Gate controls access from Harbor City to
Temple City. It was constructed of a single mass of pure
white marble, raised in amighty ritual led by lllura hersdf,
dong with severa high-ranking derics of Corean.
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As access between the two halves of the city is normaly
unrestricted, its massive oak-and-iron gates remain open,
guarded by asquad of low-ranking paladins.

Illura gained fame by holding the divine armies
together after the war and becoming the first Champion
of Mithril. She persondly led araid againg the penumbra
lord Zaxan Vul, destroying the crystal that controlled
the wizard's demon legions, resulting in Vul's death at
the hands of his own minions.

52. Sage

This neat, well-maintained structure is home to
Kabla Tythorius (hum male expl1, NG), aVeshian scholar
living in semi-retirement and studying the history of the
Coreanic faith and its role in the Titanswar. He has
accumulated thousands of books, scrolls and parchments
and keeps them carefully sorted and cataloged. Because
Tythorius is one of the leading historians in the city,
many consult him on numerous subjects—from humble
travelerslooking for maps or informetion on loca cusomsto
Derigesh seeking details on the Toe Idand Firates, the orc
tribes of Lede and Mithril's other enemies. Tythorius does
not charge for this information, but is very hard to meet
without an appointment — and he's booked up for nearly
ayed.

53. Mithril Lake

This small but deep lake has existed since before
Mithril's founding and is unpolluted by the waters of the
Blood Sea. It provides much of Mithril's fresh water and
appears to be fed by an underground river. A squad of
guards keeps watch over the lake; should the lake be
poisoned or fouled by an enemy, the results would be
devastating. The shores of the lake are popular with
Mithril's citizens, who visit the lake to relax, picnic or
court romance.

Severa stories circulating around taverns claim
that several young lovers who visited the lake at night
have vanished without a trace, sparking rumors of
monstrous cregtures emerging from the water and carrying
off victims. Magicdly aided divers have investigated the
lake but discovered nothing, though its extreme depths
prohibit acomplete exploration.

54. Nabila Silver heart

The most powerful sorcerer in the city, the mysterious
Nabila Slverheart (see Chapter 7) currently serves as Ligt
Mistress of the Guild of the Shadow, Mithril's officia
organizaion of spdlcagters. Unlike guild mistress Danye
Blackburn, an dlitist wizard with a known prejudice
agang sorcerers, Siverheart prefers to live in the crowded
and teeming quarters of Harbor City. Her tower, dender
and crafted of white and blue marble, rises gracefully
above the |abyrinthine streets to a height of amost a 100
fedt.

Siverheart's tower seems undefended. It rises directly
from the street, and its main door is located atop a short
staircase that winds to alanding afew feet above the



ground. As with mog things wizardly, however, gopear-
ances are deceiving. The door is not redlly a door at al,
but a facade intended to deceive thieves. Anyone who
steps onto the landing triggers a magic mouth spell that
says, "You have not been invited. You have to the count
of three to leave, before you are killed." Most unwanted
visitors depart before "one" is uttered. Those who ay,
however, encounter a 10d8 fireball. Anyone who sur-
vives this attack and persgtently or foolishly attempts to
tamper with the fake door then triggers a 15d8 lightning
bolt.

The red entrance is esewhere and magicdly con-
cedled. No one save Derigesh and severa influential
priests, paadins and leaders of the Guild have seen the
interior. Silverheart tends to keep to herself, remaining in
the tower and doing her research. Sometimes a blue
nimbus of lightning dances around the tower or strange
lights flash @ its windows, but most citizens steer clear of
the place, knowing of Silverheart's powers and being
somewhat fearful of her unknown past and haf-elven
heritage.

55. Entrance to the Catacombs

One of the firg problems faced by Mithril's founders
was, quite Smply, what to do with the deed. The confines of
Mithril's peninsulawere such thet extendive cemeterieswere
not practica. Cremation was greeted with suspicion; because
primitive tribes practiced it, many considered it somewhat
savage and backward. Burial at sea was unthinkable;
the blood of Kadum discolored nearby waters, and the
Coreanic priests refused to dispose of bodies in such a
foul and unholy substance.

Eventudly, when the accumulation of corpses began to
threaten public heslth, Mithril began congtruction of a
vast network of catacombs. The work was gruesome.
Motivated by both the threat of contagion and their
respect for deceased comrades, the founders created the
firg of the catacomb networks that were to grow with the
city. Until their later defilement at the hands of the
penumbra lords, the catacombs were a place of tranquil
repose and hallowed rest.

For generations the catacombs served their origina
purpose as a place of fina rest for the city's inhabitants.
The catacombs were peaceful; carefully designed light
shafts and magical flames kept the hallways bright and
fresh. Rainwater catchments and fungal gardens
functioned as smal dcoves where weary visitors could
rest. Students often journeyed there to collect their
thoughts or find a quiet place to study. All in al the
tunnds were dmogt a second city (one that would later
have new "residents"). lllura, Aregian, Razian and other
heroes were al interred here, and their tombs marked
places of solemn worship and contemplation.

The Penumbral Pentagon changed the catacombs
datus as a place of rest. In along, bloody battle, a young
Barconius drove the Pentagon from the city, but the
conflict shattered vast dtretches of the tunndls, caved-in
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and cut off many areas, and rendered some regions unsafe
and uninhabitable. Many people still shun and avoid
those portions of the catacombs, now known as the
Penumbral Pentagon Ruins (see location 56).

Today, Mithril still uses the catacombs for burias,
but the catacombs old status has been lost forever. New
tunnels are periodically excavated, but engineers are
running out of room. Only the wedlthy and influential
are interred here now. Other citizens of Mithril must
resort to the once-shunned practice of cremation.

56. Penumbral Pentagon Ruins

The Penumbra Pentagon used this section of the
catacombs as its base of operations until Barconiuslead an
assault to drive them out and killed three of the five
penumbra lords.

Mithril sealed the entrance to the ruins and posted a
regular guard. Until the past year, mithril knights and
vigilants were assigned, but they were rotated off the
duty. The Crows now watch the area

Stories about shadows flitting around the entrance
and strange sounds coming from beneath the city are
common, but so far no solid evidence of supernaturd or
undead activity has emerged. Criss-minded authoritiesin
the city claim that trouble is brewing and have
demand that the Behjurian Vigil and Order of Mithril
cleanse the ruinswhile theré'stime.

The ruins themsdves are extensive, encompassing
nearly one-third of the old catacomb complex. The
Crows, typicaly a squad of five 3% level warriors, warn
away anyone who approachestoo closdly.

57. Aregian'sGate

Named for another of the city's founders, this gate
was raised asasingle mass of green marble. A garrison of a
dozen low-level pdadins serves here, kegping an eye on
treffic between the two sdes of the city. Its great green-
painted doors normally remain open. Aregian himself
was famous for defeating the champion of the proud in
single combat, back when that race had threatened to
wipe out the fledgling settlement of Mithril.

58. Fortuneteller

Tyrisa Badina (hum fem adp8, CG), an exatic, raven-
haired Ubantu woman, foretells her customers destinies
using cards, dice, bones and the traditional crystal ball.
Many citizens, including wealthy merchants, seek her
advice, and most speak highly of her powers. She has
since prospered, even surviving an accusation by the
paadin Intarus, who claimed she was a witch in league
with dark powers After passng dl tests demanded by the
priests, Badina returned to her business — her reputetion
only enhanced by the controversy.

Badina has suffered disturbing visions lately —
foreseeing the unpleasant deaths of several clients.
Unfortunately, as these predictions have proven al too
true, she begins to doubt and fear her own powers.
Having now seen her own death in the cards, adesperate
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Badina seeks a band of outsders seen in a vison, whom
another casting suggested might be able to help her.

59. Razian's Gate

Razian was a low-level paladin who, during the
Titanswar, dew the woodwrack dragon Xax with a Sngle
blow. Though Razian aso perished during the deed, the
people proclaimed his feat a Coreanic miracle and
elevated him to heroic status, naming this black marble
gate his honor. Like the other gates between the two
halves of the city, a squad of paladins mans the dways-

open gate.

60. Charms and Talismans

Kashia the Sea Witch (hum fem wiz8/sat4, N) sdis a
wide range of amulets, charms, brooches, necklaces,
rings and other gewgaws — from simple charms to aid
fishermen and sailors to potent magical devices that
confer bonuses to saving throws, amor cdlass, atack rolls
and so on. A talented artificer, she crafts many of the
items hersdf. Prices range from a few slvers for nonmegica
charms to hundreds of gold piecesfor theredl thing.

Kashia typicaly purchases small objects, bits of
flotsam and junk that wash up on the beach, from
beachcombers and urchins. A few weeks ago, one such
collection yielded something unusual: inside a ball of
corroded rusted metd, she discovered an amulet crafted
from some kind of silvery metd. Her own examination of
the item showed it to be quite magical, but she was
unable to determine its exact powers. A few days later,
Kashia killed a betlike cresture that had entered her shop
and tried to fly away with the amulet, so she now wonders
exactly what the item is and who wants it so badly.

61. Netmaker

Basdus Seaharvester (hum male exp?7, NG) crafts the
finest fishing nets in Mithril. He sells them at quite
reasonable rates and makes a comfortable living. Those
who fish using Sesharvester's nets claim that their caiches
are higger, and the Monitors who carefully measure and
weigh hauls of fish have confirmed this boast. No one is
certain why this happens, but the netmaker continues to
enjoy a brisk trade and progpers. Sesharvester daims that
his success comes from understanding the trade, for he
periodicaly goes fishing himsdf, invariably returning
with a full load, which he distributes free to the poor.
Though some of the authorities have questioned his
methods — going S0 far as to suggest that he has unknown
magicd abilities — Sesharvester's charitable works keep
the paadins and Coreanic clerics happy.

Seaharvester's success is not entirely due to the
qudity of his wares, he is a skilled netmaker, true, but he
does indeed have supernatura help. His trips to sea serve
the dual purpose of gathering fish for the poor
(Seaharvester truly is a kind-hearted man) and meeting a
beautiful sea witch whom he rescued from another
fisherman's nets years ago. In return, the ethered cresture
took Sesharvester as her lover and taught him spells with
which to enchant his nets. He carefully keegps his passion
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hidden, for Corean's priests are sure to disgpprove, espe-
cialy if they knew that magic was involved. The sea
witch's nature and species are not entirely certain — she
is beautiful, with pae green skin and sea-green hair, and
seems to live beneath the waves. She may be exactly as
she seems, but she might also be an imposter — a brine
hag or amilar foul cresture, whose love is false and whose
spells are actually leading Seaharvester to damnation.
Adventurers or investigators may one day learn the
truth, but if so, Seaharvester's great love might end in
tragedly.

Sesharvester's nets detect as magical and provide a
+5 bonusto dl Profession rolls associated with fishing.

62. Ratcatcher

The crowded eastern docks require a broad range of
services, not least among them exterminators and
ratcatchers. Vekk Ratskin (hum male rog7, CG), one of
the begt, is a common sight on this side of town. Hunched,
sharp-faced and black-eyed, he resembles his quarry in
many ways, especialy when he wears his cloak, crafted
from dozens of ratskins, his rat-hide tunic and leggings.
He charges clients a copper per rat and keeps the bodies,
selling their components in the form of rat meat, rat
hides, teeth, skulls and so on. Vekk aso crafts ratskin
tunics, cloaks and hoods, providing them to the poor of
Mithril a minima cost. Vekk notes that the rats in
Shacktown have been getting larger and more aggressive,
and he thinks he might have seen a few that were
epecidly large, walking on their hind legs. Accordingly,
he has asked for a little backup on his nightly rounds,
even though he can't afford to pay much.

63. Temple of Drendari

Though the paladins cannot outlaw the worship of
the mgjor gods for fear of reprisa, they fed few quams
about suppressing the followers of lesser deities, such as
the Misgtress of Shadows. This faith, officidly forbidden,
flourishes among Mithril's criminal class, and the
worshipers of Enkili‘s daughter have a number of hidden
shrines where they pay homage to their mistress. This
smdl building, ostensbly home to Riatan Sharme (hum
male clr9, CN), sdler of pens and inks, parchment and
blank tomes, fronts for such a temple. The carefully
concedled shrine holds a maximum of 10 worshipers a a
time and features a crude statue of the Mistress of
Shadows and an offering bowl where a portion of each
rogues take is left as an offering to the goddess. Sharmd,
actually a cleric of Drendari, distributes the offerings
among the poor of Mithril or bribes guards and other city
officids — dl activities of which Drendari hersdf would
heartily approve.

64. Dainiara Citadd

The most important defensive structure in Harbor
City, this citadd bears the name of one of the Coreanic
legends great heroes. Dainiara, said to have found Corean
wounded and dying from abattle with the titans, used her



paladin's powers to hedl him. The citadd is a grim, ugly
structure that is nevertheless vital to Mithril's defense.
Two hundred Crimson Legionnaires are stationed here,
aong with 100 paladins and 50 Behjurian vigilants. This
garrison can doublein Sze during crises.

The imposing Daniara Citadd dso sarves as barracks
for severd of the mercenary guard units in the city. The
famous Company of the Peacock and the Undefegted, a
grandly named but reaively new unit (some wags clam
they are called the Undefeated because they've never
fought any battles), both lodge here and use it as a base
when patrolling both the east and west sides of Harbor
City.

65. The Crows

The solemn, black-clad mercenary group
headquarters here, at a central location that permits
them essy acoess to both halves of Harbor City. A former
mansion, the structure was refurbished into a fortified
barracks, complete with drilling yard, sables and a mess
hall. Presently, it houses about 60 Crows, most are
fighters and rogues, but there are dso severd derics ad
wizards, their powers geared toward combating undeed
and Smilar supernaturd cregtures.

66. Blacksmith

Tybo Hazan (hum male exp9, CG) is a massive,
brooding man with a grim expresson. He wears his long,
gray-black hair in along braid bound with leether thongs.
He says little, smiles rarely and never laughs, but he
produces some of the most marvelous tools, armor,
weapons and implements in all of Mithril. Hazan's
expertise enables him to produce masterwork items for
the priceslisted in core rulebook 1.

Currently, Hazan seems to have crafted a huge
battleaxe that displays red magica properties. This Sde
effect puzzles him; dthough his wegpons are dways of the
highest qudity, they are most assuredly mundane. Though
the axe's origin eludes him, Hazan will sl theitem.

In redity, some of the metd Hazan used to forge the
axe came from a powerful artifact destroyed during the
Titanswar. The wegpon's origind owner was a champion of
Vanga the Ravager, the most evil and dangerous of the
new gods. Anyone using the axe will be influenced by the
god's dark power, growing more chaotic and evil for as
long asit is carried. Such a character becomes filthy, his
hair grows long and matted and his eyes burn red.
Eventualy, the victim will fall entirdly under Vangd's
influence and go on a vicious killing spree. The victim's
companions will have to find a way to break the curse
before the paladins intervene and eliminate the threat to
Mithril's safety.

67. Observatory

Sdf-styled "cdedidig” Arvil Tannanas (hum male
exp6, NG) is obsessed with the heavens. So obsessed that
be turned his home into a private observatory, crammed

with dozens of spyglasses of various szes and designs.
These lenses he trains on the night sky, constantly

43

CHAPTER THREE: THE CITY

P N, o S i, " W e

mapping, measuring and studying its various features.
Tannanas is most fascinated by the Nameless Orb, the
dark moon that Corean's faithful are instructed to ignore.
Tannanas magnum opus, "A Study of the Cdegtid Body
Known as the Nameless Orb: Its Phases, Trajectory,
Nature and Appearance” is currently nearly 2,000 pages
long and shows no Sgn of being completed anytime soon.

Metolian

The paladin Metolian commands the citadel
and the defense of lower Mithril. He is so totally
dedicated to his god that some wonder if he has any
life beyond worshiping Corean and preparing for
war. Metolian never married and has no children,
and no one is sure what he did before becoming a
paladin. His command of the citaddl is absolute,
but he is no tyrant; serving here is considered an
enormous honor, and Metalian's style of command is
stern but fair. In addition to serving as commander of
the citaddl, Metolian sits on the Shining Council. He
continues to decline invitations to join the Order
of Mithril, claiming that he prefers serving as an
ordinary paladin.

Metolian, Paladin of Corean, Master of
the Citade, Male Human Pal19: CR 18; SZ
Medium Humanoid (5 ft., 10 in. tall); HD 19dI0;
hp 108; Init +1 ( + 1 Dex); Spd 20 ft.; AC25(+1
Dex, +9 hdf plate, +5 large shield); Attack
+23/+18/+13/ +8 melee (longsword 1d8+4), or
+20/+15/+10/+5 ranged (longbow 1d8);SA Smite
evil, turn undead ; SQ Aura of courage, detect
evil, divine grace, divine hedlth, lay on hands,
remove disease (6/ week); SV Fort +13, Ref +7,
Will +8; AL LG; Str 18, Dex 12, Con 10, Int 12,
Wis 14, Cha18.

ills: Concentration +17, Craft +20, Hide +
1, Ligen +2, Move Silently +1, Profession +19,
Ride +20, Speak Language +5, Spot +2, Use Rope
+7.

Feats: Cleave, Combat Reflexes, Endurance,
Great Fortitude, Leadership, Mounted Combat,
Power Attack, Weapon Focus (longsword).

Possessons Brightsted, half plate +2, large sted
shidd+3.

Brightsted: Metolian's enchanted longsword,
Brightsted is a +4 haly bane wegpon whose designated
foes are titanspawn. Brightsted thus is +6 and inflicts
+2d6 damage on titanspawn, and an additional
+2d6 damage againgt titangpawn of evil dignment
(which is, of course, almost all of them), making
Metolian one of the most potent slayers of
titanspawn in the region.

Paladin Soells Per Day: 4/4/3/2.

Despite the fact that he is committing an act that
borders on heresy, Tannanas remains a loya Coreanist
and always trains at least one of his spyglasses on the
Mithril Golemitsalf. He cataogsits appearance and lack
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of activity with almost the same zeal he reserves for the
Nameless Orb, and he treasures a sketchbook filled with
drawings of the Golem from various angles and
meagnifications.

One night while observing the Golem in the
moonlight, Tannanas thought he saw a flock of dark,
flapping things descend, gpparently from the Nameless
Orb, into the slums of Shacktown. Since then he has
continued to see strange things in the sky over Shacktown
and some of the dark shapes even flapping around the
Golem, as if investigeting it. Even more puzzling is the
fact that only Tannanas can see the creatures, anyone
else who looks through his telescopes sees only darkness,
The creatures may or may not truly exis, or they may be
malevolent beings from another plane. If the latter
proves true, then Tannanas, as the only man in Mithril
who can seethem, may bein dire peril.

68. Tattooist

Qureena (hum fem exp8, CN) is a foreigner, though
no one knows for certain where she came from. Dusky-
skinned and dark-eyed, Qureena communicates only
with hand sgnas. Generdly, she doen't need to speek;
her customers usudly describe the tattoos they want in
great detail, and she responds with a price written on a
wax tablet. These prices are not negotiable, and the
quaity of the images she creates is remarkable. Some
patrons even claim that her tattoos move by themselves
or shift to different parts of the body.

Qureena is probably the only person in Mithril who
knows the secret of inscribing magica tattoos. She keeps
this ability to herself, only letting her most trusted
customers know abouit it. Her slence represents a pledge
made to the ancient crone who taught her magica
tattooing in her homeland. Recently, someone whispered
Qureends secret in the wrong ear, for her supply of
enchanted ink has been stolen and must be found lest its
powers be misused.

69. Endia's Gate

This green-marble gate is named for another
Coreanic hero, the ranger Endia. Armed only with her
longbow, she delayed an army of ferals long enough for
Corean's faithful to escape from the besieged city of
Nodius. A garrison of eight paladins guards the gate,
whichisusualy |eft open.

70. Matorius Gate

Built of white-veined black marble, this gate is
named for a paladin who gave up war to hed the Sck and
care for the poor. He died of the red plague over a century
ago (having used his paadin's ahility to cure disease on
the poor rather than himself), but most citizens believe
that he continues to serve Corean in death. Many
paadins and priests carry small images of him, inscribed
on asilver disc. As with the other gates, a garrison of
eght low-ranking paadins guards Matorius portd, whichis
normaly left open.
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Temple City Locations

Above Harbor City, literally at the feet of the
mighty Mithril Golem, Temple City shines like a white-
marble beacon. Its buildings are flawless, its avenues
broad, its people devout and unyidding in their devotion.
At least that's how the high priest and his champion
would like to see it. In redlity, Temple City is as divided
and riddled with intrigue as Harbor City below, but its
darker sideis better hidden.

71. Inner Walls

The inner walls are among the oldest portions of the
city, and their completion marked the officid founding
of Mithril. They remain strong and are well maintained
to this day, crafted of solid Thdien granite, set with smdl
towers and equipped with various Sege engines. Pdadins
and knights normally guard the walls, but higher-quality
mercenaries and militia supplement these defenses. They
have not come under attack in decades, and today they
serve as Mithril'slast line of defense.

72. Beacon Towers

These towers, situated on Mithril's outer wall, besr
enchantments that enhance the efficacy and visibility
range for mithril knights set to watch for holy beacons (see
Relics & Rituals , pp. 81 -3). The three towers are Cordrada
Tower (A), set to watch over the Cordrada Corridor;
Titanswatch Tower (B), set to watch over the Plains of
Lede; and the Tower of Blood (C), set to watch over the
Blood Sea. Each risesthree gories above thewall.

Characters Stuated in the towers with the spell holy
beacon's ansnver prepared can see a haly beacon from double
the norma distance. Additionaly, nothing blocks line of
sght to see the beacon. These effects were established by a
15" level cleric. The towers themselves were planned and
their condruction overseen by the fird Beacon Knight,
Cordrada, for whom the Corridor is named.

Typicdly, at least two mithril knights capable of
cadting holy beacon'sanswer are gationed in each tower &
al times, dong with at least Sx more knights prepared to
respond to any call for assstance a amoment's natice. One
or two squads of the city guard, who are prepared to
defend the towers from attack, also man the towers.

73.Watchtowers

Dwarfed by the Beacon Towers and the Behjurian
Vigil's headquarters, the watchtowers situated along
the city walls nevertheless serve as an important part of
the city's defense. Any given tower is manned by
mithril knights, vigilants or members of the city guard,
depending on a rotating schedule changed on a weekly
basis to avoid creating a pattern that enemies might
exploit. Each tower has three ballistae mounted on top,
with other siege engines supplementing ther firepower.
The towers are also supplied with large quantities of
alchemical fire and other, more mundane armaments
to deter abesieging army.
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Connecting the towers are underground tunnels
leading to other parts of the city and the Behjurian
network, making redeployment easy and painless in even
the worst of times. Unfortunately, the Penumbral
Pentagon's destruction rendered some of these tunnels
useless and currently dangerous to enter, but they till
retain agreat deal of utility.

Thecity wals provide amore direct route from tower to
tower, as well as the city's firg line of defense. Soldiers
patrol the wall a dl times, but unlike the towers, these
soldiersare dways drawn from the city guard.

74. Corean's Temple

Corean's Temple, overlooking the Blood Sea and
dominated by the Mithril Golem standing at its center, is
arguably the most important structure in Mithril — the
city's heart and soul in both a theological and literal
e

The City of Mithril would not exist without the
Golem, and the Golem would not exigt without Corean's
blessing. After grappling with Kadum long enough to
imprison the titan at the ocean's floor, the Golem cameto
rest on a spot that Corean's priests ordered be
transformed into a bastion and fortress from which to
protect humankind from surviving titanspawn. In the
yearsfollowing, the divine armies built Corean's Temple to
exacting standards, the construction overseen by the high
priest. The need to bring in supplies, building
materials and construction workers guaranteed that a
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settlement would grow around the nascent temple, thus
cregting the city.

The Temple is built around a large centra court-
yard, the Golem standing at its center. Priests conduct
worship services in a hall set on the far side of the
courtyard, across from the Templés main entrance; thus,
supplicants must walk in the Golem's presence. Few find
the sight anything but awe-inspiring, given the congruct's
size and obvious strength.

Officidly, the Temple is the domain of High Priest
Emili Derigesh (see Chapter 7), who aso maintains his
residence here: a modest two-story manse near the falen
phalange. Responsibility for the temple's day-to-day
operations fals to two individuas: the patriarch of the
Temple and the high healer. The current patriarch is
Theodilus de Bronis (hum male clr13, LG), a cousin of
Champion Barconius. As devoted to the Avenger as his
relative, de Bronisis a big, boisterous man who enjoys
large meds and great quantities of wine, though neither
seems to dampen his enthusiasm for serving Corean.
High Heder Ihara Macenon (hum fem clr12, LG) isa
quiet individua who rarely speaks above a whisper and
never turns away arequest for aid or healing.

The temple's main entrance is a huge gate large
enough for the Mithril Golem to pass through. The gates
remain open a al times, unless the city walls have been
breached. In such a case, the gates are sedled against
invader attacks.

P Y . T, " W




MITHRIL.: CITY OF THE GOLEM

T T, R . Ty it s M N

Denev's druids donated the gates to the construc-
tion effort; the druids made the wooden structures as
strong as stedl after they were crafted.

Ingunn

The paladin charged with overseeing the
Beacon Towers and their occupants is known asthe
Master (or Mistress) of the Beacons. The tough
but kind-hearted Ingunn, a woman of enormous
personal courage and considerable experience,
currently holds the position. Her devotion to
Corean and the city is so absolute that when no
other paladins are available, she will spend days
donein aBeacon Tower, forgoing meals and deep.

Ingunn, Mistress of the Beacons, Female
Human Pall2/Mkn4: CR 15; Size Medium
Humanoid (5 ft., 0 in. tall); HD 16d10; hp 90; Init
+5 (+1 Dex, +4 Improved Initiative); Spd 20 ft.; AC
2 ( + 1 Dex, +11 plate armor of lightning
reflection); Attack +24/+19/+14/+9 (1d8+7
mighty cleaving longsword) mdee, or +17/+12/+7/ +2
ranged; SA Smite evil, turn outsders turn
undeed; SQ Aura of courage, detect evil, divine
grace divine hedth, lay on hands remove dissese
(4week); SV Fort + 10, Ref +6, Will +8; AL LG;
Sr 15, Dex 13, Con 10, Int 12, Wis 16, Cha18.

Sdlls Craft +11, Hed +17, Hide+1, Ligen +3,
Move Slently +1, Profession +20, Spot +3.

Feats Blind-Fight, Craft Magic Arms and
Armor, Endurance, Improved Initiative,
Leadership, Run, Toughness, Weapon Focus
(longsword).

Possessions +5 mighty deaving longsaord, +3 plate
arnmor of lightning reflection.

Paladin SodIsPer Day. 3/3/2/1.

75. The Mithril Golem

At the physicd and spiritud center of the city stands
the near-divine automaton, motionless and, to all
appearances, lifeless. It is not the gleaming, flawless
machine thet it once was, after al, legends say it actudly
pinned a titan down long enough for the gods to defeat
him. Its condition seems to confirm the tales of its
climatic beattle with Kadum. Great dents mar its surface; its
skin is rent, melted, burnt and tarnished. Its left
shoulder bears a series of indentations in the form of
fingers, as though a vast fist clutched at the Golem and
tried torip it apart.

Sinceits discovery, the Golem has not moved, though
the leaders of Mithril assure their people that, should
danger threaten the sacred city, it will once more come
ponderoudy to life and bring the power of the godsto bear
againg the enemy. Some are not o certain; they daim that
the Golemissmply so badly damaged that not
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fallen phalange (see location 76) as proof that the
automaton no longer functions. Derigesh and his priests
consider such a notion borderline heresy and strongly
discouraged such thinking.

76. The Fallen Phalange

In the year 32 AV, a minor earth tremor rumbled
through Mithril. No one thought much of it; tremors are
usudly thought to result from Kadum's desperate attemptsto
escape his confinement. In this case, however, the
disturbance had an unanticipated effect: it caused the
little finger on the Golem's left hand to bresk loose and
fall to the ground.

No one was hurt during the incident, but it shook
the faith of many citizens. High Priestess Tabaena's
announcement that the finger's fal was the will of the
Corean restored order and faith in Corean. She ordered
that the mithril in the finger be used to create weapons
for the faithful, and from that day, the mithril knights
have incorporated some quantity of the finger into their
swords. Because the finger is so enormous, this tradition
has bardly affected the total amount of mithril available, so
the practice will likely continue for the foreseeable
future.

77. Mithril Keep

L ocated near Corean's Temple, Mithril Keep servesas
the central headquarters and training academy for
paladins serving Corean. The headquarters includes
barracks to hold the current crop of candidates for
paladinhood and housing for the Order of Mithril's
current membership.

An enclosed courtyard comprises the training field,
where young paadins-in-training spend hours honing
their martia skills under their ingtructors watchful eyes.
Inside the buildings are several classrooms wherein
candidates learn about Mithril's history, the Titanswar
and the like. Corean is a forge god, so his paadins are
expected to maintain their gear. For this reason, the
paladins maintain a smithy on the premises, where
candidates are trained not only to repair and maintain
their arms and armor, but also to craft new items.

Those paladins who have earned a place in the
Order of Mithril are initiated in the chapel. Typically,
many paadins and mithril knights attend new initiationsto
congratulate the new inductees and maintain the
camaraderie the Order cultivates. This ceremony aso
marks the time when mithril knights, who have earned
the right to forge and wield a mithril sword, receive the
mithril with which to construct their weapons.

Mithril Keep can house and maintain up to 150
paadins a any time — twice that number during a criss.
Barconius tries to maintain at least 100 paladins and
knights at dl times, but has to rotate many out for patrols
and other duties. Champion Barconius (see Chapter 7)
personaly commands the Keep and spends most of his
time here, living in rather spartan quarters beside the

chapel.
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78. The Shining Palace

Mithril's governing body, the Shining Council,
meets here daily. Built of black-veined white Thalien
marble, surrounded by tall fluted columns, the Palace
houses the grand Council Chambers. A vast marble
room with a high celling and broad skylights, the Council
Chambers are where the city's leaders meet each day,
discussing the state of the city and making decisions
about its life and future. High Priest Emili Derigesh is the
near-absolute ruler of the city, and the Council almost
away's respects his decisons. But such mundane metters
as trade, dliances, tariffs, diplomacy and related matters
are generaly left to the Council. Members of the public
may observe Council meetings, but only after receiving
gpecid permisson from the office of the high priest. This
permisson usualy takes a month or so to obtain, so those
with a burning wish to see Mithril's government in
action must be patient.

The remainder of the Palace is devoted to small
offices, storage rooms and private chambers where
Coundl members meat with outSde ddegations or discuss
mattersin private.

Currently, three paladins sit on the Council:
Champion Barconius, Citadel Master Metolian (see
location 64) and Danyara Careanus (hum fem pal8/mkt7,
LG), who & 90 is the oldest paadin in Mithril. Six derics
round out the council: Petriarch deBronis (see location
74); High Healer Maceno (see location 74); Tyrin
Wheatsheaf (hum male dr15, LG), who is reponsible for
maintaining and cataloging Mithril's food supplies,
Galgean Sham (hum mele dr13, LG), an influentid scribe
and chronicler of Coreanic history; Linnea Uriath (hum
fem clrl 2, LG), a senior professor of theology at Mithril
University; and Tosis Danir (hum fem clr1l, LG), the
overseer of the priests who miniter to outsders, epecidly
those on the Plains of Lede.

79. Madriel's Temple

Madriel's many-pillared temple is largely open to
the sky, letting sunlight in during the day and promoting a
sense of openness. The centra tower does have a roof
and is protected from the elements. The tower and the
dormitories at its base serve as shdter for the priests when
storms blow in from the Blood Sea. High priestess Alia
Vendr (see Chepter 7) makes her home here and performs
regular services.

While most people receive medical attention in
their homes, the three-story hospita attached to Madrid's
Temple can accommodate 100 injured and ill a atime.
Only the worgt cases, such as those patients who require
recuperation beyond what hedling spells can provide, are
kept within the hospital for any length of time. Mithril's
citizens often vidt the hospita to receive treatments for
illnessesand injuriesin exchangefor offeringsto Madridl.
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80. Tanil'sTemple

Tanil's temple in Mithril is a part of the Behjurian
Citadel. The temple's architecture has a rustic feel,
though it sports obvious wedth: nearly every meta
fixture is silver (or silver-plated), at least in the areas of
open worship. Worshipers will find High Priest Tandis
(see Chapter 7) and adozen or so lesser clerics here.

Surrounding the temple and citadel is relatively
open parkland maintained by the priests in Tanil's name.
The Behjurian Vigil uses this parkland for training
exercises, but it doubles as a popular Ste for recregtiond
activities by Mithril'sweslthier residents.

81. Behjurian Citadel

Raised at the sametime as Titandayer Citaddl and in
much the same manner, the Behjurian Citadd is
second only to Mithril Keep in terms of its durability and
defensibility. The Behjurian Vigil maintains a force of
200 vigilants under the direct command of Lemses Behjur
(see Chapter 7), leader of the Vigil in Mithril.

The Vigil conducts constant training exercises to
keep its vigilants in fighting trim, but most exercises
occur outside the city walls.

The tower stands at 100 feet — a full 50 feet above
the city walls. Vigilants man the tower's heights at all
hours, using the vantage and magic to scan the
surrounding territory for incursions from bandits,
titanspawn, Dar'Tan's shadow armies or anything else
that may pose athreat to the city or its security.

Below the tower, a honeycomb of tunnels allows
vigilants easy entrance and egress without betraying
visible signs of such movement. The Vigil may thus
move entire units without notice in times of crisis.

82. Hedrada Temple

The grand Hedrada temple is open for public worship
during daylight hours, and its priests are available for
merchants and others who seek unbiased counsel in
resolving conflicts. High Priestess Vanya Sonefist (see
Chapter 7) and her bodyguard Odran Waykeeper (see
Chapter 7) are usualy found here.

The temple is a very orderly, bureaucratic place.
Supplicants must follow proper etiquette to get the
assistance they require within. Thisis not to say it is
difficult; attendants will answer questions as needed, but
violaing proper form is the surest way to get gected from
the temple with nothing to show for it.

83. Enkili Temple

The Enkili Temple is the only gambling house
within Temple City's walls. Not because gambling is
forbidden, necessarily — athough the Corean priesthood
frowns upon such antics — but because competing with
Enkili's Chosen tends to fail. Harbor City is another
matter, but at least it confines such practicesto one area.

Those less fortunate seeking to change their luck
visit to make an offering to Enkili. Offerings are made
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through games of chance, however, and Enkili's favor is
not always guaranteed. It's not uncommon to see a
merchant trying to lose his tunic to earn good fortune for
his business through the coming year, but no one ever
said Enkili was easy to understand.

Enkili's priests and priestesses have extensive
contacts throughout Harbor City and with the criminal
groups that operate in the area. They aso coordinate
such activities in Temple City and try to keep themto a
dull roar so that the mithril knights won't catch on and
raid the temple in search of stolen merchandise. Rumors
say that thieves who act without the blessing of Enkili in
Temple City are cursed to fail. Of course, it's also said
that Enkili's daughter, Drendari, sometimes favors those
who defy her father's will, but it would take a truly
exceptiona burglar to catch her attention in such away.

The Trickster's official representative in the city is
Priestess Kalliga Sormwind (see Chapter 7), but sheiis as
often in Harbor City or in the wilds beyond Mithril as she
isinthetemple.

84. Shrines of the Dark Gods

These three shrines are Situated together in an dley
off the normal thoroughfares in Temple City. Only
someone utterly lost or deliberately exploring every
nook and cranny would find this aley. Geographically
near the Mithril Temple, the priests prefer not to attract
or focus too much attention on this necessary eyesore.

The shrines are in a single-gtory building, eech in its
own room. Additionaly, deric and acolytes are assgned
to tend to the shrines, thus ensuring the dark gods are not
angered by neglect.

Chardun's shrine is dominated by a blood-soaked
golden scepter set behind the altar intended for the
Slaver. Only animals are sacrificed to Chardun, but the
fact that the sacrifices must be dow and painful grestly
disturbs the attendants, necessitating frequent staff
rotations.

A Dblack banner with a thin silver circle in the
middle congtitutes the shrine to Belsameth. Every dark
of the moon, the attendants burn mind-altering incense
to gppease Besameth and divert her wrath from the city.

A cracked shield marks Vangal's shrine. The
attendants must watch this shrine most closdly, since the
sacrifices made to it defy an identifiable schedule. When
the time comes, the shield drips blood. Only a live
sacrifice— an animal — will stop the bleeding.

When Mithril was first founded, Corean's priests
adamantly opposed any attempt to honor the dark gods,
stating that their evil must not be nurtured or tolerated.
Within the month, the city suffered plagues of locusts,
nightmares and disease. Consultation with Corean
reveded that al gods are owed their due. The Corean
priests respect this, but offer the absolute minimum.
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85. Houses of Justice

Though Corean is merciful, his justice is swift and
often harsh. This grim, forbidding structure sits directly
beneath the towering figure of the Golem, usudly in its
shadow, which symbolizes the purpose that the place
serves for Derigesh and his priests. Champion Barconius
oversees adtivities a the Houses of Justice and sometimes
sitsin judgment himself.

The Houses of Justice play dua roles: those of
courthouse and jail. Corean's appointed magistrates sit in
judgment over those persons accused of crimes. They treet
prisoners with absolute impartidity, alowing them to
speak and cdl witnesses in their own defense. All the
same, magistrates — often Corean's priests or paadins
— are empowered to find defendants guilty and ddliver
appropriate sentences. Because of their strict lawful
neutrdity, priests and followers of the grim god Hedrada
ometimes serve as magisirates in especialy delicate or
difficult cases.

On the main floor, guards hold prisoners awaiting
trid in windowless cdls. Most crimes are adjudicated in
the Chambers of Lesser Judgment. The Behjurian vigilant,
paadin or arresting mercenary usually describes the
accused's alleged crimes and presents evidence.
Unfortunately for the accused, magistrates grant these
prosecutors far more credibility than that granted common
citizens, so most cases end with aconviction.

Kalivas

A single priest oversees the dark gods shrines,
and it is not a popular job. The current Keeper of
the Shrines, Kalivas, is relatively young for his
duties. He keeps track of the gods' holy days and
makes proper sacrifices to satisfy them while
maintaining the acceptable limits of public
acknowledgment of the three inimica gods. Kdivas
does not care much for the duty and wants to pass
the office on to someone ese, but has thus far been
unsuccessful.

Kalivas, Keeper of the Shrines, Male Hu-
man, Clr7: CR 7; SZ Medium Humanoid (5 ft., 9
in. tal); HD 7d8+7; hp 39; Init +4; Spd 20ft.; AC
10/17 (Dex/with +5 armor, +2 shield); Atk +7
melee (1d8+1, +1 longsword); SA Turn undead;
AL NG; SV Fort +6, Ref +2, Will +7; Str 11, Dex
10, Con 12, Int 13, Wis 15, Cha 12.

ills: Craft (weaponsmithing) +4, Diplo-
macy + 10, Heal +6, Knowledge (religion) +8,
Scry +6, Spellcraft +6.

Feats: Extra Turning, Improved Initiative,
Power Attack, Skill Focus. Knowledge (religion),
Weapon Focus (longsword).

Domains: Good, War.

Posessons Robes +2 chain mail,+1 longsaord,
large wooden shidd.




Innocent prisoners, released immediately, some-
times receive a amdl bag of slver to compensate them for
their trouble. Those defendants found guilty — the
majority of suspects — are immediately incarcerated or,
in the case of more serious offenses, executed.

Champion Barconius himself often serves in the
grim hall known as the Chamber of Greater Justice,
where light weskly pokes through high, narrow windows
and the judge dts atop a high seat, well above prisoners
and litigators. High crimes are tried here — murder,
treason, use of evil magic, consorting with titanspawn
and crimes that threaten Mithril's security. Recently,
numerous members of the Cult of the Golem have
appeared here and received harsh sentences.

Criminals serve out their sentences in one of three
cdl levels.

Firg-leve cdls are jugt dightly below ground leve,
their haf-sunk windows alowing in precious little light
on sunny days. Kept whitewashed, each cdl contains a
cot, chest, desk and wash basin. The toilet bucket is
changed daily. Inmates receive three meals a day.
Common criminalsusualy serve their sentences here.

Further down, things get less pleasant. Mid-level
cdls house more dangerous criminals. Because the cells
are dark, most prisoners receive a candle each day. As
crime increases in Mithril, these cells have become
overcrowded and now house some common criminals.
So a petty thief may find himsdf sharing a cell with a
ruthlesskiller.

Totdly dark, with heavy barred doors and armored
guards, the lower-level cells are reserved for the most
dangerous prisoners — wizards, mongers, titangpawn —
anything with powers that threaten Mithril itself.
Presently, no prisoners of this type reside here, so the
overflow of common criminds spillsonto thisleve too.

86. DeBronis Estate

The deBronis manse is Stuated on the city's western
Sde near the wdl. A house guard and awadl surrounding
the estate itself protect the property. The manse
comfortably houses over a dozen members of the deBronis
family and up to 20 servants and guards & any given time,
Currently, the estate's primary occupant, Barconius, usesiit
as aretreat when he needsto relax from hisduties.

Numerous rumors refer to a cache of magicd items
hidden on the estate — items taken in various skirmishes
with titanspawn or received as rewards over the manse's
150-year higtory. Every year or 0, one or more ambitious
thieves decide to brave Barconius home to penetrate the
tabled vaults, but the burglars inevitably find only
themsalvesimprisoned.

87. Falconer Estate

This pregtigious Veshian family maintains an etae
in the city of Mithril, separate from the Behjurian Vigil's
holdings.

Of the family members residing in Mithril, most are
vigilants and the backbone of the Vigil'sloca leadership.
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Of the remainder, three live at the estate — Lord
Ambroso Faconer; his wife, Lady Nadya Faconer; and
their oldest (and eligible) daughter, Natia. Natia,
approaching "that" age, wants no part of marriage. Her
parents wish her to serve the family and forge an dliance
through marriage. She wants to join the Behjurian Vigil. It
doesn't take an oracle to see the drife these conflicting
expectations will generate in the near future.

88. Derigesh Estate

The Derigesh dan is among Mithril's mogt pregtigious
families and not because Emili Derigesh is Corean's high
priest. The family has been involved with Mithril since
the beginning (providing significant resources for the
city's congtruction). The Derigesh family runs caravans
across Ghelspad, transporting myriad goods from one
end of the continent to the other, and is renowned for
providing the best security possible.

The Derigesh family, however, avoids shipping,
thinking sea trade benesth them. Of course, the family
hires ships as needed, but it will not operate one.

89. Guild of the Shadow

Mithril Law requires that wizards and sorcerers
register with the Guild of the Shadow so that the city
authorities know them. This policy isn't enforced heavily
in Harbor City, but it's generally best to comply in
Temple City.

Thanks to the efforts of Danye Blackburn (see Chepter
7), the Guild has expanded its role beyond being a
clearinghouse for information on arcane spellcasters.
Many merchants turn to the Guild when seeking wizards
to defend their caravans, and the city guard turns to it
when in need of a spellcagter. Wizards may also acquire
scrolls for study from a limited library maintained here.
A wizard with the right skills and some ambition can
make quite akilling using the Guild's services.

The Guild house is a three-story, stone-and-wood
structure reinforced with magical protections to keep
unwanted intruders away. Ground floor offices remain
open to the public for contract and regigtration purposes.
The upper levels include the library and Blackburn's
"public” living space.

Protecting the third floor are a variety of defensive
spells — their number and type changed frequently to
maintain Blackburn's personal security and deter
unauthorized entry. Blackburn maintains her rea home
e sawhere; she keeps this gpartment to have easy accessto
the Guild's resources.

90. Inn of the Golem

A wedll-gppointed inn located in the good part of
town, the Inn of the Golem is the place where those with
ample discretionary funds stay, in lieu of the
accommodations availablein Harbor City.

The Inn is owned and managed by Lizette Firebrand
(hum fern wiz10, CG), a wizard and former adventurer
who purchased the property with funds accumul ated
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during her more exciting days. Unfortunately, the Inn
hasn't been as profitable as she had hoped, and she's been
forced to take afew loans to maintain operationsin the
hopes that the dump will end soon.

Firebrand offers private dining and meeting rooms,
bedrooms, a common dining area, nightly entertainment
and "the best food and drink in al of Mithril." lliata
Blacktree (see Chapter 7) often performs at the inn,
which serves to draw crowds, given lliatas popularity as
an entertainer.

91. Aerie Guardian

Primarily a banking and lending house, Aerie
Guardian also provides highly trained speciaists for a
variety of jobs, usually related to keeping money safe
from thieves and brigands. A group of Hedrada merchants
who sought their fortunes on the wild frontier, away from
the regimented lifestyle of their home nation, manages
Aerie Guardian.

Aerie Guardian offers secure storage fecilities for
those people needing to keep valuables someplace safe.
Adventurers dso find it a good source of work, as the firm
often needs combat-capable people for a wide variety of
jobs, from retrieving stolen items or kidnap victims to
protecting people or valuables from those who would
harm or steal them.

One of the origind founders of Aerie Guardian, Gar
Siah, left the business after his partners discovered just
how far the situation had deteriorated under his
management and how many contracts his incompetence
had cost them. Though his whereabouts are currently
unknown, rumors occasionally surface suggesting his
location or plots to regain control of "his' business. The
news concerns current manager, veteran businessman
Jeford Lumgoal (hum male exp9, LG), the most competent
of Sah'sformer partners.

Aerie Guardian sponsors parties of adventurers on
treasure-hunting expeditions and funds research into
the location of caches of magic or money to which they
can dispatch plunderers. They won't hire just anyone,
and those adventurers hired are sworn to secrecy regarding
the nature of Aerie Guardian's operaions. Some obsarvers
believe a resident wizard casts geas on their agents to
maintain this veil. What this veil of secrecy concedlsis
not known, but most people believe it isn't good.

92. Aegis

This three-story building headquarters the city
guards, their barracks situated on either side. The guard
jedloudy maintains this territory and resents the fact that
the Order of Mithril and Behjurian Vigil have access to
more resources, better equipment and better training.
While the city guard is reputed to attend to its duties with
an dmogt fanatica devation, this reputation is perhaps
undeserved.

The current captain of the guard, Alana Myrtlewood
(hum fem ftr12, CG), is under constant observation by
Dar'Tan's spies— many of whom have risen to
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prominence within the militia. While Myrtlewood her-
«f is blameess, Dar'Tan has thoroughly compromised
her assgtants. When Dar'Tan finally makes his move, he
hopes to have the city guard's aid. However, the main
body of the militiaremainsloyal to Mithril.

Aegis itself and the surrounding buildings are
utilitarian structures, lacking decoration, and include
the headquarters itsdlf, the barracks (housing up to 300
guards), the armory and the training area, although
much of the training occurs outside the city during
"maneuvers.” Typicdly, Myrtlewood schedules training
maneuvers to coincide with increasing nearby titanspawn
activity, believing actud combat experience makes for a
more efficient city guard.

93. Residential District

Mithril's elite, wesalthy families live in this part of
Temple City, finding Harbor City too vulgar for their
sensihilities (if not their business). The area's primary
inhabitants include wealthy merchant families, landed
nobility and pregtigious priests of Mithril. Members of
the Shining Council make their homes here, where they
can live in the luxury they fed they've earned through
their service to Corean.

While the rulers of Mithril living thusly are
disconnected from the redlities of the city's operation,
most honestly consider Mithril the bastion of good, law
and nobility that it presents itsalf to be, so they tune out
the elements that contradict this impression. Those few
leaders who do acknowledge Harbor City see it as a
necessay evil: if you keep the riff-raff close by, you can
at least keep it under control should such a situation
become necessary.

The houses in this area consume considerable rea
edate; they are each e least two or three stories high and
surrounded by hills that roll through the didtrict, giving
residents an aerid view of the city. A wall surrounds esch
estate, and mercenaries dmogt dways stand guard, though
members of the Vigil or the Order of Mithril will guard
the house of civic officials and priests, depending on
circumstance and need. The city guard carefully keeps
the "undesirable elements’ out of this part of the city,
fearing burglary attempts and worse.

94. Bardic College

This rdatively small school serves as a center of
news and information in Temple City and provides
traning in the bardic arts. Mithril established the college
a the behest of Veshian bards who didn't want to see
potential wasted for lack of travel opportunities. Though
the college is Veshian, its students primarily come from
Mithril and the surrounding area. No more than a dozen
students attend the college, as its three ingtructors have
very particular acceptance criteria.

Barconius lends the college his direct patronage,
but is concerned that the bards are not as respectful of
law and order as he would prefer. He tries to set an
example, rather than forcing them to conform.
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Unfortunately, the students have a remarkable tendency to
get themsdlves into mischief at the dightest provocation.
It's not that they're irresponsible; it's that they're
irrepresshle

The bardic college ds0 serves as a source of tutors in
history, geography and other subjects for the children of
the wesalthy and the noble. The bards tutor the children at
their homes, not at the college.

This college owns an extensive collection of
historical works, maps and other informative documents
— many of which are unique or difficult to obtain
elsawhere. The college dso maintains the only current
copy of awork-inHprogress cdled "The Song of Barconius”
Barconius often absents himsdf when any bard performs
this work — not out of embarrassment, but because he
fedls conspicuous and a bit out-of-place when an epic
song relates his exploits.

95. Agora

The Agorais an open field close to Temple City's
renter, where traveling merchants gather to hawk their
wares, while their customers sodidize and gossip. Milling
crowdsfill the area dl day long, buying and sdling among
the vendors or just watching the various entertainers —
lards and theatrica, musica and/or acrobatic performers
— who put on their shows for the crowds. (For those
bards and performers without patron inns or taverns,
public performances generate their primary source of
income.)
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Allegedly, being in Temple City assures that the
Agora is relatively free of thieves and scoundrels. This
belief is far from true. Because the city guard diligently
and tirdesdy patrals the Agora, pickpockets and those of a
dishonest bent must ssmply be more careful, more
skilled and twice as cunning while under watchful eyes.

96. Corean'sVictory Gallery

This art galery displays paintings, sculpture and
other art depicting famous battles of the Titanswar and its
aftermath — egpecidly those showing Corean's chosen
(and usually victorious) heroes in battle against the
forces of evil and destruction. The gallery's current
centerpiece is a sculpture carved from a single block of
marble depicting Barconius youthful victory over the
Penumbrd Pentagon: the knight standing tdl with sword
prominently displayed, three of the penumbral lords
lying a his feat and two cowardly retregting from Corean's
champion. The famed Veshian sculptor, Dade Swiftwater,
spent five years capturing his subject's personality in
stone, making such work look easy.

The gdlery's owner, Marcia deBronis (hum fem ari10,
LG), feds that her investment in the best mercenaries
she can hire is well worth the money. They've repelled
no fewer than five bregk-in attempts since the sculpture
went on display. No doubt Dar'Tan seeks to deface or
destroy the latest artistic insult to his own visage and

legecy.
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Therodannus

The bardic college's dvish magter has quite a
reputetion. He has performed in numerous cities
throughout Ghelspad and claims to have
entertained King Virduk of Cdadgtia (In private, he
dso clams that he romanced Queen Geeeda and
dole her necklace, but few if any bdieve him)
Therodannus descriptions of the Jack of Tears court
in the Blood Bayou send shivers down the spine of
even the sternest paladin, and no one disputes that
he is a magter of the harp, lute and mandalin.
Therodannus dso has achoice callection of odd magica
items from across Ghelspad. He shuns magical
weapons and armor, however, preferring more outre
formsof protection.

Therodannus, Master of the Mithril Bardic
College, Male EIf Brd15: CR 12; SZ Medium
Humanoid (5 ft., 7 in. tal); HD 15d6; hp 60; Init +6
(+2 Dex, +4 Improved Initiative); Spd 30 ft.; AC 12
(+2 Dex); Attack +13/+8/+3 mdee (repier 1d6+2), or
+13/+8/+3 ranged (longbow 1d8); SQ Bardic musc,
bardic knowledge, SV Fort +3, Ref + 11, Will +9; SR
15 (scarab of protection); AL CG; Str 15, Dex 14, Con
11, Int 16, Wis 13, Cha18/22 (+4/+6).

Sills Climb +16, Diplomacy +18, Hide +2,
Listen +2, Move Silently +2, Perform +21,
Profession +18, Scry +17, Search +3, Spdllcraft + 14,
Spot +2.

Feats Brew Potion, Combat Cading, Combet
Reflexes Dodge, Improved Initigtive, Scribe Scrall.

Possessons Closk of chariama +4, iron flask, mesk of
desire Murlynd'sspoon, scarab of protection.

Bard SpellsKnown (6/4/4/4/4/3):

0 — detect magic, flare, ghost sound, mage
hand, open/close, prestidigitation.

1st — charm person, cure light wounds,
identify, quick sober.

2nd — cure moderate wounds, misdirection, see
invighility, song of heroes.

3rd — cure serious wounds, dispel magic,
sculpt sound, wind wall.

4th — detect scrying, dimension door, hold
monster, song of the gods.

5th — contact other plane, dream, persistent
imege

97. Heroes Memorial

This modest-size park features a large tomb at its
heart. Individual monuments of varying styles, dedicated to
the men and women who have falen in Mithril's
defense, are scattered throughout the park. Each
monument may be dedicated to as many as a hundred
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fallen, with poignant epitaphs composed by the best of
Mithril's bards.

The Hall of Memory, at the heart of the park, is
dedicated to the mithril knights. All who join the Order
of Mithril know that their commitment likely means an
early and violent desth. This tomb — more of amuseum,
really — commemorates those who have made the
ultimate sacrifice in Corean's name. Hall after hall of
memorials to the paladins fill this three-story building.
Each memorial displays, when available, the knight's
sword (and mithril knights exert greet effort to recover a
falen knight's sword) and a bas-relief depicting the
knight during life.

The knights remains are not entombed here, but
instead in the catacombs. Yet, visitors can feel the
knights spirits. Few find the strength to raise their voice
above a whisper when visiting this monument to the
blood that was shed to keep Mithril dive.

98. The Green Lady

This distinctive manor is the property of Dame
Anjelika Briannus (hum fem ari8, NG), awoman from a
merchant family of mild distinction who found a
prominent socia niche by fulfilling a social necessity.
The socid season in Mithril runs nearly year-round, with
parties, grand cotillions, balls and other gatherings that
encourage people of class to mingle. Fortunately for
mithril knights and those whose responsibilities make
finding time for gentler pursits difficult, Dame Briannus
maintains a staff of highly trained, attractive, youthful
men and women who can mingle in society with nary a
dip, who converse intelligently and interestingly and
who possess an awareness of current events.

The Green Lady is something of a social center, as
clients can enter the manor and find the conversation
and companionship they seek onsite. Most of Briannus
business centers on this casud variety; formd escorts are
reserved for socid events.

Dame Briannus charges only amoderate fee for this
service, and her people are second to none. Of course
unknown to mog of Mithril, these men and women double
asher gpies They attend to everything and report whet they
see and hear to their employer. Thus, Dame Briannusis
perhgps more aware of what is going on in Mithril than
anyone dseis— except perhaps Kaliga Stormwind.

As afree agent, Dame Briannus is bound to no one.
Her secondary occupation as a oy mistress is known to the
powersthat-be in the city. She sdls most of her information
to the Corean prieshood, dthough she's done condderable
business with the Hedradan priestess of late,

The Green Lady is most emphatically not a house of
progtitution, but Dame Briannus acknowledges that her
agents are adults and that "things happen"; she does not
prohibit such activities, but she discourages pregnancies.
Apparently, she engages the Madriel priesthood for
contraceptive magic.
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99. The University

Sprawling across a tenth of Temple City's area, this
reatively new establishment offers a more organized,
more orderly education than that of the Bardic College.
While the faculty roster is impressive, the library and
other facilities have yet to match those offered by the
smadler Bardic College, dthough scribes work night and
day transcribing available manuscripts for the universty's
use. While the bards teach only a handful of students, the
university expects to handle 10 times that number. With a
planned curricullum and endowments from Mithril's
wesdlthiest families, the university should grow into a
prestigious ingtitution of learning within a decade.

The University draws most of its faculty from the
upper ranks of the Corean, Hedradan and Madriel
priesthoods in Mithril. A few bards lend their talents,
and a few of the city's better tutors, seduced by the
possibility of more stable (if not quite as lucrative)
employment, supplement their more prestigious careers.
The University's headmaster is the Hedradan priest
Savrius Deando (hummale clr12, LN).

The University primarily trains the children of
noble and weathy merchant families while building a
solid social network across each generation strongly
devoted to the University and Mithril. Training for the
clergy, paadins, and wizards as sanctioned by the Guild
will continuein their respective venues. The University
will focus on aristocrats, warriors and experts.
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100. Rising Sun Trading House

This mercantile establishment carries anything and
everything. If Rising Sun doesn't have it, it can usually
get it. Agents of the trading house come and go at al
times, traveling across Ghelspad to gather wares for sde
dsawhere. Three brothers own the trading house: Lindor
(hum male exp7, N), Saphar (hum male exp6, CN) and
Hamnis Tuition (hum male ep8, CN). They inherited the
business from their father, who died while crossng the
Plains of Lede, and each son devotes himself to both
gathering as much wealth and power as possible and
diminating his two brothers by any means necessary.
They redtrict their spectacular infighting to the trading
house's |abyrinthine hierarchy, so it rardly spills into the
light of day.

Levin (see Chapter 7), one of the more competent
and respected clerks in the trading house, "manages’ this
infighting. He has been playing the brothers off against
each other for years, starting just minutes after their
father's funeral. In actuality, Levin's summoned
nightmare beasts murdered the brothers father; should
the brothers discover this, they would unhesitatingly
unite againg Levin. Unfortunatdy, the undercover priest
has covered histrackswell.

The three brothers most often travel with their
respective caravans, avoiding each other's direct presence
unless propriety demands the presence of more than one at
alocation. Each suspectsthe others of their father's
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death and has evidence (carefully placed into their
hands and whispered into their ears) that proves the
others wrongdoings. Even if they do unite againgt Levin,
the damage he's inflicted upon ther trust for one another
may never hedl.

101. The Mithril Archives

Also known as Corean's Library, this sprawling
structure contains books and documents of al kinds,
with a speciad emphasis on histories, theologica works
and biographies of prominent Coreanist priests, knights
and paadins, Chief Librarian Latano Escalan (hum mele
expld, LG) is nearly 90, but appears to retain full
possession of his faculties. He supervises a staff of two
dozen assistants who keep the interior spotless and the
booksin perfect order.

The library's collection is cataloged on thousands of
individual parchments, which are kept in a vast
underground catalog room. Serving the archives, dozens of
summoned spirits painstakingly copy information
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onto parchments, file and organize the collection and
fetch information for Escalan and his staff. Though
criticized for employing spirits, Escalan insists that his
system is superior to any that relies upon error-prone
humans. The spirits — summoned by spellcagters from
the Guild of the Shadow — are entirely benign, he
clams, and far from being daves or indentured servants,
they seem to love their work. Some say that thisis al an
illusion and that it is only a matter of time before the
Spirits start to rebe, refusing to work or vanddizing the
Archives holdings.

102. Militia Training Grounds

Surrounded on three sides by tile-roofed barracks,
this vast stone-flagged expanse is dways crowded with
citizens doing their monthly day of service. Red-faced
indructors — paadins, mercenaries and ordinary fighters
— put the citizens through their paces and teach the
basics of combat to shopkeepers, fisherfolk, merchants
and craftsmen.




Chapter Four:

Beyond
ithril

The vast hinterland of Mithril extends from the North Shore to the
Kelder Mountains and stretches along the Hornswythe River. Though
sparsely populated, the land Is not without its landmarks — and perils
to entice and titillate adventurous souls. Though large portions of the
wilderness were once settled and developed by Mithril-based colonists,
these once-tamed lands reverted to their wild nature and drove the
colonists back, pressuring them with the proud, the hags and the
vengaurak. Many of the Wind Spires, which once tamed the Plains of
Lede's fierce weather, have fallen, thus unfettering the ferocious
elements and further isolating the region from Mithril. In the Kelder
Mountains, the survivors of the Penumbral Pentagon plot against their
enemies, while out to sea the Toe Island pirates grow in strength and
influence — a constant threat to Mithril's security.

The Cordrada Corridor and Mullis Town

Originally carved out of the wilderness as a trading post by its first
leader, Lamal Arl, Mullis Town has grown substantially in recent years.
While retaining much of its wild nature, Mullis Town is evolving into a
major trade city, complete with al the problems and advantages
thereof.

Becoming a critical trade link between Mithril and Vesh, Mullis
Town's importance and prosperity has likewise increased as caravans,
travelers, pilgrims, merchants and even scholars from Mithril
University visit the booming settlement. Even the
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once-hostile Gravelfist orcs have made peaceful
overtures, occasondly venturing into the city for trade
goods. The town's growth and prosperity have not gone
unnoticed by hostile forces in the region; hostile orc
tribes, gorgons and other parties have cast greedy eyes
upon Mullis Town — a settlement that has yet to test
its defenses againgt a determined opponent.

Origindly populated by people of mostly Veshian
ancestry, Mullis Town has since grown more racialy
diversified with the arrival of immigrants and traders
from digtant lands. A substantid dwarven population,
immigrants from Burok Torn and the Kelder Mountains,
forms the bulk of Mullis Town's miners. Relations
between Mullis Town and Vesh are close, and Vesh
based a permanent contingent of vigilants here.

Mullis Town's large haf-ore population has aided
the rapprochement between city dwellers and the
Gravdfigs, but the haf-breeds remain the town's lower
class — accepted by both sides, but fully trusted by
neither.

1. TheCordrada Corridor

A magnificent paved road, the Corridor stretches
uninterrupted between Mithril and Mullis Town. Wide
enough to accommodate two horse-drawn carriages in
both directions a once, the Corridor boasts more traffic
than al other roadsin the region combined. Indeed, it is
the artery through which the economic lifeblood of
Mithril flows. Due to the Corridor's Strategic importance,
Mithril's citizen army and troops of Veshian Vigil
heavily patrol it entire length. Even <o, travelers safety
cannot be guaranteed, as the road is too long and spans
far too dangerous an area. Titanspawn frequently raid
the area, but the Corridor and its accompanying patrols
have dramatically reduced the danger of and losses
associated with traveling southwest from Mithril.

2. Traders Town

Merchants and smdll trade houses have set up shop
here, close enough to gain military protection from
Mullis Town, but not so close as to warrant close
serutiny from King Jaren's tax collectors. Traders Town
has expanded considerably in recent years and
congtitutes an unofficia trading post where outsiders
such as the Gravdfist orcs may conduct business. Many
of the shops specialize in supplies and equipment for
adventurers and travelers, and inexpensive rooming
houses provide basic food and shelter for aslittleas 1 sp
per night.

3. Vigil Quarters

Built directly into the gatehouse through which the
Cordrada Corridor passes is the local base of the
Mullis Town Vigil. Built of black basalt and limestone,
the Quarters stand out against the simple wood-and-
brick buildings of Mullis Town. The Vigil's local
commanders reside within its walls, and honorable
travelers seeking respite are made welcome, asthe
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vigilants enjoy hearing reports from abroad. Though no
inn, the Quarters have nonetheless accommodated
several notable explorers in their short history and
garnered a reputation as a meetingplace for honorable
bounty hunters, explorers and adventurous souls
embarking on missions into the wilds. Whether meeting
Vigil officials or looking for hardy adventurers, the
Vigil Quarters are the best place to start.

Vedlii Whitehand

Soft-gpoken and pleasant despite the demands of
his postion, Vedii Whitehand commands the
Mullis Town Vigil. A good friend to King Jaren,
Whitehand tekes an active role in the city's socia
and rdigious life. He has accompanied his vigilants
and rangers on patrol along the Cordrada Corridor,
into the Kelder Steppes or into the Moanscars,
and he considers Mullis Town his home and will
defend it as bravely as he would his Veshian
homeland. Lately, the large number of reports
referring to gorgons and their minions sighted
within Mullis Town's vicinity concern him.

Vedii Whitehand, Commander of the Mullis
Town Vigil, Male Half-EIf Rgr8/Vig4: CR 5;
Medium Humanoid (5 ft., 9 in. tall); HD 10d8+8/
4d12+4; hp 86; Init +3 (+3 Dex); Spd 30 ft.; AC
13/19 (Dex/with +3 studded leather armor); Attack +
12/+7/+2 melee (1d6+4, +2 scimitar), or + 13/+8/ +3
ranged (Id8+3, mighty composite longbow); SA
Ferocity; SQ Sprint, tirdess; SV Fort +10, Ref +6,
Will +4; AL LG; Str 15, Dex 17, Con 12, Int 14,
Wis 13, Chal3.

Sills Climb +13, Hide +3, Jump +14, Listen +
15, Move Silently +3, Ride +11, Search +3,
Spdllcraft +6, Spot +12, Swim +13, Wilderness
lore+11.

Feats Alertness, Great Fortitude, Improved
Criticd (longbow), Mounted Combat, Toughness,
Track, Trample.

Favored Enemies. Goblinoids, aberrations,
humanoid titanspawn.

Possessions. +3 studded leather armor, +2
scimitar, mighty composite longbow, medallion of
adamantite

Ranger Soells Per Day: 2/1.

4. 0Old Town

Mullis Town is unofficidly divided into four mgor
aress. Old Town, West Town, the Agora and Dockside,
Old Town unsurprisingly comprises the oldest sections,
where many of the town's origina log buildings till
stand. The poorer part of town, Old Town plays home to
most of the settlement's half-ores. Human laborers and
minerslivein relative peace with the haf-ores, but brawls
between the two groups are not uncommon and
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sometimes require the intervention of King Jared's city
guard. Numerous inns, taverns and small shops selling
staples and basic supplies round out the neighborhood.

5. West Town

Home to more affluent humans and dwarves, West
Town contains newer, better-constructed residences

Scale: 1,000ft

and qudity inns and shops. Half-ores seen here work as
day laborers.

6. City Hall

Mullis Town's City Hall, constructed of the same
white stone that constitutes Mithril's sacred buildings,
stands like a glowing beacon in the heart of the city.
Withinitshallsresides King Jaren (hummale exp7, LG).
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Other rooms contain endless shelves of census data and
congtruction blueprints for both Mullis Town and
Mithril, including the layout of Mithril's catacombs.
The firgt seward of Mullis obtained the later document
owing to his eccentric penchant for collecting al kinds
of trivia. Jaren, a highly successful Darakeene merchant,
actually purchased the right to rule Mullis Town after
its founder, Arl, passed away. An open-minded if
somewhat wealth-obsessed individual, Jaren's most
controversia move has been bestowing full citizenship to
Mullis Town's hdf-ores, a group that is tolerated but not
loved by the city's residents.

7. Morass Docks

Just outside the Agora Gate stands a small huddle
of buildings known as the Morass Docks. Home to a few
pubs and low-budget stores geared to scholars, the
Docks hogt a small fleet of rafts (see below). These rafts
hold one to three passengers and are available for hire
a arate of 1 g per day. Adventurers and archeologists
rely on them regularly to reach sites along the river.

8. The Morass

Gloomy and treacherous, the silt beds known as the
Morass stretch beyond Mullis Town's eastern walls and
line the banks of the Hornswythe River as it changes
from a narrow, fast-flowing stream to a broad river. The
water ranges anywhere from a few inches to a few feet
deep and can only be navigated by smdl, flat-bottomed
rafts, maintained by the inhabitants of the Docks. The
Morass dangers are mostly mundane — quicksand,
drowning undertows, poisonous snakes and
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ginging insects, but occasiondly something worse creeps
in. Severa miredwellers were killed here several years
ago, and araft pilot recently swore he saw creatures that
could only be asaatthi. For his part, King Jared joked
that the only place that araft pilot ever saw asaaithi was at
the bottom of a gin bottle, but the archaeologists at the
nearby dig have taken the report serioudy and are on
their guard.

9. Market Square

Market Square is the busiest spot in Mullis Town,
where merchants offer the wares that they transport
through the Corridor. Merchants here have a tradition:
they set aside a fraction of their goods, offering them
free for the taking to anyone who can pilfer them
without detection. Thieves love this district for good
reason, but despite this admirable tradition, goods not
designated for theft have disappeared from time to time.
All the same, the merchants claim that the rate of theft
is better than it would otherwise have been.

10. The Agora

This upscale neighborhood is named &fter its centrd,
open-air market. Though its prices are prohibitively
expensive, the Agora boasts the finest selection of
upper-class goods anywhere in town. Theft has been on
the increase lately, and despite additional guards
patrolling the district, items continue to disappear from
merchants shops.

The remainder of the district consists of large,
pleasant residences where the town's wedlthiest citizens
live — usualy merchants, though afew especially



fortunate adventurers have been successful enough to
retire here.

11. Temple of Tanil

Tanil remains the primary deity of Mullis Town,
though new residents and visitors bring with them the
worship of other gods and goddesses. Tanil's temple,
though smdll, is one of the few stone buildings in town,
congtructed of white marble quarried in the Toe Idands
and hauled along the Cordrada Corridor from Mithril.

The small temple can hold only a few dozen
worshipers, 0 regular services take place outside, under a
white canvas awning in foul westher and beneath an
open sky in fair weather. Taniday is a day of rest and
worship for Mullis Towners, and on the Carnival of
Flowers, the entire city is decorated with garlands and
vines, taverns overflow with revelers and the priest
Andalus (hum male clr7, CG) leads joyful ceremonies
filled with song and dance throughout the day.

12. Shrines

As the only ranking priest permanently living in
Mullis Town, Andalus unenviably maintains shrines to
the other gods. He has no problem with the marble
statues of the relatively benevolent deities — Madridl,
Hedrada, Denev and especially Corean, who is second
in popularity only to Tanil in Mullis Town. Andalus
doesn't even mind keeping Enkili's image tidy, despite
the fact that worshipers hang humorous signs on the
statue or decorate it with impertinent graffiti. But
keeping the small atars and statues dedicated to
Chardun, Belsameth and Vanga scrupulously neat is
not atask Andalus relishes.

13. The Shanties

The Shanties represent the poorest district within
Mullis Town's walls. Home to destitute migrants, the
Shanties are havens for neer-do-wells and criminals of
al sorts. Those half-ores too poor to live even in Old
Town scrape out a living here, where they congtitute a
quarter of the population. Many itinerant adventurers
find the areds low prices and lack of aristocratic posturing
greatly refreshing. An eclectic neighborhood, visitors
need follow but three smple rules: be honest, stay low
and mind your own business.

14. Dockside

Mullis Town's bustling business didtrict lies between
West Town and the river. This areg, the last navigable
point on the Hornswythe River, sees a great deal of
traffic, with large river vessels loading and unloading
cargo, disgorging visitors or laying up to resupply. Smdler
seagoing ships can navigate this far, bringing goods
from distant ports. Mgjor trading houses maintain their
headquarters, warehouses and administrative offices
here. Among them are the rivals Bloodhawk and Asures,
who engage in intrigue and the occasiond open conflict,
with their supporters brawling or vandalizing their
rival's property.
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15. Hornswythe River

The main avenue of trade and communication
with Vesh and points south, the Hornswythe River
widens a Mullis Town as water feeds it, flowing down
from the cliffs above town. Mullis Town is the farthest
point that large vessals can reach, making the city an
even more criticd location for commerce. Beyond the
city, only smdler boats can make their way south from
Blood Basin, and frequent visitors from the north carry
smaller amounts of cargo.

The Hornswythe is not an entirely reliable route,
however. It occasionally and unpredictably reverses its
flow, sending blood-tainted water surging north, toward
Blood Basin. This phenomenon remains unexplained,
though rdligious-minded scholars suggest it coincides
with Kadum shifting or testing his bonds. The search for a
more mundane explanation continues. These flows
occur anywhere from once to four times per year.

The reverseflow phenomenon is unnaturd in many
ways. the red-stained waters actudly flow uphill, past
the heights, and in the process swamp the Morass, the
docks and many surrounding areas. On the positive
side, the upwelling displaces silt and river-bottom mud
to Mullis Town's farmlands, enriching the soil and
improving agricultural yields. In addition, during a
reverse flow, ships are carried north far fadter, accderating
trade with the south. The currents prevent those vessds
docked in Mullis Town from sailing south, however, so
their crews take refuge in local inns until the
phenomenon ends, usually after aweek or so.

16. University Town

The many scholars and archaeologists who have
come to Mullis Town from Mithril University have set
up an informa settlement here, consisting of tents and
temporary wooden buildings. Its population fluctuates
from a dozen during the dismal winter months to over a
100 during the summer digging season. The town
enjoys a sort of friendly anarchy, with individuals
deriving status and respect from their relative skill and
knowledge of the region and its history. Currently, the
archaeologist Am Koska Tabir (see "Last Hold of the
Fallen" below) is the settlement's informal leader and

spokesperson.
17. The Dig

Located in the middle of the Morass, Mithril
University's main dig site is accessible only by flat-
bottomed swamp-rafts. The dig would be an unpleasant
and grim place if not for the overwheming enthusiasm
of its researchers. Each day, anywhere from 5 to 50
scholars painstakingly excavate the site, heedless of the
foul and filthy conditions, the occasional flood and rare
but dangerous cave-ins. So far, the archaeologists have
uncovered numerous artifacts from the lost civilization
that predates Mullis Town. Ordinary household items,
such as pottery, tools and furniture fragments, are the
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most common find, but the occasional treasure is
discovered, including stone tablets chronicling the
history of the region, statues and religious objects.

18. Mines

Crigindly amining settlement, Mullis Town derives a
substantia portion of its wealth from this industry. To the
north, an exhausted tin mine, long since abandoned,
alegedly plays home to a tribe of cod goblins (if rumors
are to be believed). To the south dwarf and human
miners extract iron and copper ore. The mines are old
and could play out any time, but the work continues,
and Mullis Town remains a mgjor exporter of ore. As
Mithril has few refineries, miners ship the ore south to
Vesh for amdting, after whichiit returnsto Mullis Townin
the form of finished metals.

19. Miners Town

Most of Mullis Town's dwarves live in this dirty
settlement of wood-and-stone buildings. The dwarves
tolerate humans, but the size and shape of the structures
and the black des and mushroom stews served at its inns
tell visitors that this is first and foremost a dwarven
settlement. Miners Town is a rowdy place; lanterns
burn at al hours, and its buildings reverberate with
raucous dwarven laughter and song.

20. Farms

Mullis Town attained self-sufficiency severa
decades ago, and since then its farms have grown larger
and more prosperous. It exports those crops it doesn't
need, such as excess whest, oats, barley and hops (for
brewing). Farms are pleasant places, though occasiondly
flooded when the Hornswythe River rises or reverses its
flow. Built of wood and stone, farmhouses feature
attached barns and stables. Farmers, being a friendly
sort, usually welcome visitors gladly. Given the recent
influx of wedth that Mullis Town and its farms enjoy,
many consider that the farmers can afford to be
magnanimous.

21. Runic Pillar

One of the few visble remnants of the Ancients
avilization in the region, thisweethered pillar iscovered in
fant runic inscriptions in a language far too worn and
obscure to be deciphered. (However, what no one
knows is that splashing the pillar with blood causes the
runes to gow. Some of the writing will become reedable
with a successful Decipher Script, Spdlcreft or dmilar
skill check [DC 20]. Even thudy enhanced, the only
words visble reed "Beware the sunkiller, who shdl —
The remainder of the inscription remains
indecipherable)

The Kelder Mountains

The Kelders mgjestic summits frame the western
horizon of Mithril. Mithril has had little contact with
this region since the fall of Highfort. At present scattered
communities of goblinoids, orcs and the proud make
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their homes here. Several wrack dragons also lurk in
these foreboding pesks, but they never venture into the
Pains of Lede below, held back by the grester power of
Akentarion, the woodwrack dragon.

The Laboratory of Gest Ganest

The ancient sorcerer-sage Ganest'slab is actudly a
network of magic towers, linked by the clever use of
dimensional gates. Always the eccentric, Ganest
fashioned each tower after a different extraplanar realm.
Though the occasiona tremor topples a tower, the
majority stands and remains fully functional. Still
protected by Ganest's enchantments (and in some
cases summoned beings that have not yet returned
home), these towers represent lucrative, though highly
hazardous, targets for would-be thieves, scholars and
adventurers.

Rumors suggest thet, after gaining access to Ganet's
laboratories within the towers, adventurers would
discover al kinds of magical treasures. Ganest was
famous for his work crafting arcane spells — many of
which have never been observed and seem to exigt only
in stories told by Ganest himself. Those few persons
allowed to visit Ganest's labs when he lived reported
that dozens of half-finished magical wonders littered
his laboretories. Mainly known among arcane historians
for congtructing automaton crestures and for his prowess
as asummoner of soirits, Ganest's lab surely holds many
such secrets, as well as many such guardians unaffected
by the passage of time since Ganest's death. Uli
Gearhammer (location 41), Nabila Silverheart (location
54) and the Guild of the Shadow (location 89) dl have
an interest in funding expeditions to Ganest's towers
and might even accompany such expeditions.

The Howling Valley

A natura wind tunnd, the Howling Valey is clear
of the migts that blanket much of the Kelders. The only
known ways of accessing the valey are by atreacherous
overland pass from the eastern foothills and by air. Most
divine races stay clear of this area, as the howling
reminds them of the titans buried beneath the face of
the Scarred Lands. $till, it is a magnificent sight to
behold — one of the few truly "peaceful” places I€ft in
the world, unspoiled by hands either mortal or divine.
Y et some speculate that, like the Canyon of Souls, the
smaller Howling Valley also contains ruins from the
ancient dlarecians. A number of wealthy patrons and
Mithril University have organized expeditions to
investigate the area further, but crossing the Plains of
Lede would be a perilous undertaking, and no explorers
have yet stepped forward to take part in such expeditions.

The Shadow Fortress

Somewhere within the Kelders stands the
stronghold of Dar'Tan. None has seen the fortress and
lived to tdl the tale, so the Shadow Fortress location
remainsamystery. The fortressis dlegedly hidden
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within the heart of a mountain — within the very rock
from which it was hewn, according to the rumors.
Determining the Shadow Fortress location has been a
grest concern since it was discovered that the penumbrdl
lords had reestablished themsdlves in the Kelders. Some
eculate thet Dar'Tan may have discovered the remains
of the legendary aeria fortress known as Sky Keep
within the Kelders and cannibalized some of the floating
fortress components.

The Plains of Lede

The vast wilderness northwest of Mithril has at
times been the city's greatest threat and at others its
greatest resource. In the beginning, the plains were
little more than a wasteland inhabited by various
titangpawn races. Golem or no, the possibility of attack
always existed, especialy by the proud, hags and orcs.
Later, with the congtruction of the Wind Spires and the
Northern Protectorate's establishment, Lede became
Mithril's breadbasket, supplying agrarian goods that fed
the growing populace and filled the municipa coffers.
Most recently, the plains have degenerated into a
forbidding neutral territory. As the storms return,
titanspawn activity surges and the penumbral lords
threat intensifies, the Lede settlers morale has sunk to
an all-timelow.

The Northern Perimeter

Established in the wake of the Northern
Protectorate's demise, the Perimeter stretches from
Agrin in the south to the northern outpost of Artese.
Though the anchor forts are heavily garrisoned, Mithril
damply does not have the troops to patrol the length of
the highway that joins them, so proud raids are on the
increase. As if that weren't enough, the Vengaurak
Front has reached the outpost of Maridon. Even with
new defensive measures in place, Maridon might be
teken; if it fdls, the entire Parimeter may disintegrate as
well.

Denev's Triangle

Bordered by the towns of Landover, Agrin and
Corradin, the Triangle is the only settled area outside of
Mithril that remains unattacked by titanspawn.
Overcrowding is the greatest threat to the Triangle's
continued prosperity. Mogt of the farmers that fled the
Northern Protectorate flooded into the Triangle. The
farmers have overworked the soil, and crop yields
decrease with every harvest.

Norslan

A community of druids and incarnates live in and
defend the groves of Nordan. They occasiondly invite
respectful settlers to remain here. Nordan Rise, a village
established in 12 AV, is one of the oldest settlementsin
the area outside of Mithril. Recent gorgon appearances
in the Hornswy the Vdley have darmed Nordan, though
up until now, Denev's followers have had little trouble
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keeping Mormo's children a bay. Ironicaly, the

incarnates success has created new problems. Settlers ThePillars

from the overcrowded lands to the eedt, reassured by the Great stone monoliths dot the countryside. Their
defenders ability to halt enemy attacks, have relocated construction suggests the work of magic, though no
into the area without the druids permission, straining magical energy remains. Instead, they stand and maintain a
the alliance between Norslan and Mithril. silent vigil over Lede's vastness, guarding ancient

secrets within the complex network of runes carved
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upon their surface. Recently, fragments of ancient
documents suggest that the legendary Ancients created
the pillars. Though these findings have the support of
the Mithril Archives (location 101), some skeptics
question the truth of it and seek other explanations.

TheWind Spires

Dozens of these short, cylindrica forts once dotted
the Plains of Lede. Infused with both elemental and
divine magics by an dliance of spelcagters from Mithril,
Vesh, the Bridged City and Burok Torn, the spires once
tamed the plains ferocious westher. Now, many of
these spires lie ruined, smashed by the vengaurak and
the proud, so the lands that once comprised the Northern
Protectorate are again at the mercy of Lede's monstrous
weather. Mercenaries or small groups of paladin-led
Mithril troops garrison the intact spires that continue
to hold the storms at bay. The falen towers retain some
of their old magic, and travelers taking shelter within
the spires old confines can avoid the effects of Lede
storms (see inset).

TheVengaurak Labyrinth

The vengauraks recent arrival created a vast net-
work of subterranean tunnels. Though many tunnels
are unstable, a few have been mapped out and deemed
safe. Few journey willingly into this dark place, but as
the titansrains return, some travelers have found the
labyrinth's shelter a lifesaver — even though the
vengaurak remain active within the tunnels. Why the
vermin have strayed so far from their native lands and
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what caused them to grow so large remain unanswered
questions. Somewhere within the labyrinth's bowels
lies the answer, though none seeking it have ever been
seen again.

Blood Basin

A legacy of the 112 AV Blood Monsoon, Blood
Basin, once a blight, now supports many agrarian
communities. The Kelder Horsemen range in the south;
for the first time in their history they have reliable
access to fresh water. The orcish tribes to the north, for
the first time in their history, are not constantly at war
with the Horsemen. Recently, the Basin's waterline
has begun to drop, causing panic on both sides and
threatening the idyllic peace between the two factions.
Most Horsemen believe that the orcs are conducting
some sort of foul ritual and that the draining of the
basinisaprelude to darker days.

Mesogen Rain: Named for the titan Mesos, the
Mesogen are more nuisance than danger. The orc tribes
claim that the titan's blood taints the rain's water,
explaining the unusud reaults it has on magic (a theory
scoffed at by scholars of the divine war; they know that
Mesos was disintegrated so the titan's blood could
scarcely be in the rain). However, strange taes circulae
about travelers who, after exhausting their own
provisions, were forced to drink Mesogen water. The
rain is insidious; the faint honey smell belies its
supernatural nature.

P el I T, " W -




MITHRIL.: CITY OF THE GOLEM

T T, R . Ty it s M N

penalize only Listen. Titanswinds penalize all skills.

adequately sheltered take no damage from the storms

Weather on Lede

Condition Skill Penalty* Subdual Damage** Attack Penalties
Mesogen Rain -2 1 per hour (DC 10/+0, negates) -5range

Fateful Rain -7 1d4 per hour (DC 10/+1, negates) -10 range

Titansrain -15 1d6 per half hour (DC 15/+2, halves) -2 melee, range impossible
AssassinWind -1 none none

Titanswind -25 3d6 per minute (DC 15/+1, halves) -7 melee, range impossible

* Skills penalized by rains include Spot, Search, Listen and Wilderness Lore (for tracking only). Assassin winds

** Subdual damage is halved or negated on a successful Fortitude saving throw. Rolls must be made every
interval specified and increase in difficulty each subsequent interval by the amount listed after the DC. Creatures

Combat: Supernatura abilities have a 20% chance of
failing, and spells and spell-like &hilities have a 30%
chance of failing in Mesogen rain. All saving throws to
ress spdls, odl-like abilities and supernaturd abilities
suffer a-2 pendty.

Fateful Rain: Beyond being areal danger in and of
itself, the fateful rains are said to precede portentous
events. People met after such storms are said to become
lifelong friends... or enemies.

Combat: This particularly heavy rain creates
temporary patches of quicksandlike earth. Characters
crossing such soaking ground must make a Dexterity
check (DC 10 - size modifier) or become stuck. They
cannot move and lose their Dexterity bonus to AC until
they breek free, which requires a successful Strength or
Escape Artist check (DC 15).

Titansrain: The curse, "May you drown on the
Pains," originated with these deadly storms. Legend
holds that titansrains are evoked by acts of unspeskable
evil; that is, when the sins of the people outweigh the
will of theland, the titansrains will come.

Combat: As difficult as it is to breathe at rest in a
titansrain, combat makes the strain nearly unbearable.
Every round, characters with no means of bresthing in
water or avoiding the rain (such as with the water
breathing spell or a clever umbrella) take 1d4 points of
subdua damage (Fortitude save negates, DC 12).

Assassin Winds: Survivors of “the airy killer" say
that one can hear singing just before the winds begin
tearing flesh. This terrifying phenomenon is otherwise
undetectable, hiding within anything from a gae to a
soft breeze. The winds exact cause is unknown, though
there are long tracts of the plains where the winds are
most frequently encountered.

Combat: Treat the wind as an attack with a +6
attack modifier, causing 1d4 norma and 1d4 subdual
damage on a successful strike. The wind "attacks" all
creatures in the vicinity as it passes through. Victims
must succeed in a Listen check (DC 14) to avoid being
caught flatfooted by the wind's attack. Those with at
least 5 ranks of WildernessLoregain a+5 synergy bonusto
this check.
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Titanswind: Thetitanswind remainsthe most feared of
the plains wesather. As walls of air, debris and sonic
energy, the grestest of these storms can pulverize stone
walls in seconds. The sky momentarily blackens as the
wind approaches — the only warning that the storm is
coming. Although skill and combat pendties are given
for titanswinds, most sensible beings drop whatever they
are doing and flee. Even the most vicious titanspawn
halt their attacks and seek shelter.

Combat: Every round they are caught in the storm,
victims must succeed on a Fortitude saving throw (DC
10) or be stunned for the remainder of the round. The
effects are identical to those inflicted by a monk's
Stunning Attack ability (see corerulebook 1, p. 39).

TheOrcish Tribes

At the end of the divine war, the orcish tribes of
Lede presented the single greatest threat to Mithril.
Although their population had been devastated by the
war, the ferocious orcs were bent on revenge. They fdl
upon Corean's meager forces tirdesdy while rapidly
replenishing their numbers. Still, the divine races
dogged resstance kept the orcs a bay, and in time the
ores advance salled, and they fell to fighting among
themselves once their populations rebounded
aufficiently. Civil war shattered the orcish nation and
might very well have signded its extinction had it not
been for aserendipitous act by the divineraces.

When the Wind Spires went into operation in the
fdl of 41 AV, they abruptly muffled theterrible weather of
the Plains of Lede, and the land blossomed as never
before. The orcs were awestruck; for the firg time, some
of them consdered a way of life beyond warfare and
looting.

Saving Enemiesfrom Themselves

The divine races were, in turn, awed by this orcish
conversion and thought to further convert the orcs
from their worship of the dead and defeated titans. The
priests of Mithril felt that orcish worship of even one of
the darker gods was an improvement over titan worship.
Besides, what hope was there redly (at least in the short
term) of converting the orcsto the worship of Corean?
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That some orcs began to worship Denev was seen as a
small step in the right direction. Research into this
abrupt transformation revealed that these savages saw
taming the winds as erasing the last remnants of the
titans, thus spawning a great, unshakable racia ennui.

What followed was a miraculous 70-year period
with an astonishingly low frequency of orcish raids. The
orcs could not completely desert their old patterns, after
all. They continued to raid the overland trade routes, for
they had mouths to feed; despite the best efforts of some
druids and other divine missionaries, the orcs did not, in
general, readily adapt to the agricultural sciences.

In retrospect, the divine races surrounding the
Plains of Lede must curse the lost opportunity: if the
winds had not been tamed around 41 AV, the orcs
might well have annihilated themselves. Instead, they
found peace for many years, during which time their
populations steadily increased.

Do Not Deny the Blood

In 112 AV, the Blood Monsoon crushed eastern
Ghelspad. Whatever the storm's actua explanation,
the orcs knew the true culprits; themsalves. They had
grown soft tilling the land, and the titans, who surely
till watched over their children — whether from the
ocean's depth, the earth bowe's or some other prison —
sent the great storm to punish their wayward spawn.

Gridick Threethumb, a shaman among the
Scorchskulls, became the voice cdling for a return to
the old ways. He caled upon the tribes to spurn the gifts
and ignore the honeyed words of the divineracesamong
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them. In the name of the titans, Threethumb de-
manded action. Whether it was the fury of the storm,
the passion behind Threethumb's oration or the hatred
that smoldered deep in the orcish breast, the tribes
responded.

Fortunately for the settlements around the plains,
the orcish fervor permitted little coordination among
the tribes and sometimes even less within them, so no
great war resulted. But there was raiding and pillaging
aplenty. Most important to the orcs and to Threethumb,
who dill lives among the Scorchskulls, these titanspawn
reclaimed their spirit.

The Scorchskull Tribe

The Scorchskull orcs are every bit the marauding,
pillaging fiends that bedtime stories in Mithril paint
them to be Yes, pdadins have sruck down innumerable
quantities of these foul titanspawn, but the orcs have
recovered from the divine war and are pralific breeders;
there are dways 100 orcs to replace the 50 dain. But the
Scorchskulls do not fdl eedly in baitle. Other orc tribes
fear thisferocious dlan. The other resdents of the Plains of
Lede— divine and titangpawn dike— know it isin their
best interests to avoid areas where sun-bleached skulls
are piled high. Intruders merdy contribute ancther skull to
the mess. The Scorchskull are thus far entirey
indifferent to the peaceful entregties from anyone else
(even and perhaps especially other orcs). Old
Scorchskull warriors will die before setting down their
ams, and young orcs, dready prideful and overbearing,
dream of conquering more than their predecessors.
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Contemplation itself is seen infrequently among these
beasts, let aone dreams of peace.

TheThornhide Tribe

While not as rabid for warfare as their Scorchskull
brothers, Thornhides are nonetheless fearsome warriors.
As intently as the Scorchskulls roam the plains searching
for prey, the Thornhide tribe protects its own lands.
Mere proximity to Thornhide territory can incite
thunderous raids, while actually trespassing on
Thornhide lands (accidentally or otherwise) instantly
mobilizes al orcs of both sexes capable of swinging a
Wespon.

The Thornhide tribe calls the forests of the plains
its home, in particular those forests in the foothills of
the Kelders, though some orcs populate the other
woodlands across the plains. Interested observers, like
the Riders of Mansk, carefully record and monitor these
aees

The Thornhides will occasiondly stray from their
homes in search of prey or loot. Such bands are not as
unruly as asimilar group of Scorchskull would be; any
busness that tekes these orcs from ther lands is business
that must be tended to quickly to ensure a speedy return
home.

Because of this tribe's isolaionistic and independent
tendencies, there are some among the Thornhides who
wish to hear more of what Prophet Gortak has to say.
There are a handful of dders who recdl the times before
the Blood Monsoon and remain unconvinced that the
storm was a warning from the titans. These elders
stories recall atime when there was less threat to the
Thornhide homelands.

The Gravedfist Tribe

A high priest of Corean once called the ancient
and unfathomable Gravelfist tribe "orcs with souls.”
These orcs keep the tribes heritage very much alive.
Time has proven the Coreanic priest correct, as one
very prominent orc, the Prophet Gortak, has risen from
the Gravelfist shaman ranks. The Gravelfist, widely
regarded as wise in mogt things, have few warriors and
leed doigered lives. However, the Gravdfig are outcasts
from the larger orc community because of their
willingness to consider peece, like the time before the
Blood Monsoon. This "weakness' and a mysterious
illness that is currently afflicting the Gravelfist
(interpreted as condemnation by the titans, as was the
Blood Monsoon) have further dampened the respect
giventhistribe.

However, the Gravelfist persevere in their
consideration of peace while hardly losing the barbaric
qualities that define an orc in the minds of the divine
races. In fact, Gravelfist warriors, compensating for
their tribe's reputation as impotent followers of the
Prophet, seem intent on dispelling the perception that
the tribe is rotting from within. Their reputation as the
mogt destructive orcs of Lede grows, based on attacks
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that are not the most effective or fearful, but instead
wild and frenzied.

The Other Titanspawn of Lede

Other forces threaten Mithril's security — some
ancient foes, othersrelative newcomers.

The Proud

The proud are by far the most numerous titangpawn
race threatening the safety of Mithril and the region's
inhabitants. Tenacious and ruthless, their raids have
limited the Plains of Lede's settlement since the end of
the divine war. As Mithril struggles with other pressing
matters, the proud have once again falen into their
routine of attacking when Mithril isn't looking.
Recently, the creatures leveled a Wind Spire just west
of Lown Haven, gpparently unaware of the foolhardiness
of such actions.

TheVengauraks

These vermin spawn of Gaurak destroyed the
Northern Protectorate. Current reports indicate that
their tunnels extend toward the Northern Perimeter,
though afew even threaten the southern farmlands.

A few daring adventurers have explored the tunnels,
returning with tales of huge "elder" vengauraks that
appear to be at the heart of this crisis. Much larger and
more intelligent than the common variety, the elders
appear to be spearheading the advance of the cavern
networks. There are dso rumors of awestern vengaurak
tunnel that leads into the Kelder Mountains.

The Spider-eye Goblins

The goblins appeared shortly after the fall of the
Northern Protectorate villages. The goblins have taken
advantage of the vengaurak tunnels to establish a
permanent settlement within the plains. Because the
tunnels stretch for such immense distances, it is
impossible to accurately assess the goblin population's
size (though various estimates agree on a minimum of
seven, medium-size tribes).

At present, the goblins are little more than a
nuisance. However, they function as a de facto "rear
guard” to the vengaurak advance. Aslong as the goblins
inhabit the older and now abandoned tunndl networks,
striking at the vengaurak nests from the rear seems
impossible
The Gorgons

A new threst to the region, gorgons have recently
been sighted in and around the northern tributaries of
the Hornswythe River. Though their range is limited,
the gorgons recent atacks on Nordan Rise and Landover
suggest they are preparing to launch a more
comprehensive campaign of destruction. Only low
gorgons have been identified so far, but the scope of
their actions strongly suggests the presence of high
gorgons. Champion Barconius and the other paladins



plan to dispatch scouts and launch a campaign before
the newcomers grow too bold or too powerful.

TheHags

Except for their initial machinations and their
abortive campaign of terror 20 years ago, the North
Shore hags have kept to themselves. The forts at Artese
and Lovitz have not reported any openly hostile activity
for some years now. The greater part of the hags power
was logt in the Hag War, and wolves now overrun their
empty cavern strongholds. Still, tales continue to
circulate of a resurgence in hag activity, and creatures
traditionally used as minions by the hags — trolls,
goblins and blight wolves — have been increasing in
number, feeding speculation that Mithril's ancient
enemies may be preparing to once more unleash their
wrath upon the city.

TheToeldands

Thefiveidands east of Mithril, the Toe Idands, are
frightful dens of danger. The idands pirate bands are
well known, as are the many bestid natives whose sharp
teeth, serrated claws and poisonous kisses send men to
early graves. Yet againgt this backdrop is a landscape
shrouded in ancient mystery and majestic beauty.

Algos

Perpetually covered in a thick blanket of mist,
Algos is the greatest bastion of pirate ships outside of
Nephantaros empire. These pirate bands, too small or
weak to go up againgt the more dlite crews, lurk unseen
in this island's many coves and inlets until they are
ready to raid again. A labyrinth of natural reefs around
the island ensures its safety, and pirate navigators
jedoudy guard the secret sequence of maneuvers needed
to reach their particular safe havens.
Cyri

As if compensating for being the smallest island,
Cyri is the most violent. Its shores are a deathtrap of
obsidian shards and basdlt spires. At the island's heart
stands the only active volcano in the Toes, constantly
belching lava that dowly builds up the idand. Periodic
earthquakes shake the idand, sending huge, jagged
chunks of it into the ocean. Once submerged, the debris
sits like an unclaimed cornucopia of rare metals and
crusted jewels. Merchant divers sometimes venture into
the waters around Cyri for this very reason, hoping to
take some of the treasures of a "fire bloom" home for
themsdves.

Mori

A lush jungle covers Mori, and al manner of odd
life forms inhabit it. Ships generaly stay clear of its
shores, as Blood Sea mutations and pisceans infest the
nearby waters. Seataes ao tell of arace of humans thet
lives on thisidand, people known as the water runners
— fierce tribesmen with the magical ability to literaly
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walk on water and who attack ships that venture too
close. The water runners existence cannot be con-
firmed, as most captains avoid thisisland. Most folk
attribute lost vessels to storms, sea creatures and the
pisceans. The Museum of the Blood Sea has for severa
years been trying to organize an expedition to this
wilderness isle to investigate the legends, but has not
been able to secure funding or adventurers willing to
approach such an ominous place.

Roh Ahnon

The stronghold of the Empire of the Sea, Roh
Ahnon's rich northern soil and mineral-rich southern
shores make it an advantageous stronghold, exploited
by every pirate faction to have held supremacy in the
Toes over the last century. The island's name means
"broken blade" in the ancient dwarven tongue and has
its origins in the idand's shape, which loosdly resembles
achipped dagger.

The Empire's potentia recruits are sent into the
southern lands, where they must survive the many
predators that lurk there. Candidates are left on the
island with only the clothes on their backs; the pirates
deprive spdlcagters of their books, warriors of their aams
and armor and clerics of their divine focus.

The trial, known as the Blade's Test, challenges
even the toughest candidate. Only those surviving the
perilous, 15 -mile journey to the settlement of Resolution
are alowed to join the Empire. Even pirates outside of
the Roh Ahnon band acknowledge the skill and strength
needed to endure such a challenge. Kariosa Nephantaros,
the Empire's leader, personally welcomes those who
succeed into her "family." Those who fail are never
heard from again, though new candidates occasionaly
find small collections of items left behind after their
predecessors corpses have long since rotted away.

Thalien

It was on Thdlien that Mithril's founders discovered
marble suited to the construction of a god's city. The
founders also discovered ruins in the idand's northeast
quadrant, which the quarrymen dubbed "the Citaddl."
None knows who constructed it, though speculation
leans toward dwarves, elves, djinns and even the
Ancients of Lede. For sometime, the Citadel served asa
pirate staging ground until al activity abruptly ceased
just over five years ago.

Near the center of the island stands the stone
formation known as the Weeping Maiden. Legend
holds that the Maiden emerged from the torrent of
blood unleashed by the Quarry's Slaughter. She bears
an unnerving resemblance to a humanoid female, and
the natural spring that lies directly beneath the rock
contributes to the illusion that the Maiden is crying.

The League of Hydros and their dread sky-ships lair
in southern Thalien. Perched on a high diff, the League's
vessals stand ready for merchant vessals to pass within
the League's sphere of influence. Though Mithril has
consdered more than one plan to eradicate the League,
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surmounting the League's defensive position has proved
problematic.

The Toeldand Pirates

The Toe Idand pirates have come a long way from
their modest beginnings as thieves and cutthroats aboard
rickety ships long considered obsolete for even
mercantile service. Though their leaders have called
themselves "princes’ for nearly a century, only the last
two generations of pirates have seen captains worthy of
that appellation. Today's pirates sall vessdls of unequaled
design, manned with crews that can best nearly any
they meet. Elite and efficient, the pirate fleets have
grown to match the merchant trade upon which they
prey.

Princes and Petty Thieves

While it is true that most captains and their crews
are little more than common criminals, many pirates
choose this life for reasons beyond simple greed. The
thrill of adventure lures many a young sailor to join the
pirates ranks, as does a certain (overly) romanticized
notion of life on the sea.

The pirate bands of Algos best fit the profile of the
bloodthirsty cutthroat. Most bands have only one ship,
and they tend to be older, dower vessaswith reletively

T T, R . Ty it s M N

68

green crews. They limit themselves to raiding poorly
defended convoys and are the bane of small merchants.
Some speculate that the Algos bands have contacts
among Harbor City crime lords and that the two groups
work in colluson to carry out raids and divide the spoils.
Mithril has focused its anti-piracy efforts on curtailing
this group's activities, but for every raider ship they
capture, another seemsto takeits place.

The Broken Blade's Empire

Lead by their captivating "empress," Kariosa
Nephantaros, the raiders of Roh Ahnon — aso known
by their self-aggrandizing monicker, the Empire of the
Sea — are the most impressive band to ever rule the
Toes throne idand. With nearly a dozen ships and over
300 sailors, the Empire's fleet is unmatched. Several
attempts to end Nephantaros' activities have ended in
disasters, with considerable losses of both lives and
ships. In fact, many of the vessdls in the Empire's flotilla
were captured during these attacks.

Until recently, Nephantaros limited herself to
plundering only the wesalthiest merchant vessels, and it
has long been known that she tekes particular delight in
destroying the most powerful and arrogant traders.
Furthermore, she forbids the unnecessary taking of lives
(after all, terrified survivors stories only enhance her
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notoriety). All this changed when House Asuras hatched a
plot to assassinate several of Nephantaros favored
lieutenants. Since then, the pirate queen has waged a
persona war that has escalated to unprecedented pro-
portions. Trade through the sea-lanes has dowed to a
near-halt, and even the Asuras are starting to feel the
pinch. Asfor Mithril: it can ill afford thislatest blow toits
dender maritime supply lines.

Farthest Shore, Greatest Threat

The mysteriouside of Thaien haslong been hometo
those dite pirate bands outside Roh Ahnon's control.
Though no less ruthless and criminal than the bands of
Algos, Thalien's pirates have always had better ships
and better crews. In recent years, this superiority has
advanced to an entirely new level with the emergence of
the League of Hydros.
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Unlike the bands before it, the League is especidly
feared for its extensive use of magic. No one knows
where they came from, but they were obvioudy enticed to
the Toes by the trade of magica goods between
Mithril and Asherak. With members from virtually
every race on the face of Scarn, the League is an edlectic
mix of peoples — titanspawn and divine. The lure of
gold and power seems to transcend even heaven's
mandate.

The most potent weapon in the League's arsend is
its small but spectacular sky-ship fleet. These vessdls,
bonded through magicd rituals to their crews, have the
unsettling ability to perform major feats of magic.
Reports have variously described these ships flying,
melting into the waves, disappearing from plain sight
and vanishing in a blinding flash of light only to
reappear moments later many miles away. So far, four
such vessdls have been identified, each bearing a unique
st of arcane symboals upon her sails. However, given the
size of Thalien and the ships uncanny ability to remain
undetected, the actual number could be much higher.
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Chapter Five:
Adventures

The following stories focus on Mithril. Multiple stories have been
assembled into related episodes, which allows characters to participate
in Mithril's metaplots. However, each episode is independent. GMs
should not feel compelled to run al of them; just introduce events from
earlier episodes as background, and |et the characters take it from there.
The episodes individually constitute a mini-campaign framework,
leaving specifics to GMs. Details on monsters, events and so forth have
been generalized to alow GMs latitude when tailoring the adventures
to their parties abilities and power levels.

Concluding most stories is a section that briefly describes the
wider ramifications of the adventure's events. If rewards are involved
(usudly in the form of a heroic reputation), they should only be
awarded if the characters completed all the associated episodes.

Although GMs can run the stories in any order, they have been
presented in a sequence that makes the most sense. Also, certain arcs of
the same episode are interchangeable. For instance, GMs might want to
relocate the cure for the Gravelfist plague from the island of Thalien to
Gest Ganest's laboratory. In this case, simply switch the episodes and
transpose the appropriate details.
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Dance of the Dark Lord

One of Dar'Tan's covert plots to sow disorder within
Mithril's dlite provides the framework for these stories. His
approach is smple: uncover existing antagonisms, choose
one and exploit it to cause a conflict. He will then sabotage
the authorities attempts to defuse the Stuation, making
Mithril's paadins and clerics gopear incompetent and
ineffectud and tarnishing their reputation as infdlible
crusaders. Obvioudy a single incident won't shatter the
peoples loyalty or respect, but Dar'Tan hopes it will be a
nudge down the dippery dope of ruination.

Episode 1. Welcometo the Higher Levels

One of their contacts invites the characters to a
grand ball, held at the deBronis Estate in Temple City.
There they meet and mingle with the city's élite. The ball
is a good place to introduce (superficidly) any NPCs that
GMs may later wish to use. Alternately, the characters might
rescue one of the mgor NPCs from an ambush in Mithril's
less-savory digtricts before the ball, thus gaining a contact
who might effect introductions to other NPCs.

It is critical that GMs introduce Dar'Tan here.
Disguised as a minor lord from a digant kingdom, he acts
weak, insecure and a little socially inept. He uses this
srategy to gauge the various figures of the city. The ball
presents an excellent opportunity to demonstrate the
mentality of different NPCs to the players, as they
observe (along with Dar'Tan) how various nobles,
merchants and mercenary commanders react to the dark
lord'sruse.

Notethat the ball isa Divinity's Day celebration, and
Corean's paladins are milling about in their finest livery.
Around midnight, the hogt and/or hogess summons guests
outsde to pray to Corean and the other good gods. However,
just as Merketh is suppose to reach its zenith, at which time
the clerics must perform a holy rite, the Nameless Orb
appears from behind ghost-white clouds — at a place and
time it should not appear! The Nameess Orb remains there
for therest of the campaign until the party resolves several
of the key crises that will beset Mithril. Until then, the
Nameless Orb hangs over Mithril, an omen of greet evil, even
edlipsing the sun every day a high noon.

Episode 2: Ambush and Accusations

Two days after the bdl, word reaches Mithril that a
caravan has been ambushed while on the Cordrada
Corridor. While not a particularly unusua occurrence, it is
suspicious in this case because the caravan was
supposedly unimportant; only a few people knew that it
conveyed a valuable cargo hidden among mundane
items. After all, it is a proven though risky strategy:
hiding valuable items in a small, minimaly protected
caravan dtracts less attention from raiding titanspawn.

The fact that this smdl, seemingly inconsequential
caravan was specificaly targeted makes sugpects of afew
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very powerful merchant houses one or two of the better-
connected mercenary corps and the ruling cagte of Mithil
itself. GMs may choose which suspected group is at thetop
of thelist, branded by the rumor mill as the true culprit.
After dl, who would dare openly accuse any of the
suspected parties? GMs should designate one of the exigting
trade houses (Asuras or Bloodhawk) or anewly created one
as the victim of the attack (who will later become the
party's ally) and determine the true accomplice'sidentity
(who will later become the party's enemy). Il will festers
and tensions build until the party uncovers the red reason
behind the ambush. There are severd dues

1 The attack occurred at night, but not when it was
darkest. In fact, Belsameth's moon was especialy bright,
cadting long shadows with its soft light.

2 The attackers were completely silent and
unseen.

3 The dain defenders armor bears no signs of
damage, but the bodies within the armor were severdly
injured.

4 Some pack animds survive If anyone who can
communicate with animals asks them what happened,
they will report that "dark shepes' attacked the caravan.

Although Dar'Tan is the true mastermind behind
the attack, there were other conspirators. Dar'Tan
progressed as far as he did because some of Mithril's dite
had placed their own gain before the wefare of others.
How the characters choose to handle this diplomatic
morass is ther cdl, but Mithril's Shining Council strongly
opposes openly revealing the penumbra lord's
involvement.

Episode 3: Minions of Shadow

This episode pits the party againg Dar'Tan servants.
These are Dar'Tan's weakest minions and a good way to
introduce the characters to future adversaries.

The party discovers, either through the course of its
investigations or a contact (perhaps an employer), the
location of a hideout just off the Corridor where the
ambushers are believed to be hiding. Due to the ddlicate
Stuation created by the fdlout from episode 2, the ruling
council has decided that a small, unaffiliated party should
intervene. The party is asked to atack the base (a ruined
fort from the time of the divine war) and uncover as
much information as possible about the attackers (who at
this point are believed to be smple brigands).

The base containsavariety of creaturesthat Dar'Tan has
recruited to help him attack caravans. These will include
orcs, gobling, shadows and shadow madtiffs (see core
rulebook 111). If the party is powerful enough, a low-leve
crypt lord or penumbra lord (see Relics & Rituals ) allied to
Dar'Tan may command the fortress. After defeating the
enemy, the party may find documents implicating
Dar'Tan and the Penumbra Pentagon in theraids.
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Conclusions

If they stop the raids and expose the involvement of
Dar'Tan and the Penumbral Pentagon, the party will
gain a number of dlies and contacts on whom they can
rely in later adventures, including Barconius and Emili
Derigesh, the individud or group that was fasgly accused
of theraids and/or the owners of the caravan, epecidly if
the party recoversthe items stolen from the caravan.

Bewar e the Seafood

The Blood Sea, though a source of great wealth,
presents endless threats to Mithril's safety. A recent
change in the Blood Sedls waters has created a new peril.
This turn of events, combined with the activities of
Harbor City's less-noble denizens, has created a crisis
that callsfor heroic action.

Episode 1: A Fishy Trail

The party, enjoying a med a a Harbor City estery,
see severa patrons suddenly grow ill, literdly sweating
blood (see the rules for "Blood Fever," Chapter 1). Most
onlookers immediately flee. Upon investigation, the
party discoversthat thefish are clearly tainted.

Following the fish's trail, the party discovers that
fishermen have been taking catches in a questionable
manner and evading the Mithril Monitors, selling their
catches directly to one of the Stormside crimind gangs.
If the party decides to confront the fishermen and the
crime syndicates directly about it, they might be able to
solvethe problem.

Episode 2: Blood Waters Rising

The party discovers that illega fishing has been
occurring for quite some time, but it doesn't explain the
sudden outbreak of blood fever. The characters soon
discover thet a new chasm has formed just off the shores
of Mithril, spewing forth sickening torrents of
concentrated Kadum's blood. The party must somehow
sed the chasm; otherwise, the titan's blood will continue to
flow until Mithril's shores become tainted and twisted
beyond recognition.

Though powerful acts of magic are one option, not
al parties have this capability. Other ideas include
causing a controlled underwater cave-in to bury the
chaam or sinking severd old ships to plug it. Regardless
of how they do it, the dread pisceans (see Creature
Collection 11) will oppose the characters. Indeed, these
titangpawn crested the chasm in thefirgt place.

Conclusions

Though many fishermen will resent that the party
interfered with their lives and/or livelihood, most will be
grateful that it sealed the chasm benesth the Blood Sea
The city will certainly be grateful if the party diminates,
exposes or otherwise compromises one or more of Harbor
City'scrimerings.
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The Orcsof Lede

Alone among the titanspawn of Lede, the orcish
tribes have begun to show signs of softening ther attitudes
toward the divine races and their city of Mithril. Though
the voices cadling for peace remain few and center on a
Gravdfigt orc named Prophet Gortak, there is hope that
the orcs and Mithril might soon coexist in peaceful
detente, as they did until 40 years ago. These dory events
revolve around the progression toward such a peece, but
unless the characters help, that peace may end before it
begins.

Episode 1. Swords of the Sacred Sky

The party is asked to investigate Strange occurrencesin
the northern reaches. In the process, it isambushed by orcs
These are normd orcs (see core rulebook 11, p. 146) but
will attack in sufficient numbers to threaten the party.
Just before the firg fatdity occurs, a second wave of
orcish soldiers appears (dso sandard orcs, but better
disciplined, including some higher-level warriors and
fighters). They quickly subdue the other orcs and defend
against the characters without striking back. One of
these new orcs, mounted on a black-furred dire wolf and
armed with a massive falchion, steps forwards and
introduces himself as Donnangar. He informs the
characters that they are trespassing on orcish lands and
invites them to follow him (in a tone that broaches no
dissention). His directive can be reinforced by force if
necessary.

The orcs lead the characters to an orcish village.
Before the party can be questioned, the proud (see
Creature Collection, p. 148) attack the orcs. Unpre-
pared, the orc villagers suffer heavy casudties. In the
confusion, the party may smply chooseto leave, though if
it stays to help the orcs (who do not register as evil
through magic; they are chaotic neutrdl), the orcs will
later regard the characters with grudging respect.
Donnangar, a willing conciliator, offers the adventurers
dinner and a place to stay (not a bad idea, he points out,
seding as night is about to fal and the proud are likely not
far avay).

Episode 2: The Plague of the Gravelfist

The Gravdfig orcs ask the party to find the cause of a
deadly plague decimating their population. Preliminary
investigations prompt the party to travel to Mullis Town,
where it discovers that the mining operation there is at
fault. Diggers have inadvertently exposed a long dormant
fungus deadly to orcs. Upon learning this fact, the
Scorchskull tribe claims this outbreak is a deliberate
human attack and plans a counteroffensive againg Mullis
Town. Before an attack can be launched, however,
Prophet Gortek stepsin.

Gortak proclaims that this event is a test for both
the orcs and divine races of Lede He prophesies that only
through divine intervention will this plague be lifted. Of
course, this proclamation meets with much scorn and
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disbelief; most orcs believe the plague is their punish-
ment for abandoning their titan forebears and as such
cannot be averted by the new gods.

If the characters helped save the orc village from
the proud in episode 1, Gortak, through Donnanger,
extends the characters an invitation to meet with him.
Donnangar might seek out the party on the plains and
directly convey the message or use a hdf-ore dly of the
Gravelfist when the characters are in Mullis Town or
some other Lede-based community. If the characters
meet with Gortak (a grest roleplaying opportunity), he
will discuss their role in ending this plague. Gortak
readily agrees that it is unlikely the miners will cease
their activities, so he asks the characters to assist
Donnangar recover a potent hedling plant from the Toe
Idands (specificaly, theidand of Thalien).

Episode 3: To Seek the Cure

Donnangar and the party must travel to Thdien in
the Toe Idands to find the cure to the Gravelfigt plague.
Hrg, the party must gain access to Mithril's greet libraries
and ask its derics for help. Though Donnangar knows in
genera what to look for, the characters must consult the
Archives to narrow down the list of candidate herbs.
The subsequent journey to Thalien involves several
chdlenges

1. Finding aship willing to take on an orc.

2. Surviving a piscean attack.

3. Surviving a League of Hydros attack while on
Thalien itsdlf.
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While on Thalien, the party discovers ancient
ruins. While exploring, Donnangar realizes that the
inscriptions on severa surviving walls resemble very
closdly his people's language. On a successful Spot check
(DC 13), a character familiar with the orcish language
will notice a rune thet roughly trandates as "eternd life"
Revedling this rune to Donnangar Sartles him; he spesks a
command word at the tablet. The tablet crumbles,
revedling a handful of seeds— one of which fdls from its
pouch and ingantly sprouts into a hardy plant. Characters
with an appropriate skill, such as Lore (nature), or who
are druids will redlize that the plant might survive and
thrive in the harsh soils of northwestern Lede (the
vedtiges of orcish lands). The implications for the famine-
stricken orcs are staggering.

Conclusions

Donnangar and the party return with the cure,
averting war in the south. The discovery of a crop that
can survive in the orcs harsh lands gains the characters
the trust of this otherwise bitter and resentful race.
Prophet Gortak accepts both these gifts himself,
generating much excitement about his prophetic words.
Though mere good deeds and seeds are not enough to
change the ways of orcs like the Scorchskull, this series
of events greatly increases reverence for Gortak and
represents a concrete step toward the ends he desires.

L ast Hold of the Fallen

These adventures revolve around eder
civilizations and arcane riddles. As such,

partieswith adequate megic
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Ara Koska Tabir

Tabir isardatively petite woman who neverthdess has an authoritative presence. Her face seems forever youthful,
no matter how much grime it accumulates on the job. Dressed in Smple, dun-colored cloths, Tabir has never cared for
fashion, preferring utility to aesthetics. Because of her petite stature, a rarity given her Albadian heritage, and the
dust and grit that perpetually darkens her otherwise fair complexion, few recognize her as native from Albadia
unlessthey are skilled in the diaects of Ghelspad and recognize her accented Common.

Though never an adventurer, Tabir's journeys have teken her far across the battered face of Scarn. If she's learned
onething during thosetreks, it is not to judge things by first gppearances. Always open-minded, Tabir frequently revises
her opinion of others. The perennid optimi<, she gives strangers the benefit of the doubt. Many people who have met
her only once have described her asa"friendly younger Sdter.”

Far from her Albadian homdand, Tabir has begun making a name for hersdf as one of Ghespad's leading
archeologigs In an erawhen everyone seems eeger to bury the pagt and embrace the future, she sands among those few
who believe that the land itself holds the key to its own savation. However, her driven nature is partly born of
desperation, though she rarely shares this fact. Tabir's only brother is dying — the result of atraumatic birth that left
his spine badly damaged. Only the gift of a"living artifact,” given to him at birth by an unknown benefactor, saved
him. But the artifact is losng its potency, and it is only a matter of time before it sops working atogether and her
brother dies Perhaps, if she could just recover another copy of the artifact, she could prevent that event from
occurring.

Tabir's current focusisadig Ste at the Mullis River's mouth. Working out of Mullis Town, her drive and reputation
have attracted a cadre of like-minded scholars, creating a "university town™ amost overnight. King Jaren is only
too happy to see this happen and hopes that thiswill herald anew era of academic leadership for MullisTown. As
such, he has devoted condderable resources to her project, going so far asto section off a new digtrict upon which to
congtruct anew university.

AraKoska Tabir, Chartered Archaeologist, Fellow of the Mithril Archives, Female Human, Exp6: CR
2, SZ Medium Humanoid (5 ft., 2 in. tal); HD 6d6-6; hp 20; Init +0; Spd 30 ft.; AC 10; Attack +3 (+4 Base, -1 Str)
meleg, or +4 (+4 Base) ranged; SV Fort +1, Ref +2, Will +6; AL LG; Str 8 (-1), Dex 11, Con 9 (-1),Int 17, Wis 12,
Chal2.

ills: Craft +9, Decipher Script +10, Diplomecy +1.5, Escape Artigt +3, Hed +8, Hide +1, Knowledge (loca
history) +13, Knowledge (arcana) +5, Knowledge (nature) +4, Listen +3, Move Silently +2, Profession +3,
Ride +11, Scry +3, Spesk Language +1, Spot +6, Use Rope +9.

Feats: Alertness, Improved Unarmed Strike, Skill Focus (ride), Skill Focus (knowledge).

support or riddle-minded players will find them chal- to the party's level. After the fight, the party reelizes that

lenging. The party might even gain a solid reputation
among the people of Mullis Town, upon which they can
build by addressing "The Gorgons Gambit" (see that
scenario, below). Otherwise, the rewards mainly take the
form of magical treasure.

Episode 1: The Necromancer and
the Scholar

While in Mullis Town, the party confronts a
spellcagter out to prove his superiority. He atacks while
they are in the open, surrounded by many witnesses and
bystanders. A terrified child gasps, "It's the Reaper! Run
for your — !I" before he is interrupted by the wizard, who
says, "Die, insect!" The wizard immediately hurls a
lightning bolt. The party is positioned such that it can
intervene if it chooses. Assume that al characters can
take one full action before the spell hits.

The wizard flees to the Runic Rillar south of town. If
the characters pursue, they redlize too late that it's atrap;
the wizard's undead minions attack from hiding.
Assume that the spellcagter is a necromancer two levels
higher than the party; his minionswill be undead sLiteble
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the pillar is glowing. Any Spellcraft check (DC 15)
indicates that it reacted to the shedding of blood (see
"MullisTown," location 21 for details).

Suddenly, avoice congratulates the party for its skill in
battle and ability to decipher such an old and unusua
script. When the characters turn around, they see Ara
Téabir.

Episode 2: Mystery of the Ancients

Tabir invites the party to spend the night at her
camp (the least she can do, she explains, for ridding the
area of a much hated villain). If the party has a Small
male, she is especidly friendly to him. If the characters
are polite, shell offer to hire them for a specid job and as
payment will give them small artifacts she's recovered
from the dig (of which she aready has severa other
copies).

If the party accepts, she explains that for the pagt few
weeks, progress at the site has stalled. Some idiot
accidentally read an old tablet aloud and triggered its
meagica guardians. Now, when someone approaches the



dig, automatons materiaize out of the air and attack the
archeologists. She knows how to the reverse the ward
(theoreticaly), but she needs strong fighters to distract or
overcome the constructs so that she can reach the
tablet. The guardians may be golems, thunder orbs (see
Creature Collection, p. 197) or similar automata, with
numbers and powers adjusted to the party'slevel.

If the party succeeds, Tabir will reward it with small
magicd items from her collection. Shewill now aso bean
dly and contact. She tells the party about the Ancients
civilization and their underground cities that supposedly
lie buried somewhere in the vast wilderness around
Mithril. She tells the characters that she is searching for
the location of the Halls of Dunai, a complex of
underground tunnels rumored to be a treasure trove of
archaeological data and ancient magical secrets and
items. If the party seems interested, she will show it her
copy of Gest Ganest's trandation of the Legend of the
Hydra (see sidebar). The party can try to solve the
metaphorsin the legend, if it chooses. Tabir will also
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help the party decipher the mystery and point it in the
right direction if it is stumped.

Episode 3: The Chambersof the

Ancients

Eventualy, with Tabir's help, the party learns the
location of the Halls of Dunai's entrance. As hinted in
the legend, the three gates are heads of a metaphorical
hydra, and each a geographica formation. References to
the various heads may be found in other ancient texts or
inscriptions, as might be found in the Museum of the
Blood Sea (Chapter 3, location 26), known by booksdller
Chel Azatan (location 28) or learned from sage Kabla
Tythorius (location 52).

Theidand of Cyri contains one entrance: acavern & the
base of the volcano resemblesan open jaw. Thedig site at
Mullis Town represents another entrance: an
underwater cave that spews out the mud forming the
Morass. Thefinal entrance "head" isacavernin the
Kelder Mountains, near Gest Ganest's sanctum, inwhat is
cdled the Howling Valey

The Legend of the Hydra

Tamar Rowydd recovered the following document near Get Ganest's laboratory and traded it to the Mithril Archives for

services rendered. The document contains Ganet's trandation of a tablet fragment he found on the Plains of Lede The original
tablet, written in the andent Asatthi didect known as Ddanta, has since gone mrissing; as such, the accuracy of Ganest'strandation
cannat be verified. However, given the repute of its source, the peculiarity of the subject metter and the apparent completeness of
the fragment (which indudes Ganest's original notes), it is the opinion of this scholar that the artide is of sufficdient quality to be
indudedinthe Archives

— Fovahn dalan Kir, Principle Archivigt, Enkilot 16, 138 AV.

...and bregtheditslegt. S fdl thefinal guardian(l] of Dunai[ 2], its many heads srewn across the battleground of itsdaughter. Yet
the guardian had doneitsduty, bresking the blade of the Invader[ 3] so thet the Hallsof Dunai remeinedinvidate Srongwesthermegic
of thet age, thet the lifdess beast retained patency even beyond thegravd 4. Itsformer charges now took caretto restorg 5 the better part
of itsform and so themeny headq 6] of theguardian protect the Hallsof Dunai dill. Tothisday, the severed headsmerk the entrancesto
theandent dtadd —the Buming Heed, the Drowned Heed, the Howling Head.. [ 7]

[1] Rough trandation from thon'lohd, which means "great protector” or "honored protector.” The one expert on
the Asatthi language with whom | was able to consult suggested that thon'lohd is akin to atitle and can only be given
to those beings the author would have himsalf respected. Given asaatthi xenophobic tendencies, | would wager that
such abeing must have been at least in part reptilian.

[2] Referencesto the Halls of Dunai recur in severd other accounts that have been recovered from Lede. Talestell of
a vast relm of magnificence beyond words, whose inhabitants were reputedly masters of the arcane. The halls
contents are supposedly both wondrous and deadly, and they converge upon a location that was of vita importance
to the Ancients. Its exact nature remains a mystery, though some legends hint that its nature in some way aided the
Ancientsin observing and governing their realm.

[3] The origina word Go'yinthak (dark marauder) has no equivaent in the modern Asatthi dialects, though its
components bear superficia resemblance to gu'yak (sunset), gu'hin (veil) and thuk (dagger). The use of uppercase is
unusual.

[4] Alasl Would that | had such afamiliar!

[5] From the original nahar. The action implied is as much "reconstruction” as "repair." It can aternatively
be trandated as to remake, refashion or resummon.

[6] A scratch on the tablet makes an exact trandation impossible. The darn thing could very well be describing
the actua head or some part of it (such as the eyes, noses or mouths) or possibly even an object that smply resembles
an anatomical area

[7] The "heads' may be natural formations, deemed the remains of ancient monsters by superstitious savages. |
have found referencesto a"Howling Cave," supposedly located in the Kelder Mountains.
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Hoor Tiles at the Entrance to Dunas
Wintrance from yri oAl Runes
- - sigaan (the Sun)

&

& -Lunarik (The Moon)
%> Vitra (Diamond/Air)
‘Z -Torr (Emerald/Earth)

Each heed has an associated "key” riddle, which may
be learned through research. The characters open the
gates by fulfilling a suitable condition as hinted &t in the
respectiveriddies.

1. Cyri: "The burning head shdl ad the one who
eases its pain.” (The characters must splash water on the
head.)

2. Mullis Town: "The drowned head shdl aid the
one who brings it the breath of life." (The characters
must bring air to the head.)

3. Howling Valley: "The howling head shall aid the
one who brings the song of the winds and turns its pain
to joy." (The character must place an instrument that
will play in the wind [such as chimes] beside the head
and letit play.)

Once inside, the characters see before them an
arrangement of tiles upon the floor. Many dlabs are
broken, but those intact remain quiite legible. The symbols
resemble the orcish runic language and are identical to
the symbols found on the Runic Pillar south of Mullis
Town and the pillars on the Plains of Lede. A huge
archway spansapoorly lit corridor upon which can il be
seen theimpression of long-unread runic inscriptions.

See the map of floor tiles. The map portrays a
complex of artificial caverns that lead to the logt city.
Each tile represents a cavern hundreds of yards across,
and the associated rune (see the map key) governs the
cresture and/or treasure that can be found there:

1. Sigaan (the sun): Fire dementas (core rulebook 111,
p. 81), firedrekes (Creature Collection, p. 75), pyres
(Creature Collection, p . 149), red dragons (core rulebook
111, p. 67), sdamanders(corerulebook 111, p. 159) or other
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fire-based creatures. Treasure should include items that
use or provide defense againgt hegt or fire.

2. Lunarik (the moon): Black dragons (core
rulebook 111, p. 63), moon hags (Creature Collection, p.
98), night hags (core rulebook 111, p. 140), night tyrants
(Creature Collection, p. 144), nightshades (core rulebook
111, p. 141), or other night- or shadow-based creatures.
Treasure should include items that provide concealment,
help detect hidden items or use shadows and darkness in
somefashion.

3. Vitra (diamond/air): Air elementals (core
rulebook 111, p. 81), harpies (core rulebook 111, p. 117),
murdersprites (Creature Collection, p. 139) or other air-
based or flying crestures. Treasure should include items
that allow users to fly, survive without air or defend
againgt air-based attacks.

4. Torr (emerad/earth): Delvers (core rulebook
111, p. 39), earth elementals (core rulebook 111, p. 81),
stone golems (core rulebook 111, p. 108), darecian gar-
goyles (Creature Collection, p. 175), vengaurak
(Creature Collection, p. 210) or other earth-based crea
tures. Treasures should incdude items that protect againg,
cast or ad in cagting earth-based elemental spells.

5. Banau (tree/lwood): Stick giants (Creature
Collection, p. 192), tendriculos (core rulebook 111, p.
175), treants (core ruebook 111, p. 178), wood golems
(Creature Collection, p. 86) or other wood-/tree-based
cregtures. Treasure should include nature-based items or
items that cast, aid or protect against druidic or nature-
based spells. Wooden wegpons and shields can aso be
included.

6. Saagon (sword/metal): Iron golems (core
rulebook 111, p. 109), shield guardians (core rulebook 111,



p. 163), stedl beetles (Creature Collection, p. 189), sted
giants (Creature Collection, p. 190) or similar metallic
cregtures or constructs. Treasure should include metal
wegpons and armor.

7. Laan (spear/lightning): Blue dragons (core
rulebook 11, p. 65), copper golems (Creature Collection,
p. 82), shocker lizards (core rulebook 111, p. 164), thunder
orbs (Creature Collection, p.197) or other creatures
with dectrical attacks. Treasures should include items
that cast, aid or protect against electrical-based attacks or
Spearlike wegpons.

GMs should adjust the number and power of the
encounters to chalenge the party's level. Some caverns
will be empty — their guardians destroyed and treasure
lost. Eventualy, the caverns converge on the Halls of
Dunai, a great cavern that contains a single, vagt structure
apparently created through a true ritud, perhaps a more
potent version of the build the temple trueritual.

The structure contains various chambers, each
equipped with huge scrying crystals and enchanted
archways. Each crystd alows usersto observe eventsin a
distant region. The view is fixed but from a vantage
point that gives a good image of the surrounding area.
Suggested locations include the Kelder Mountains near
the Sky Keep ruins, the Plains of Lede, the shores of the
Blood Sea, Vesh, the Bleak Savannah and Irontooth
Pass. Many of the crystals no longer function as their
respective endpoints were destroyed, flooded or otherwise
devastated during the divine war.

The archways are one-way portds to the locations
observed through the scrying crysta. They function only
when the proper command word is spoken, which is the
Ancients name for the endpoint location. Each has an
identifying rune carved above it; these may be used to
figure out the proper name, utilizing Tabir or Donnangar 's
knowledge of ancient languages, passing an appropriate
Knowledge skill check or doing research back in Mithril.

Attempting to go through a portal associated with a
nonfunctional crysta is potentialy disastrous. At best,
travelers will be deposited in a random location
somewhere on Ghelspad. At wordt, they materidize in
solid rock or at the bottom of the Blood Sea.

Conclusions

The characters discover a potentialy important aid
for their future adventures and information useful to
Mithril's leeders. The scrying crystals can be used to keep
watch on important areas, such as nearby plains and
mountains. Once deciphered, the portals can be used to
trangport troops, scouts or adventurers to criticd locations.
As the portals alow only one-way travel, adventurers
must make the return journey on their own. But the
ability to quickly reach distant places will prove
invauable.

Discriminating observers might be able to see
important events - ship and troop movements by Mithril's
foes, approaching wesather formations, natural disasters
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and, if they are especially lucky, supposedly hidden
locations like the Penumbral Pentagon's new lair. If the
adventurers tell Derigesh or the other Mithril leaders
about the Halls of Dunai, it'slikely that asmal garrison of
paadinswill dways be on duty here, kegping watch on the
surrounding lands. As the discoverers of the site,
however, the characters will be allowed free use of the
place, should they desire.

For the Glory of Corean

This adventure pits youthful hope against a dark-
hearted agenda. The episode is best presented after the
party has established a reputation and complements
"The Orcsof Lede" aove.

Episode 1: The Young Recruit

Lothen, ayoung haf-ore, airesto becomeapaadin of
Mithril, but his mixed ancestry and poor eyesight have
prevented him from attaining his dream. Most Temple
City ingructors, especidly a vocd pdadin named Garett,
have rejected the half-ore's application. While most of
the arguments against Lothen's enrollment express
compassion, one cannot help but sense the instructors
underlying distrust and fear of inviting a haf-titanspawn
into their midst. Only one ingructor believes that Lothen
deserves an opportunity to prove himsdf. Lothen's sole
supporter, the armsmistress Lizetta (hum fem pal8, LG),
asks the characters for help. She believes that only their
good name and influence can help the young half-ore
escape the destiny fate has dealt him and secure him a
place on therogter.

While emphesizing roleplaying and the interpersond
skills of the characters, this episode should include a
pivotal event that decides Lothen's fate. During a
discussion among Barconius, several other senior
commanders of Mithril's paladins and the characters, an
overhead support beam darts to bregk (a random dructura
defect or act of deliberate sabotage?). Lothen aone
notices this, as his ears have grown keen to compensate
for his poor eyesight, and shouts a warning. Lizetta reects
too slowly and is about to be crushed when Lothen
suddenly pushes her out of the way. Now Lothen will die,
crushed to death, unless the party saveshim.

If the party averts Lothen's death, he will have
proven both his worth and integrity. Barconius will
persondly sanction his petition for training as a paladin
of Mithril, eventually leading to a Mithril Initiation
ritual, in which the young half-ore will be made a true
paladin.

Episode 2: Hunter in the Fold

Mithril Keep, the paladins nerve center in the city, is
besieged by an unknown murderer. Severd students are
dead, and a comatose Lizetta receives treatment at the
infirmary.

Lothen, implicated by the initial investigation,
gppedls to the adventurers for help. Things look grim for
the young, would-be paladin, as the evidence against
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him is strong, but further investigations reveal some
potentially exculpatory facts:

1. The murderer committed the crimes in an old,
underground storage area without using light, suggesting
that the murderer either could see in the dark or didn't
needto seea all.

2. The areais 0 old that the floor is on the verge of
collapse. The scene of the crimes features severa
broken planks and collapsed sections. Lothen, however, is
too smal and light to have caused these bresks.
Whoever committed the murders was probably a large
human or comparable-size creature.

3. The murder weapon was a trainee's practice
sword. Lothen had access to such a wegpon. (The practice
swords are dull and not designed to kill. A boy of Lothen's
sze may have been e to rike akilling blow, but ablind
boy could not have made such clean, well-aimed stab
wounds.)

4. Orcish hair was found at the scene, and other
evidence a the site suggests that a struggle had taken
place. (The party will find hair from an unidentified
individua: silver-gray human hair.)

The students, under Lizettas supervision, were
moving some old, surplus training equipment to the
storage facility. Careful questioning of the survivors
reveds that the assailant surprised them and first snuffed
their torch. They cannot accuratdly describe the murderer;
they could only hear the floorboards snapping as it
moved. It felled the students quickly, but Lizetta must
have held out long enough for them to escape and seek
help. In the end, the characters discover that the ingtructor
Garett isthe murderer, supported by the following clues:

1. He has the same silver-gray hair the party found at
one of the crime scenes.

2. Garett isunusualy large and could have caused the
planksto collapse and crack.

3. Hisspecidty isblind-fighting.

4. Garett had applied for the position that was
instead awarded to Lizetta Further inquires reveal that
this is not the first time Garett has failed to advance in
rank or lost a promotion.

Convincing the paladins at the Keep that one of
their own might be respongible for the murders will srain
the characters credibility. Garett further clouds the issue
by loudly asserting Lothen's innocence after the hdf-ore
has been implicated. He explains his attitude's apparent
reversal by explaining that it is one thing to regject an
gpplication for good cause, but another thing entirely to
accuse a boy of murder. Eventudly, the paadins summon
Temple Patriarch Theodilus deBronis (see Chapter 3,
location 74), and he will ask to see Garett personally.
Guards dispatched to find the paladin instead discover
that he has disappeared, leaving a bloody practice sword
hidden among his belongings.
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Episode 3: In Every Good Heart...

With the murderer's identity known, the party is
given an opportunity to hunt him down. He has, the
party discovers, fled into the catacombs. As the party
prepares to pursue the traitor, Lothen joins them, seeking
vengeance for hisdain comrades.

The characters can follow Garett's trail with suc-
cessful use of the Track feat or by good Spot ralls. When
they finally confront Garett, he rises from a kneeling
posture; his hands are wrapped around the pommd of his
paadin's sword, which is wedged into the ground before
him. Tears— of madness or sorrow? — gtreek hisface.

When the party appears, Garett attacks. No statistics
are given for Garett 0 that GMs can baance him to the
party's abilities, but he mugt of course have the Blind-Fight
fedt.

There are severa possible outcomes to this
encounter. The party may simply kill the paladin and
return his body to the Keep, telling deBronis that he was
indeed the murderer. Garett may flee deeper into the
catacombs and be logt, returning later as a falen paadin
or blackguard (see core rulebook 11, p. 30). Garett may
surrender and throw himself on the characters mercy.
Or — possibly the best outcome — Lothen intervenes,
ingsting that Garett be captured and taken back to face
judtice.

Regardless of the outcome, Garett will confess,
outlining the details of his actions, either as a prelude to
the fight or after his defeat. Enraged at being passed over
yet again for promotion, he committed his crimes to
discredit his fellow paladins, particularly Lizetta, whom
he had intended to frame for the students murders after
killing her. Later, after the paladins had posthumoudy
convicted Lizetta of the crimes, despite Garett's pasionate
assertion of her innocence, he would plant the murder
weapon among Lothen's belongings and "discover”
previously overlooked evidence (orc hairs planted by
Garett himsalf) at the scene of the crime. Thus, Garett
would simultaneously frame the half-ore, culling the
half-titanspawn from Corean's holy ranks, and elevate
himself among his paladin peers as Lizettas champion
and true justice's tirel ess servant.

But the plan had fallen apart. Upon hearing the
underground watch approach (derted by the students
shouting and ever ready for a Penumbral Pentagon
incursion), Garett panicked and fled, leaving Lizetta
unconsciousin an expanding pool of blood but forgetting to
st the crime scene to frame her. Aghagt at the horror of
his own depraved actions, Garett desperately sought to
abort his scheme. Learning that Lizetta had survived, he
cautioudy returned to the crime scene and planted orc
hairs clipped from a battle trophy. He hoped that the
hairs, coupled with Lizetta's vague description of a large,
brutish assailant, would convince the paladins that she
and the students had exposed and frightened off an orc
spy. When Lothen was instead implicated, Garett's



tortured conscience unhinged him, and the overwheming
guilt drove him to proclaim the haf-orésinnocence. Yet he
il had an opportunity to achieve his gods. If his peers
convicted Lothen, Garett would indst on clemency and see
Lothen exiled and later advance evidence implicating a
titangpawn spy or some other vague foe — twin actions
that would assure his status as a compassionate crusader
for truth and defender of the innocent.

Though he had committed plainly heinous acts,
Garett's conscience teetered between his pride and his
guilt, and he had not yet fully crossed the line into an evil
aignment. This inner conflict thus shielded him from
his fellow paadins detect evil abilities. By the time the
characters confront him, though, has Garett crossed that
line and become a blackguard? Or can he redeem his
guilt-ridden soul in Corean's eyes?

Conclusions

If Garett is dain or escapes, the party's report clears
Lothen of the murder charges. If Garett returns for trid,
the party must testify againgt him. Because his crimes are of
such a high magnitude, he faces the Shining Council
itself. By this time, the enormity of his misdeeds weighs
heavily upon him, profoundly affecting him, and he
accepts the judgment of Barconius and the Council
without protest. He may be sentenced to death or
imprisonment, but the Shining Council will more likey
drip away his paladin satus and exile him. In the future,
Garett may return as a blackguard (as suggested above), as
a broken refugee or as a fighter (or member of another
character class), attempting to atone for his crimes.
Garett'sfateisleft to GMs.

Lothen graduates with accolades amid much farfare
The characters, now his closest friends, are invited to the
ritud that ensures his paladinhood. The episode renews
fath in Corean, as Lothen's success, despite his heritage
and impairment, prove the god's beneficence and wisdom.

The Gorgons Gambit

Mullis Town has only recently become Mithril's
ally, so relations between the two communities are ill in
their infancy. Mithril has had too many of its own
problems to devote time to Mullis Town, and Mullis
Town has reservations about entering an aliance that
may limit its autonomy. Events in these stories bring the
issue to the fore, and they will have to decide just how
thistale of two city-states will end.

Episode 1: Framed

The party arives in Mullis Town with an important
message from Mithril, requesting that the magistrate
consider a formd dliance to ded with increasing gorgon
activity dong the Mullis River. As though underscoring
the point, a band of gorgons attacks the party while it is
en route. Arriving in Mullis Town at night, one or two
days later, the party is again attacked by dark shapes.
After feling its enemies, the party discovers that it has
killed miners and peasants. Screams quickly fill the
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greets, and the locals rally to arrest the party. Appar-
ently, for the last few nights (coinciding with the night
the party was firgt attacked), there have been murders in
Mullis Town. The weapons used are identica to those
used by the party. Held at the Vigil Quarters, the char-
acters have a chance to talk to the Vigil commanders and
plead their case — a good opportunity to introduce the
charactersto the Mullis Town Vigil.

Episode 2: Temporary Reprieve

The party finds itsdf free it was released on ball (if
the characters are good negotiators), staged ajailbresk, or
was helped by Tabir (see "The Last Hold of the
Falen"), who is smart enough to suspect something's
amiss. In any event, they rendezvous with Tabir, who hes
been shadowing them. She tdls them tha she thinks she
knows who is behind the murders, but needs the party's
help to take them down.

Shortly after the murders began, someone found one of
her close friends dead beside the Morass docks. Her own
investigations were fruitless, no one— including the city
guards — saw anyone suspicious in the area that night.
She finds this fact odd, since rich edtates fill the area
(and have guards on dert), and nighttime socia spots
for the scholars were crowded with potential
witnesses

In actudlity, gorgons committed the murders then
fled back into the swamp after their attack. Severd dues
may lead to this conclusion:

1. One member of the party accidentaly steps on a
snake while Tabir is with them. She notes that they've
been "getting underfoot” alot lately. "Odd that; winter is
coming, and this is the time they gtart heading for their
dens” sheremarks

2. A successful Spot check (DC 15) derts a
character to an unusud scrape mark on alog next to the
Morass Docks A successful Wildemess Lore check (DC
20) indicates the mark was |&ft by something diding pest
the log. A successful Search check (DC 15) finds scaes
too large for any normd reptile.

3. While investigating the dock area, the
characters see a besotted man gumble out of a gore The
party hears the following conversation between two
onlookers

Spesker 1: Poor fdla | hear something scared him
awful bad the other night.

Speaker 2 (nodding): What with them critters and
gods-know-what dse running about. Shouldn't be out a
night, nope.

The speakers see the party, recognize it as the
suspects in the recent murders and turn to leave (not
impolitely, just fearfully). If the party helps the besotted
men recover his senses; they will have a witness to one of
the murders and a description of the villain. The man
doem't run away from the party, but seems confused and
frightened (at just about everything) and periodicaly
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breaks down. He has been badly wounded and needs
heding.

Once his injuries are seen to, the man remembers
what happened and recalls witnessing an attack by
cregtures thet a successful Knowledge (nature) or smilar
kill rall (DC 12) reveds to be high and low gorgons. He
was attacked as well, but somehow managed to survive,
staggering away from the scene before the patrols arrived.

If the party wants to persondly handle the gorgons,
Tabir hasaplan.

Episode 3: Token of the Serpent
Mother

In her collection, Tabir has a Mormo figurine. She
believes the gorgons will be drawn to anyone wesaring it
and volunteers to be the party's bait. She also arranges for
members of the city guard and the Mullis Town Vigil to
be on hand to witness the truth.

The plan works, but the gorgons are far stronger
than anyone redized. Gorgons dtack the city guards and
vigilants the very moment the party springs its ambush.
The gorgons seem to have known what was happening
all along and turned the characters plot into a trap of
their own. The fight triggers a massive battle, as alarge
number of gorgons (see Creature Collection, pp. 88-90)
atacks Mullis Town. Only by presenting a unified stance
can the defenders prevail.

Conclusion

The characters, now heroes in Mullis Town's eyes,
easily convince the city of its need for defenses against
titanspawn. The party garners great prestige, and Mullis
Town holds a fedtivd in its honor. King Jaren himsdlf will
gpeek to the characters, as will everyone of importance in
thecity.

The Dragon of the Sun

This adventure involves the woodwrack dragon
Akentarion and hints a saverd mgor events in Mithril's
future. The most complex and far-reaching of this
chapter's adventures, the story involves alies and
information gained in previous adventures. What darts
as a smple rescue operation ultimately reveas what
happens when people tamper with nature heedless of the
consequences. Further, the characters have an
opportunity to make an dly of unimaginable power.

Episode 1: TheFiresof Lede

Witnesses report flash fires in the vicinity of the
outpost of Artese. Though no lives have been lost,
substantial damage has deprived villagers of supplies
needed to endure the approaching winter. Mithril is
sending a caravan to resupply Artese, but recent increases
in titanspawn activity (mainly the proud and blight
wolves) put the operation at risk. Mithril recruits the
now-famous party to oversee the transport. Either the
paadins or the caravan company commissioned to
trangport the supplies (coincidentaly, the same company
whose shipment was attacked in "Dance of the Dark
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Lord") contacts the party. Raids by titanspawn during
thetrip are optional.

When the party is two days from Artese, it may
notice a red glow just over the hills to the west (Spot
check DC 12). If the party investigates, it will discover a
raging fire that extends for miles. Someone should
notice a smal village in the fire's path. Use the following
scenario if the party attempts arescuel

1. There are five villagers for each character; dl of
them need rescuing.

2. Characters must complete the rescue in 20
rounds. After the 10" round, characters till in the
danger area must succeed on a Fortitude saving throw
(DC 18) or become wesakened by the smoke (1d4
temporary Str damage). NPCs failing this roll become
unconscious. If characters remain in the danger area
after the 15" round, they must succeed on a Reflex save
(DC 18) or be struck by burning debris (1d6 damage).

3. The distance between the village and the road is
300 fet.

4. One of thevillagersis ayoung boy on crutches. He
has abase speed of five fedt.

5. Two panicked villagers are frozen in fear. They
will not move on their own unless someone can cam
them down or ease their apprehension.

There are no other impediments to reaching Artese,
Once there, the characters can tend to their injuries. The
loca garrison includes a number of paladins and clerics
more than willing to help the characters in gppreciation
for their protecting the caravan.

Episode 2: A Disturbancein the

Plains

While recuperating, the characters learn that the
fires are worse than the reports suggest. The episodes
have become more frequent, and the size of the fires is
increasing with each outbreak. The garrison worries,
what would happen if the outpogt itself, made largely of
wood, werein the path of such afire?

The characters may begin investigating the fires
source based solely on episode 1 's events and uncover the
falowing facts

1. The fires have occurred most heavily west of
Artese; consulting the correct scholars reveals that
Akentarion lairs somewherein that region.

2. While it is a dry year, it does not account for the
spontaneous ignition of so many fires.

3. Some survivors noticed titanspawn (the proud and
orcs, mostly) aso fleeing thefire.

4, Artesg's clerics have failed to determine whether the
fires have a magica source. While the clerics detect a
growing nexus of mystica force in the we, it does not
account for the fires. Reviewing the clerics' notes,
requiring a Spellcraft or Lore (arcana) check DC 25,
reveds tha the energies are consigtent with fire and light
elemental magics, but the clerics find no evidence of an
actud spdl.



Alternately, just before the party leaves, the garrison
commander entrugts it with his darming explanation for
the fires. He tells the party about Akentarion, the
ancient woodwrack dragon that lairs to the west of
Artese. Since legends link the dragon's power to the sun
and mogt of the fires originated from that area, he fears
that the conflagrations sgnal Akentarion's reawakening
and presage a disaster. He cannot spare troops to inves-
tigate, as they must be prepared to help evacuate the
region if or when necessary, S0 he mugt ask the characters
for their help.

Episode 3: TheLair of Akentarion

Regardless of how they reach the conclusion, getting
definitive answers means visiting the lair of the long-
dormant Akentarion. Scholarly characters or those who do
research in Arteg's library (a smal but serviceable
collection) will know the information presented in the
dragon'sprofile.

The characters alies and friends from previous
adventures may help shed light on the dragon, his history
and the location of hislair. Donnangar and his orcs know of
Akentarion's existence and might provide guides to find
his lair. Tabir the scholar will also have documents and
information about the dragon and might want to
accompany the party on this journey. Mithril's scholars,
sages and rare book dedlers who were previoudy consulted
might provide further assstance. GMs should emphasize
Akentarion's power and wisdom, as wel as the myderious
conditions surrounding his self-imposed exile.

When the party arrives et the lair, they see before
them a huge tree rising nearly 1,000 feet into the sky. Its
branches are bare and possess an dmost haunted |ook.
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Surrounding the tree is a morass of hot, bubbling mud, a
dome of which has crusted over into large plates in some
areas. Characters with no other means of crossing the
lavaike field must hop from plate to plate to reach the
lair itsdf (DC 15). A failed Jump roll indicates that the
character falls into the mud and takes 1d6 points of
damage per round until he succeeds at an Escape Artist
roll (DC 13).

Once indde the lair, the characters encounter a vast
arium of muras depicting the Divine War. Nothing dse
occurs until they enter an enormous, cylindrical room
(see "The Aviary of Stones' sdebar). They must pass the
Aviary to reach Akentarion's chamber. Except for the
Aviary, characters can wander the entire lair without
being molested. The layout and contents of the lair are
up to GMs, but the Aviary and Akentarion's lair are the
only two areas critical to the adventure.

Once the characters escape the Aviary, they ascend a
doping corridor to Akentarion's vast lair. Artisanslong ago
carved bas-relief images of Scarn's past on the lair'swalls.
Akentarion himself has alarge and rich horde of treasure
— gold, gems, magical items and the like. Characters
probably will not be able to take any of this treasure; it
functions mostly as window-dressing. Akentarion
might relent, allowing the characters to take some minor
items, but only as compensation for their troubles or if it
can help them during the remainder of the adventure.

GMs can handle Akentarion in severd ways during
this fateful encounter. For a traditiona, straightforward
dragon-slaying scenario, make Akentarion the actual
source of al the fires. Only by destroying him can the
characters ensure the safety of Artese and the Northern
Perimeter villages

An dterndive resolution, which is
both preferable and condgtent with the
other adventure arcs unfolds when the
party discoversthat Akentarion is not the
source of the fires. If pressed, he will
fight the characters, but as a tedt,
hoping that the party noticesthat heis
holding back. Akentarion does not use
his full complement of spdls, limits
himsdf to low-leved effects and pulls
damege on his phydcd attacks — hels
more intent on gauging characters
reactions than killing them! Discerning
this fact produces the same effect as

defeating  Akentaion:  he  will
immediaady dop fighting when
confronted with this observetion.

The dragon rewards the paty by
explaining the true cause of the
mysterious fires, but the revelation
might surprise  them.  While
Akentarion is not the source of the
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Aviary of Stones

Description: The room is a 200-foot-high, 100-foot-wide cylinder. Hidden in shadows and difficult to see (Spot
roll, DC 20) is a 20-foot-wide, arched opening about 150 feet off the ground. The walls are made of magically
fortified stone, painted and /or carved with innumerable magica glyphs (though many are now faded). The brightly
colored floor tiles are arranged in a huge mosaic that vaguely resembles aflower or starburst pattern.

Sometiles bear arune similar to those seen in the "Orcs of Lede" adventure. Characters familiar with the orcish
language can attempt to read them (DC 13); if successful, they will note that the runes resemble the orcish symbol
for "air" or "flight."

If a character steps onto one of the rune-marked tiles, he will find himself pushed dowly into the air by the
spontaneoudly levitating tile. By shifting his weight, he makes the tile drift sowly forward. If its occupant
crouches, thetile will dowly settle back to its original spot on the floor.

Set within the walls are two dozen alcoves. Utter darkness makes it impossible to determine their contents.
Someone carved alarge (10 ft. x 10 ft.) dragon's face into the wall 100 feet up, and aring of stone figures depicting
armored warriors stands at the edge of the room (there are as many statues as characters). These "decorations' do the
following:

* Dragon's face: Releases murdersprites (Creature Collection, p. 139) or gtirges (core rulebook 111, p. 173) when
any character on alevistone reaches an altitude of 100 feet.

* Akoves. Release gargoyles (core rulebook 111, p. 94) or thunder orbs (Creature Collection, p. 197) if entered
or if the murdersprites are released from the dragon's face.

 Stone figures. Animate to become copper (Creature Collection, p. 82), clay (core rulebook 111, p. 108), lead
(Creature Collection, p. 83), slver (Creature Collection, p. 85) or stone (core rulebook 111, p. 108) golems when any
character first steps onto alevistone.

GM s should adjust the number and type of creaturesto fit the party's level and capabilities. During the inevitable
fight, the creatures tactics are as follows: murdersprites distract and attack the adventurers, flying beasts attack and
knock the adventurers back and golems keep the characters from leaving the ground, attacking them should they
ever be forced back to ground level by the aerial troops.

Combat Maneuvers. The flying floor tiles, called levistones, were created centuries ago to facilitate
transport and security. Levistones react to the rider's shifting weight and can duggishly "surf" through the air. The
characters must get past the guards to reach the ledge outside the arched opening at the top of the room. The
archway, ornately carved with snakes and dragons, allows the characters safe passage into Akentarion's lair.
The levistones do not function outside the Aviary.

The characters do not have to destroy al the guards. In fact, those characters able to detect alignment will be
surprised by the lack of evil within the room (though GMs shouldn't make this fact too obvious; let the characters
suspect something is up and assume that the true evil isjust being masked by magic).

The guards can attempt four mgjor actions:

1. Attack: Try to knock out characters (perhaps even kill them).

2. Harry: Halt the characters progress by preventing them from concentrating on their levistones.

3. Knock-back: Strike at the characters levistones to force them back to the ground.

4. Knock-off: Strike the characters, intending to knock them off their levistones. Damage results mainly from
thefall, rather than the strike. Character loses all progress and must start fresh. The characters can attempt two
actions:

1. Attack: Characters can only attack guards at their respective atitudes. Moving higher takes a standard
action, which makes it impossible to attack.

2. Move: Concentrating characters can move up 10 to 40 (104 x 10) feet or forward 6 to 24 (6d4) feet per round.
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fires, he knows what is. the Wind Spires. He explains.
Lede is unlike other regions; it is a naturd nexus of the
dementd planes of light and fire, which is why he built
his lair here. The Ancients (if the party knows about
them) dso knew this and tgpped its energy to power ther
floating cities. However, this bounty exacts a terrible
price, because the same energies that make it magicaly
rich threaten to completely destroy the region. The
extreme weather once commonplace on the plains was
intentionally set there by Denev to prevent such a
disaster. When the divine races tamed the storms, the
process disupted the balance, making the plains danger-
ously dry. If nothing changes, a raging inferno will
consume the entire plains; it'sjust amatter of time.

"Did Denev not warn you?' the woodwrack dragon
asks. "Maybe she's testing you or maybe she's digtracted.
Or, maybe, she has told you, and you have chosen not to
listen." With that gentle rebuke hanging in the air, he
asks the party to leave. "You have gained the
enlightenment you seek. Now let merest," he concludes.

If the characters refuse to leave and cause a ruckus,
Akentarion teleports them to the mud pools outside. If
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they leave voluntarily without causing further problems,
they exit the lair without incident. Additiondly, if they
handled themselves well during the encounter, they
discover magicd items waiting for them a the lair's exit.
The items levitate into the characters' hands, and they
hear Akentarion's voice in their heads: "Take these
trinkets, would-be heroes! Y ou will need them. Take
care, and beware the Sunkiller."With that, a pathway
rises from the mud pools, leading them home.

Conclusions

The characters now face the dilemma of whether or
not to believe Akentarion and, more practicaly, what to
do if he's telling the truth. Mithril and the Northern
Perimeter towns will adamantly oppose cdls to dismantle
the Wind Spires. More radica officids will even oppose
adjusting the Spires to alow more rain, arguing that
taking a woodwrack dragon's suggestion seriously is
tantamount to colluding with titanspawn.

Should the party develop and implement a strategy,
its success hinges on the party's reputation in the eyes of
Mithril and her people, as established during the other
adventure arcs. Even if the characters cannot immediately
persuade dl the divine races of future dangers, Artese will
temporarily adjust its Wind Spire— afind token of good
will and an expression of gratitude for the party's good
deedsin the exlier stages of this adventure.
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Akentarion

This ancient woodwrack dragon is the oldest living thing in the Plains of Lede. Akentarion embodies al the
qudities of adragon; heiswise, experienced and immensaly powerful. Heis peculiar in that he can harness the power
of the sun and storeit for later use. When fighting under an open sky at high noon, heisvirtudly invincible.

Little is known about the temperament of this woodwrack dragon, one of the last birthed before the end of the
divine war. Though plentiful records detail the exploits of other wrack dragons from the war, Akentarion's action
went unrecorded. Either the records were logt, or he never fought a battle. The only description of Akentarion stems
from an ink drawing made shortly before his disappearance. It depicts a creature of intertwining branches and
brambles, with thick emerald plates dong its underside. Compared to other wrack dragons, Akentarion's bearing is
amost regd, projecting an air of sagacity unusual to wrack beings.

Even before the end of the divine war, Akentarion entered into a protracted slumber. With the destruction of
hislord and crestor, Mesos, thedragon lost al interest in fighting. He gathered those forces he had at his command and
disappeared into the Plains of Lede. After placing a suspension spell on his followers, Akentarion erected potent
magica wards around hislair. Thus protected from discovery and harm, hefell asleep.

Recently, something caused the dragon to stir. He is not fully awake and still rests on the edge of
consciousness, but the signs of his awakening are gpparent. Storms, arare occurrence in the centrd plains, have begun
to pet the region with increasing frequency. Stranger till, some witnesses claim that, even in the fiercest gdes, the
sun shinesthrough the clouds, asif the heavenswere directed by some unseen hand to let light through.

Concerned by these reports, the North Perimeter town of Lown Haven dispatched a joint taskforce from Mithril
and Vesh. Severd weeks later, a lone survivor returned with a terrifying tale of ambush and daughter. But the
expedition had achieved its goal: the location of Akentarion'slair.

Armed with this information, the authorities are divided about what to do. Some preach patience, hoping that
the dragon's recent wakefulnessis a passing phase. Others teke amore aggressive view and wish to amass dl theforces at
Mithril's disposd to destroy the cresture while he remains vulnerable. Only a quiet group of moderates has had the
courage to act. They seek a modest party of adventurers who can match the dragon's wisdom, experience and
power. They hope that such a party of heroes might reach Akentarion's lair, discover why the dragon has
awakened and neutralize the threat — either by coaxing him back to deep or daying the beast.

No statistics are given for Akentarion; he is potent beyond the ken of mortals and should be considered more
aplot device than a true adversary. For those GMs wanting to run a dragon-daying story, assume he is equivaent to a
woodwrack dragon advanced to 24 HD (see Creature Collection, p. 56). To run Akentarion's combat in stories
where the goal isn't his death, use the following guidelines:

1 Hedwayshits.

2 Hededsany amount of damage he desiresfrom 1 to 30 points.

3 Thedamage he dedls can be normal, subdual or electric.

4 He has enough attacks to hit each character once per round.

5 Hisclaws are equivalent to magical weaponswith a+5 modifier.

6 Hecan cast any spell from the sorcerer/wizard or druid lists.

7 He can forgo al offensive actions and force al adversaries not immuneto fear to cower before him. Thereisno
savefor this; acharacter wishing to break free from the dragon's intimidating mien must roleplay hisway out.

8 He can forgo cagting spells during any round of combat and instead summon any creature with a chalenge
rating equal to or lessthan the leve of the party as his spell action; only one such creature can be present at atime.

These guidelines should facilitate free-flowing play. Combat should be interesting, but the characters should
realize sooner or later that there's a hidden agenda to the dragon's tactics (which doesn't include killing them).
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Chapter Six:
Characters
1IN Mithril

As the city of Corean, Mithril has mote than its share of the
Champion's faithful. Corean's paadins keep congtant watch againg invasion
and defend the city againgt its enemies. Priests provide for the spiritual well
being of the city's citizens. Elite knights of the Order of Mithril act as the
highest and most skilled military forcein the realm. This section describes
the priests, paladins and knights of Corean and provides rules for joining
these digtinguished orders.

The Priesthood

The Mithril priesthood is a hierarchicad system based primarily on merit
and competence. The priests who best serve Corean and his worshipers are
promoted to higher positions of responsibility and duty. Note that the priests
serve Corean, while the priesthood — and by extenson, High Priest Emiili
Derigesh, the Lord Spesker for Corean — rulesthe city.

Clergy

Coreanist derics are pat military officer, part civic leader and part
spiritual counselor for the people of Mithril. Most low-ranking clericsare
fairly idedidtic about the new powers they gain in Corean's service and the
uses to which they're expected to put them. Many grow cynica over the
years, Harbor City'slessthan-upstanding character exhausts their effortsto
improve people's lives, and repelling frequent titanspawn attempts to
topple their government from within and without diverts them from
truly spiritua work.
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Corean Cleric Starting Package
Armor: Scaemail +4 AC, large wooden
shield +2 AC, armor check penalty -6, speed 20 ft.,

401b.

Weapons. Longsword (1d8, crit 19-20/x2, 4
Ib., Medium, Sashing).

Light crossbow (1d8, crit 19-20/x2, 80 ft., 6 Ib.,
Small, Piercing).

SKill Selection: Pick anumber of skills equa
to 3+ Int modifier.

Skill Ranks Ability Armor
Spellcraft 4 Int
Concentration 4 Con
Diplomacy 4 Cha
Knowledge (religion) 4 Int
Craft (weaponsmithing) 4 Int

Feat: Improved Initiative.
Bonus Feat: Combat Casting.
Domains. Protection and War.

Gear: Backpack with waterskin, one day'strail
rations, bedroll, sack and flint and steel. Case with
10 crosshow bolts. Stedl holy symboal: four
longswords forming a compassrose. Threetorches.

Gold: 1d4 gp.

Acolytes

The acolytes are not yet fully initiated into Corean's
mysteries and thus not fully a part of the priesthood.
Acolytes are typicaly accepted into training before 12
years of age, often at the behest of their families. Not al
children presented for training as acolytes are accepted:
some show signs of an incorrigible immora character,
and others smply lack the discipline necessary to study
the arts of war and the forge.

Acolytes serve the temple as messengers, maintain
the temple grounds, assigt in med preparaion and peform
other relatively menid tasks. It is during this period that
acolytes learn what aspects of Corean they serve (that is,
which domainsthey select) and learn to use orisons.

Acolytes are treated as apprentice-level characters
(seecorerulebook 11, pp. 40-1), but are not dud classed.

I nitiates

Acolytes who remain in Corean's sarvice are initisted
into the clergy at age 17, but some are nearly 30 before
they are initiated as full priests of Corean. Initiates are
the temple functionaries, performing needed duties.
Many initiates assigt higher-ranking priests or are asigned to
patrols in and around Mithril to give them rea combat
experience.

Initiates are typically 1% through 6* level clerics,
although a promotion can happen sooner or later,
depending upon how impressive an initiat€'s actions arein
her superior's eyes.
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Defenders

Clerics achieving 7" through 12" level are dasdified &
defenders, having proven their devotion to Corean. These
clerics are mogt likely found traveling the countryside,
escorting caravans or doing work dependent upon need.
They're equivdent in rank to journeymen, if viewed from a
guild pergoective. A defender'slifeisabusy one but onethat
will get ettention if she excelsat her duties.

Masters

Clerics reaching 13" level and beyond become masters
Depending upon their chosen domains, they could be
Blademasters (War), Forgemasters (Fire), Lawvmasters
(Law), Shieldmasters (Protection), Compassionate
Masters (Good) or Itinerant Magters (Missionary). Each
mader has two titles, depending on his two chosen domains
and is a liberty to determine his duties as he seesfit. The
Shining Council sometimes assigns duties to masters as
needed, but this occursrarely.

Corean Paladin Starting Package
Armor: Scaemail +4 AC, large wooden
shield +2 AC, armor check penalty -6, speed 20 ft.,

401b.

Weapons. Longsword (1d8, crit 19-20/x2, 4
Ib., Medium, Slashing).

Shortbow (1d6, crit x3, 60 ft., 2 1b., Medium,
Piercing).

SKill Selection: Pick anumber of kills
equal to 3 + Int modifier.

Skill Ranks Ability Armor
Ride 4 Dex

Craft (wegponsmithing) 4 Int

Diplomacy 4 Cha
Knowledge(religion) 4 Int

Spot (cc) 2 Wis

Listen (cc) 2 Wis

Climb (cc) 2 Str

Search (cc) 2 Int

Feat: Weapon Focus (longsword).

Bonus Feat: Alertness.

Gear: Backpack with waterskin, one day'strail
rations, bedroll, sack, flint and steel, hooded
lantern, three pints of oil, quiver with 20 arrows,
sted holy symbol: four longswordsforming a
compassrose

Paladins

The people of Mithril unashamedly romanticize
their paadins. This hero worship is especidly prevaent
among the young, who dream of the glory and famethat



they might someday gain, battling the hordes of
titanspawn that routinely threaten Mithril's existence.

Mithril Knights

The dite Order of Mithril Knights is a step above
paadinhood when it comes to Corean's holy warriors.
Selected from among the most skilled and experienced
paladins, the knights form the military leadership of
Corean's temple, pardleling the clerical leadership and
supplementing it when necessary. Both factions
administer to the needs of the faithful and defend the
faith as necessary, but the knights are conddered the first
line of defense againg titanspawn and other threats.

The knights maintain a sharp fighting edge by
proactively venturing into surrounding territories to root
out and destroy titanspawn incursions. Others patrol the
aty in search of Dar'Tan and his followers and to address
other potential problems. On occasion, they serve as
bodyguards for the high priest or visting dignitaries The
life of a mithril knight is not peaceful, but having sworn
himself into Corean's service as his warrior, a mithril
knight does not question or shirk hisduties.

The Order of Mithril formed during the Titanswar,
and the first mithril knights battled titanspawn beside
the Mithril Golem when it battled Kadum. The Order's
aurviving members then defended the priests of Corean,
who coordinated the congtruction of the temple around
the Golem, and protected those who came to construct
the city of Mithril afterward.

The knights risk a greet dedl, but regp great rewards.
Knights who prove themselves worthy receive enough
mithril from the Golem's finger to forge into their holy
sword. A knight's reputation is such that few would
refuse her food or shelter, and fewer till would offer
insult without cause.

Mithril knightstypicaly attract followers who want to
ad the knight in her bettles, to enjoy the glory such an
association is bound to bring or to seek their fortunes.
Whatever the reason, a mithril knight often has quite a
few dlies to assst her when needed. Rare is the knight
who lacks such an entourage.

The mithril knight is a prestige dass open primarily to
paadins. While there are no specific dass redtrictions
regarding mithril knighthood, the requirement that a
character possess the smite evil ability fundamentdly
limits the class to paladins. Those characters of other
classes who have obtained the ability through a magica
anomdly, gift of the gods wish spdl and s0 on can join the
Order if they qudify in al other respects.

Hit Die: d10.

Requirements

To become amithril knight, acharacter must fulfill dl of
thefollowing qudifications:

Base Attack Bonus. +6

Alignment: Lawful Good
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Feats: Weapon Focus (longsword)

Craft (weaponsmithing): 8 ranks

Diplomacy: 5 ranks

Knowledge (rdigion): 5ranks

Special: Must have the supernatural ability "Smite
Evil."

Mithril knights must also be ordained through a true
ritual cast by clerics of Corean (see Mithril Initiation,
below), during which they must swear an oath to uphold
Corean's idedls at dl times and defend the people against
those who would do them harm.

Paladins, Corean and Multiclassing

Paladins of Corean may freely multiclass
between cleric and paadin. Yet, while a paladin
who takes up the mithril knight prestige class may
take levels in paladin and mithril knight without
restriction, taking further levels in any other class
(including cleric) means she may not take any
more levelsin the mithril knight class.

Class Skills

The mithril knight's class skills (and associated key
abilities) are as follows: Concentration (Con), Craft
(Int), Diplomacy (Cha), Handle Animal (Cha), Hed
(Wis), Knowledge (geography; Int), Knowledge (history;
Int), Knowledge (locdl; Int), Knowledge (nobility and
roydty; Int), Knowledge (rdigion; Int), Professon (Wis)
and Ride (Dex). See "Chapter 4: Skills' in core rulebook
1 for kill descriptions.

SKill Pointsat Each Level: 2 + Int Modifier.

Class Features

The following class features pertain to the mithril
knight prestige class.

Weapon and Armor Proficiency: Mithril
knights enjoy proficiency with al smple and martia
weapons, dl types of armor (heavy, medium and light) and
dhidds. Note that armor check pendties for armor
heavier than lesther apply to the Balance, Climb, Escape
Artig, Hide, Jump, Move Silently, Pick Pocket and
Tumble skills. Also, Swim checks suffer a -1 pendlty for
every 5 pounds of armor and equipment carried.

Lay on Hands: Mithril knights lay on hands as a
paladin of alevel equal to her paladin + mithril knight
levds

Mount: If the mithril knight has a paladin's mount,
she adds her paladin and mithril knight levels to determine
its capabilities, per core rulebook I, p. 43. If the mithril
knight does not have a mount, she does not gain one upon
initiation into the Order of Mithril.

Paladin Levels: For any spell or ability dependent
upon paladin levels (such as holy beacon), add mithril
knight and paladin levels to determine the effect.
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Smite Evil: Mithril knights smite evil at a level 10" level, mithril knights can turn characters and monsters
equal to their paladin + mithril knight levels. of evil dignment as long as thet character's levels or hit
Additiondly, a 3“ levd, the mithril knight may smite dice do not exceed half the mithril knight's turning level.
evil twice per day. At 6" level, she may smite evil Jiday. At When turning any creature or character that is not
9* level, shemay smiteevil 4/day. an outsider or undead, the target is turned normally.

Turn Undead: Add the character's mithril knight When turning outsiders, if the mithril knight's turning
and pdadin or deric levds to determine effective turning level istwice thetarget's hit dice, he banishes the target to
levd (see "Turn and Rebuke Undeed,” core rulebook 1, p. its home plane as if it had been killed on the materia
139). plane.

At 4" leve, mithril knights can turn evil outsidersin ExtraTurning: Asafeat, amithril knight may take Extra
the same manner that they turn undeed. At 8" levd, Turning. Thisfeat dlowsthe mithril knight to turn

mithril knights can turn titangpawn races. Upon reaching

Mithril Holy Sword

Powers: Upon attaining her 5" level in the mithril knight prestige class, the character receives, from the Order of
Mithril, enough mithril from the Golem's finger to craft a single holy sword (see Creature Collection, p. 84). While the
mithril holy sword is a magica weapon, it is not a magical wegpon in the same sense as a holy avenger or even a +3
longsnord. The sword's power derives from Corean, channeled through the Mithril Golem. Thus, the mithril knight need
not spend any experience pointsto craft the sword. But if sheloses her mithril knight status, her sword ceases to function
as anything but a masterwork longsword crafted from mithril. If her dignment changes to chaotic, evil or both she may
even suffer negative levelsif shewiddsit.

Inthe hands of amithril knight in good standing, the sword becomes a powerful wespon for law and good.

Mithril Knight Level Attack Bonus Special Abilities

5-6 +3 Holy(+1d6 damage vs. evil targets), holy symbol

7 +3 Flaming burst, spell resistance

8-9 +4 Dispel magic, summon sword

10 +5 Lawful (+1d6 dam. vs. chaotic targets), touch attack

Mithril Knight Level: The classleve of the mithril knight.

Attack Bonus The bonus added to the mithril knight's attack and damage rolls. At 5" through 7" levels the bonus is
+3, a 8* and 9" levels +4 and at 10" level +5. As with other magical weapons, this bonus determines the effect of
strikes againgt creatures with the damage reduction specid qudity.

Holy: The sword deals +1d6 bonus haly (good) damage againgt foes of evil adignment. If anyone of evil dignment
picks up the sword while the mithril knight lives, it bestows one negative level thet vanishes when the wegpon is no longer
widded. If the mithril knight shiftsto an evil dignment, she suffers two negative levels (taken from her mithril knight class
levels) if she attemptsto wield her own weapon.

Holy Symbol: The sword serves as the mithril knight's divine focus.

Flaming Burst: See core rulebook I, p. 186. Unlike standard flaming burst wegpons, the mithril sword is not
conddered aflaming weapon; it merely ddiversthe flaming burst effect, dealing + 1d10 fire damage on acritica hit.

Spell Resistance: The sword provides SR 10 + mithril knight levelsin a 15-foot radius as long as the knight wields
it. For the purposes of this power, mithril knight and paladin levels are not added together.

Digpel Magic: While the sword is wielded, the mithril knight may cast dispe magic every round as a standard
action in a5-foot radius at the total class levels of paladin plus mithril knight. Only this area dispel effect is possible, not
the counterspdl| or targeted dispdl version of dispd magic.

Summon Sword: Once per day, as amove-equivalent action, amithril knight can summon her sword to herself asan
act of will. If the sword isin an outsider's possession or in an areawarded againgt teleportation or planar travel, this ability
fails.

Lawful: The sword deals +1d6 bonus lawful damage to foes of chaotic dignment. If anyone of chaotic alignment
wields the sword, it bestows a single negative level that vanishes when the sword is no longer wielded. Aswith holy, if
the mithril knight changes to chaotic alignment, she suffers two negative levels whenever she wields the sword (taken
from her mithril knight classlevels). If her dignment changesto chactic evil, she suffersfour negativelevels.

Touch Attacks: Whenever the paladin uses smite evil while attacking with her holy sword, treat the attack asa
touch attack and ignore any armor or natural armor bonusesfor the strike
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Class Base Attack Fort Ref
Level Bonus save  Save
1st +1 +2 +0
2nd +2 +3 +0
3rd +3 +3 +1
4th +4 +4 +1
5th +5 +4 +1
6th +6 +5 +2
7th +7 +5 +2
8th +8 +6 +2
9th +9 +6 +3
10th +10 +7 +3

The Mithril Knight

Will
Save
+0
+0
+1
+1
+1
+2
+2
+2
+3
+3

Special

Lay on hands, smite evil, turn undead
Craft magic arms/armor level bonus
L eadership, smite evil 2/day

Turn outsiders

Mithril sword

Smite evil 3/day

Righteous aura

Turn titanspawn races

Smite evil 4/day

Turn evil

undead four more times each day. A mithril knight can
take this feat multiple times, gaining four extra daily
turning attempts each time.

Craft Magic Arms and Armor: As Corean isa
forge god, his mithril knights must know not only how to
maintain their mundane equipment, but also how to craft
magical equipment. For the purposes of this fedt, the
mithril knight's caster level is equa to her pdadin +
mithril knight levels, not half her levelsasis normdl.

L eadership: Mithril knights, renowned as leaders
in war, often dtract followers and cohorts who wish to
atach their fortunes to hers. At 3° leve, mithril knights
recelvethisfeet for free.

Spells: Mithril knights continue to advance in
spellcasting ability as a paladin at a level equa to the
total of her paladin + mithril knight levels.

Righteous Aura: At 7" level, the mithril knight
becomes a shining beacon of righteousness, law and
good. The knight receives a +2 sacred bonus to AC and
saves against evil creatures, mental control and
summoned or conjured creatures. In addition, her holy
beacons have double ther normd range, and the chances
thet other paladins and mithril knights will see it through
poor visihility is doubled (20% at 10" level, and 20%
higher for each level beyond 10").

Code of Conduct: The mithril knight's code of
conduct is identicd to a padadin's (see core rulebook 1, p.
43). Additionaly, mithril knights swear an oath to aid
other members of the Order of Mithril and keep evil
titanspawn away from Mithril (or any other good
settlement or city they happen to be near).

Asociates: This festure adheres to paadin guide-
lines (see corerulebook 1, p. 43).

Mithril Sword: When the mithril knight reaches
5" level, the Order gives her a quantity of mithril (taken
from the Golem'’s fallen finger; see Chapter 3, location
76) that she must forge into a sword to use in Corean's
srvice This sword's magica cgpabilities are powered by
Corean through the Mithril Golem. This enchantment
does not cost the knight experience points.
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Once the sword is completed, the Order confirms
the knight's accomplishment with a ceremony that binds
the sword to the knight's soul.

When a knight dies, her sword loses its enchantment
and becomes a mundane mithril longsword. It ill bestows
negetive levels on chaotic or evil aligned characters or
monsters that try to wield it, but otherwise has no power.
The Order triesto recover dl such swords so thet they can be
melted down and forged into new swords.

The sword's powers work only for the mithril knight
— no one else. A bard or rogue can attempt Use Magic
Device a DC 35, but only if he knows the mithril knight
well enough to emulate her.

Ex-Knights

Mithril knights who take levels in any class other
than paladin cannot advance further in the mithril
knight prestige class.

A mithril knight who ceases to be lawful good, who
willfully commits an evil act or who grosdy violates the
code of conduct loses all specia abilities and spells,
induding the mithril sword's powers. She may not progress as
a mithril knight. She regains her abilities only if she
atonesfor her violaions.

Mithril Knight Spell List
Mithril knights draw spells from the standard paladin
lis.

Fistsof Mithril

The Figts of Mithril, a very samal order, has no more
than three dozen members or so. This monastic order's
focus compels its members to develop their bodies to
uphold Corean's virtues. The Corean hierarchy doesn't
take the order very serioudy, becauseits memberstend to be
fanatical about their service, so many gravitate to
Lindoros faction or even the Cult of the Golem.

Many of the Fists, knowing that the mainstream
temple does not take them serioudly, set out to prove
themsalves, occasionally with tragic results.
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Coreanist Monks Description
The Fists of Mithril are dightly different from For those who prove themselves worthy, this spell
monks as presented in core rulebook 1. Instead of initiates a paladin into Corean's service. For those who
the proficiencies described for the generic monk qudify for the Order of Mithril, this true ritua initiates
class, Fists receive Proficiency: simple weapons theminto the Order.
and Proficiency: longsword. Corean monks of at Spe“ Effect

least medium size may dso use their unarmed base
attack bonus and iterative attacks with the
longsword, dagger and quarterstaff. They do not

Any creature worthy to be a paladin in Corean's
service gains the ahility to join that class. If the character
dready has character levels, he can multiclass into the

r_eceive proficienciesin kama, nunchaku, shuriken or paladin dass If the character has no character levels, he
sangham. becomesa1* level paladin.
Any creature that satisfies the requirements of the
Mithril Initiation et o, which 310w hs 1 ekt to it
_ Allowsa character to becomea paladin or mithril knight.asa
knlghlflevel' True Ritudl — CIr 2 In either case, only clerics of Corean can cast this
: — .
Components: V, S, M, DF, XP Material Components. An offering of food and
CastersRequired: 3 incense worth 100 gp.
Proxy: No XP Cost: 10 XP each caster. Special: the new
Casting Time: 1 hour paladin or knight can pay the experience cost for the
Range: Close (25ft. + 5ft./2 levels) caders.

Target: One creature
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No
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Chapter Seven:
Personages

INn Mithril

Mithril's edlectic culture has crested avaried population, from penniless
beggars to sacred priest to invincible knights. This chapter presents best-
known individuasin Mithril, across a wide spectrum of economic and
sodid backgrounds, and information regarding the most powerful and
important groupsin the city.

Nobility

Three noble families maintain manses within Temple City's limits.
They dl hold fiefs nearby, and their representatives assist Emili Derigesh
govern Mithril. The nobility receives privileges above and beyond that
permitted a common person in Mithril; in exchange they provide military
and monetary support that bolgters the Order of Mithril's and Behjurian
Vigil'sefforts.

Falconer

The Faconer family originated in Vesh, and severd Falconer family
members currently servein the Vigil. The Falconer branch in Mithril cameto

establish new holdings in the area, hoping that the increased risk would lead
to acommensurate increased profit.

DeBronis

The deBronis family has been in Mithril almost since its inception.
This wedlthy family helped the Corean priesthood build the city and guide it
into its current form. The family is as much a part of the city as the temple.
The deBronis family produced not
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only Champion Barconius, but many other famed mithril
knightsin the city's history.
Derigesh

The Derigesh family is currently the most powerful
family in Mithril, likely because one of their own is the
high priest. Emili tries not to give his family specid favor
because of his pogtion, but other factions in the city do
give the family this regard. Over haf of the household
has trained as Corean clergy, with the rest following
more secular pursuits.

The Guild of the Shadow

Mithril law requires that arcane spellcasters register
with the guild and make themselves available to defend
the city. In truth, an undercurrent of distrust motivated
this law. Many people view arcane magic (as opposed to
divine magic) as deriving from the titans, which warrants
survelllance. However, the Corean clergy cannot arrest or
otherwise punish wizards and sorcerers for crimes they
haven't committed; after dl, many spellcasters have been
very good dliesto the city.

To better coordinate arcane spellcasters and provide
protection against the discrimination that some have
endured, Danye Blackburn proposed a guild for
spellcasters. She established the Guild of the Shadow
(referring to the Golem's shadow) to help wizards find
training, to protect them from discrimination and to
keep track of them, should the city's authorities need to
dedl with any legd problems.

The Guild of the Shadow officialy legitimizes
wizards and sorcerers activities. Though not on par with
the Order of Mithril or the Behjurian Vigil, mages are
becoming apaliticd forcein the city. However, Blackburnis
something of an elitist and looks down upon her
sorcerous cousins. So far, she and her fellow wizard-
supremacists have avoided openly splitting from the
sorcerers, but subtle internecine prejudice continues.

The guild suffered its worst setback after the battle
with the Penumbral Pentagon. While many wizards
helped turn the tide of battle at severa points and
contained some of the devastation, someone leaked
information that said two of the penumbra lords were
long-time Guild members, formerly in good standing.
Worse, they had used the guild's resources to their own
ends. The guild tightened security and now scrutinizes its
membership more carefully.

House Asuras

This ancient trading house has always had a dark
reputation; rumors suggest it grew weslthy trading with
both sides during the Titanswar. Originally an important
faction during Mithril's early history, the city officialy
exited Asuras when the family disobeyed the high priet's
orders and recruited a mercenary fleet to quell the Toe
Islands rebellion. Later, as the city grew prosperous,
Asuras returned, bringing its considerable resources to
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bear and helping to feed the growing population. Today,
Asuras remains scrupulously well behaved (at least
publicly) and is once again one of Mithril'selite families.

The Penumbral Pentagon

Barconius and the Order of Mithril broke the
Penumbral Pentagon severa years ago, when the five
penumbra lords acted too openly. The Order of Mithril
swept in, destroyed their shadow servitors and killed
three of the five lords. The two survivors disgppeared and
have not been seen since (at least undisguised). Dar'Tan
remains active.

Mithril's ranking leaders worry most about a
resurgence of the Penumbra Pentagon or something likeit.
The thought that sinister forces are working to
undermine the city from within is disturbing and not
eadly dismissed.

Temple City Personages

Like every city, Mithril has its share of movers and
shakers. These personages are most frequently
encountered in Temple City, but some like Barconius
often venture beyond the city's walls. Characters are
presented in a standard format, but only extraordinary
items are ligted under Possessons, assume that they have a
sdection of mundane items gppropriate to their socid
gaus.

AliaVendr: Vendr, anative of Harbor City, cameto
Madrid's temple as a six-year-old orphan — her
parents killed by a marauding band of spider-eye goblins
She hardly remembers her parents, but does recal the
cause of her bereavement. She has come to terms with it,
but harbors little love for the titanspawn who rampage
across Mithril's surrounding countryside. Vensr began
studying for the Madrid priesthood a avery young age; a
35, she is the youngest cleric to serve as a high priest in
the Mithril temple. She harbors an unrequited love for
Barconius, but her responsibilities and his devotion to
his duties make it nearly impossible to establish or
maintain a relationship. Vendr is a dight woman with
dark skin; short, kinky, black har; and brown eyes. She
has stronger features than may be congdered attractivein
a woman, but the force of her persondity is nearly
unstoppable.

AliaVensir, High Priestess of Madriel, Female
Human, Clrl4: CR 14; SZ Medium Humanoid (5 ft., 6
in. tal); HD 14d8+28; hp 88; Init +1; Spd 20ft.; AC 11/
24 (Dex/iwith +9 armor, +4 shidd); Atk +15/+10 melee
(Id6+5, +4 heawy mace); SA Turn undeed; AL NG; SV
Fort +11, Ref +5, Will +13; Str 13, Dex 12, Con 15, Int
13, Wis 19, Chal7.

lls: Concentration +10, Diplomacy +12, Heal +
12, Knowledge (arcang) +6, Knowledge (religion) +12,
Scry +8, Spdllcraft +8.



Feats: Brew Potion, Craft Staff, Extra Turning,
Maximize Spell, Skill Focus (diplomacy), Spell Focus
(conjuration).

Domains. Hedling, Sun.

Posessons +3 banded mrail, +2 large metal dhidd, +4
heawy mecedf dgruption.

Cleric Sdls per Day: 6/6+1/6+1/5+1/5+1/3+1/3+1/
241,

Barconius: At 43 years of age, Barconius both leads
the Mithril Knights and commands Mithril's military
forces. Physicaly imposing, he strongly contrasts his
clerical counterpart, Emili Derigesh — as far as
appearances are concerned. He towers over most men,
cutting a heroic figure that most paladins and mithril
knights in Corean's service seek to emulate or exceed.
Barconius dark-olive skin and curly brown hair make
him quite the eligible bachelor, aswdll.

In the 14 years since Barconius assumed command of
the Order of Mithril, he and Derigesh have become the
bet of friends Barconius exploits range from baitling
Cdadtia besde the dwarves of Burok Torn; to clashing
with innumerable titangpawn armies across the Plains of
Lede, during which Barconius is said to have dain
hundreds of titanspawn single-handedly; to confronting
penumbrd lord Dar'Tan time and again. Most recently,
Barconius has initiated a quest to gather the shattered
pieces of Agamar the Just's soul after Veroth scattered
them across the continent of Ghelspad (see Relics &
Rituds, p. 112). Barconiuswill on occason take aleave of
absence from his official duties when information
about Agamar's soul shards comes to light. If events in
Mithril preempt his quest, he will send other knights or
trusted questers in his stead to investigate news of
Agamar.

Barconius, Leader of the Order of Mithril,
Champion of Corean, Male Human, Pal9/Mkn10:
CR 19; SZ Medium Humanoid (6 ft.,, 4 in. tdl); HD
19d10+57;
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hp 157; Init +6 (+2 Dex, +4 Improved Initidive); Spd 20
ft.; AC 17/37 (with +5 ring, +2 dex/+5 full plate, +5 large
shield); Atk +29/+24/+19/+14 melee (1d8+9, +5 haly
mithril snvord) melee; SA Smite evil (4/day), turn evil,
turn outsiders, turn titanspawn races, turn undead; SQ
Aura of courage, detect evil, divine grace, divine hedlth,
lay on hands, righteous aura, remove disease (3/week);
AL LG; SV Fort +17, Ref +8, Will +9; Str 18, Dex 14,
Con 16, Int 14, Wis 16, Cha 20.

ills: Concentration +14, Craft (wegponsmithing)
+ 12, Diplomacy +13, Handle Animal +13, Heal +3,
Knowledge (geography) +4, Knowledge (history) +2,
Knowledge (locd) +5, Knowledge (nohility and royalty)
+2, Knowledge (religion) +8, Ride +15.

Feats. Cleave, Craft Magic Arms and Armor, Gregt
Cleave, Leadership, Mounted Combat, Power Attack,
Ride-By Attack, Weapon Focus (longsword).

Posessons +5 fullplate of heavy fortification (ithril), +5
large mittril shidd of refledion, +5 hdy mithril saord,
paadin's mount, +5 ring of protection, scabbard of keen

edges
Paladin Spells per Day: 4/4/4/2.

Ferocitas. Barconius mount, Ferocitas, has accom-
panied him since before his Order of Mithril initiation.
As a paadin's warhorse, Ferocitas is more intelligent and
dangerous than is any mundane steed. He has built an
incredible reputation of his own, fighting alongside
Barconius in batle after battle, acquitting himsdlf admi-
rably in every case. He sands some 20 hands high and has a
black coat; his gaze has quailed ogresin their tracks.

Ferocitas, Barconius Mount: CR 8; SZ Large Ani-
ma (6ft., 8 in. tal); HD 12d8+36; hp 84; Init +1; Spd 100
ft/70 ft.; AC 20/31 ( +10 naturd, +1 Dex, -1 szefwith +3
full plate barding); Atk +18 melee (1d6+9, 2 hooves, +3
horseshoes) +10 melee (Id4+3, bite); AL LG; SV Fort
+ 15, Ref + 13, Will +7; Stir 22, Dex I3, Con 17, Int
9, Wis 13, Chab.
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ills Listen +7, Spot +7.

Feats Commeand Horses, Empathic Link, Improved
Evasion, Share Saving Throws, Share Spells, Spell
Resistance 24.

Possessons +3 horseshoes of driding and springing,
saddeof themeder riders+31full plate barding.

Danye Blackburn: Danye Blackburn, perhaps the
most powerful wizard in Mithril (aside from Dar'Tan),
turned her condderable tdents and inteligence to making
the city as safe as possible for hersdf, which is why she
proposed and built the Guild of the Shadow. The authority
and autonomy this grants her makes it possible for her to
continue her studies and research without harassment
from city authorities or other wizards. She would prefer to
disalow membership to sorcerers with their innate
magical talents, but the city authorities would never
agree to such a prohibition, and she lacks the strength to
prevail. She accepted Nabila Siverheart asList Midress as
a concession to Emili Derigesh and Barconius, who
insisted that the two spellcaster groups work together.
Blackburn has little love for the sorceress, but knows
better than to let her didike boil over into open contempt.

Blackburn is a griking figure of a womean, with black
hair, pale skin and dark eyes. She wears robes over her
lighter "working" garments to gppease her own sense of
modesty. She gppears to be in her mid-20s, but is actudly
nearly a century old. She reputedly takes lovers on a
regular bads, but bresks up within a month or two to look
for someone new who can provide the novelty she
hungersfor.

Danye Blackburn, Archmage of Mithril,
Female Human, Wiz17: CR 17; SZ Medium Humanoid
(5ft.,4

2 .b
&0l
in. tdl); HD 17d4+34; hp 70; Init +2; Spd 30 ft.; AC 25
(+5ring, +8 bracer, Dex); Atk +12/+7 melee (1d6+5, +5
quarterstaff); AL N; SV Fort +7, Ref +7, Will +12; Str 9,
Dex 14, Con 14, Int 21, Wis 15, Cha 15.

Sdlls: Alchemy +18, Concentration +15, Knowl-
edge (arcana) +15, Knowledge (geography) +8,
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Knowledge (history) +8, Knowledge (locd) +12, Knowl-
edge (nobility and roydty) +8, Knowledge (the planes)
+6, Knowledge (rdligion) +6, Scry +20, Spdllcraft +20.

Feats: Craft Rod, Craft Staff, Craft Wand, Craft
Wondrous Item, Empower Spell, Forge Ring, Maximize
Spell, Scribe Scroll, Spell Focus (evocation), Spell
Madery.

School: Evocation. Prohibited School: Conjuration.

Possessons Mirror of mental prowess, +8 bracers of
armor, +5 ring of protection, +5 quarterdaff of flaming, frost
and shock, asdection of wondrousitems.

Wizard Sodls Known (4/6/5/5/5/5/4/3/2/1):

0 — arcane merk, dancing lights, daze, detect magic,
Oetect poison, disrupt undead, flare, ghogt sound, light, mege
hand, mending, opervdose, predidigitation, ray of frod, read
megic, resgance

1¢ — burning hands, feather/ad, identify, mage armor,
Salamar'squiet contenplation, degp, sunmon monger 1.

2nd — alter Hf, blazang shidd, bull's strength, ghoul
touch, invisibility, Mdfs acid arrow, mirror image, see
invishility, summon mongter 11, web.

3rd — blink, dispel magic, flame arrow, fly, gentle
repose, halt undead, haste, hold person, invighility sphere,
runeof fire, rune of deep, summon monger II1.

4th — dimendion door, fire shidd, fire trap, improved
invishility, lesser geas, polymorph other, polymorph <df,
shadow shidd, summon monger TV, wall of fire

5th — cone of cold, hold mongter, summon nonger V,
teleport, wall of iron.

6th — analyze dweonmer, chain lightning, flesh to stone,
summon monger V1.

7th — daggers of Vaul, ethereal jaunt, finger of death,
messinvishility, plane shift, teleport without error.

8th — horrid wilting, incendiary cloud, mass charm,
summon monger V1.

9th — Bigby's crushing hand, gate, meteor swarm,
wish

Emili Derigesh: Derigesh drikesadight but imposing
figure among Corean's priesthood. Hes Hill vigorous at
age 65, and many younger clerics believe Corean
preserves him, keeping him from suffering the unkind-
ness of age. Derigesh has been the high priest for over 20
years; during that time, he has both guided the clerics
and ruled Mithril with a kind, just hand. Though under
pressure from the Shining Council, he has not yet chosen a
successor. Derigesh tries to balance his duty to the
temple and Corean with his own sense of compassion.
He hates to see suffering and wants to find a way to
improve conditions in Harbor City, but he understands
there are limitsto the templ€e's (and his own) reach.

Emili Derigesh, High Priest of Corean,
Protector of the Faithful, Male Human, Clr18: CR
18; SZ Medium Humanoid (5 ft., 7 in. tal); HD
18d8+36; hp 112; Init +3; Spd 20 ft.; AC 13/38 (Dex/with
+5 amulet, +5 armor, +5 shield); Atk +21 melee (1d8+7,
+5 haly, lawful longsavord); SA Turn undead; AL LG;
SV Fort



+ 13, Ref +9, Will +16; Str 14, Dex 16, Con 15, Int 17,
Wis?21, Chal8.

Sdlls Concentration + 16, Craft (weaponsmithing)
+6, Diplomacy +15, Heal +8, Knowledge (arcana) +5,
Knowledge (local) +6, Knowledge (rdigion) +15, Scry
+ 12, Sense Motive +5, Spellcraft +16, Spot +3.

Feats Combat Cading, Leadership, Martid Wegpon
Proficiency (longsword), Power Attack, Skill Focus
(diplomacy), Spell Focus (evocation), Spell Penetration,
Weapon Focus (longsword).

Domains: Law and Protection

Posesons Amule of natural arnor +5, rabes +5 full
plate, +5 large metal shield, +5 holy lawful longsaord,
vesmants of faith (5+5 damegeredudtion).

Cleric Sodls per Day. 6/7+1/6+1/6+1/6+1/5+1/4+1/
3+1/3+1/2+1.

Iliata Blacktree: Blacktree serves as the Behjurian
Vigil's primary diplomatic agent, presenting the Vigil's

needs to its home nation of Vesh and/or Mithril's leaders,
she aso serves as the ranking envoy to any group with
whom the Vigil works. Lemses Behjur and Blacktree
worked together for years before they both joined the
Vigil, a roughly the same time. The pair has an on-again/
off-again love affair that's most often disrupted when one
of them gets the urge to wander around the wilderness.
They try to time their excursons so that one of them is at
the Behjurian headquarters at al times.

Blacktree is a degply tanned, short, dender woman of
33; shewears her shoulder-length dark hair in aponytail to
keep it out of her brown eyes. She proudly wears her
scars from her travels across the Plains of Lede and other
hazardous locdesin and far from Ghel spad.

Iliata Blacktree, Adjutant of the Behjurian
Vigil, Ambassador to Mithril, Female Human,
Brd6/Rgr2/ Vigd: CR 12, SZ Medium Humanoid (5 ft., 5
in. tal); HD 6d6+2d10+4d|2+39; hp 94; Init +4; Spd 30
ft.; AC 17/ 22 (+3 ring, Dex/with +3 armor); Atk +15
melee (1d6+5,

CHAPTER FIVE: PERSONAGES IN MITHRIL

95

P I oyl L T, " W

+3 rapier) ranged +16 (1d8+2, +2 compadte longbow); SA
Ferocity; SQ Bardic music, bardic knowledge, sprint,
tirdess AL NG; SV Fort +14, Ref + 10, Will +8; Sr 14,
Dex 18, Con 16, Int 14, Wis 15, Cha 17.

Sdills Appraise +6, Bdance +6, BIuff +6, Climb +4,
Concentration +5, Decipher Script +5, Diplomacy +5,
Gather Information +5, Handle Animal +5, Intuit
Direction +6, Jump +4, Knowledge (geography) +6,
Knowledge (higtory) +6, Knowledge (locd) +6, Perform
+9, Fick Pocket, Ride +2, Sense Mative +6, Use Magic
Device +9, WildernessLore +9.

Feats: Combat Casting, Dodge, Endurance,
Expertise, Great Fortitude, Mobility, Skill Focus
(perform), Toughness, Tracking.

Favored Enemies Abarrations, undeed, vengaurak

Posesons +3 leather arnor, +3 rapier, +3 ring of
pratection, +2 compodite longbow;, hornsaw flute, medallion of the
conifer.

Bard SodIsper Day. 6/54.

Vigilant Spdisper Day: 2/1

Kalliga Stormwind: Stormwind's serious demeanor
belies her reputation as a trickster. People meseting her
for the firg time get the impresson that sheis abusinedike
woman who brooks no nonsense, but that doesn't come
dose to describing the woman who helped Lemses Behjur
plan and stage some very impressive and unexpected
ambushes against titanspawn forces in recent years.
Stormwind is neither a practical joker nor madwoman,
but she ddlights in the chaos and winds of chance that
her god promotes. When not defending Mithril from
marauders that would tear it down, she maintains a spy
network throughout the Temple and Harbor Cities and
uses the information to keep Mithril's powerful people
on their toes while ferreting out those interlopers who
wish to do the same. She frequently attends the wild
debauches sponsored at Enkili's chaotic Harbor City
temple, but Barconius and Derigesh pointedly ignore
such antics redizing what avauable asset Sormwind is.

Stormwind keeps Mithril safe so that she can live
her life in relative peace. She's on good terms with the
other temples most of the time, dthough she often strains
relations with Hedradds clerics to the limit. She knows
how far she can go and doesn't push an inch further ...
unlessthe gain isworth the risk.

Kallista Stormwind, High Priestess of Enkili, Fe-
male Human, CIr10/Rog4: CR 14; SZ Medium
Humanoid (5 ft., 6 in. tdl); HD 10d8+4d6; hp 55; Init O;
Spd 30 ft.; AC 12/19 (+1 ring, Dex/with +5 armor, +2
shield); Atk +16/+11 melee (Id6+3, +3 shortsword)
melee +12 (Id4+2, +2 dagger); SA Sneak attack +2d6,
turn undead; SD Evasion, uncanny dodge; AL CN; SV
Fort +10, Ref +10, Will +11; Str 10, Dex 16, Con 11, Int
15, Wis 17, Cha1s.

Sdlls Bluff +7, Concentration +8, Decipher Script
+7, Diplomacy +17, Disable Device +7, Disguise +7,
Gather Information +7, Heal +6, Innuendo +7,
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Intimidate +7, Knowledge (arcana) +6, Knowledge (re-
ligion) + 10, Listen +7, Perform +7, Scry +10, Sense
Motive +7.

Feats:. Ambidexterity, Combat Casting, Craft
Wondrous Item, Greet Fortitude, Two-Wegpon Fighting,
Weapon Finesse (shortsword).

Domeins Luck, Trickery.

Possessons: +2 leather armor, + 3 short savord, +2
dagoer, defending, +3 ring of pratection.

Clerk Sodllsper Day: 6/5+1/5+1/4+1/3+1/2+1.

Lemses Behjur: At 36, this wiry ranger heads the
Behjurian Vigil in Mithril. The Corean priesthood and
mithril knights regard him well, and Behjur works dosdy
with them and the city guard when matters require his
atention. Much more relaxed about matters of protocol
and etiquette than his Corean counterparts, Behjur
inadvertently strains their relationship at times.
Fortunately, he doesn't push the issuetoo far.

Behjur unflinchingly puts his vigilants into
impossible situations and expects them to not only
aurvive but dso successfully perform their misson. While
the Behjurian Vigil's ongoing training regimen is as
harsh as ever, Lemses — never harsh or authoritarian
with his troops — can be dmost paternd in his coaching
of young vigilants. He commands his troops' loyalty
through the personal bond he forms with each of his
vigilants.

Behjur worked his way up through the Vigil's ranks
though burdened by his family name. His superiors mede it
clear that the Vigils were no place for "lines of royaty."
Enlisting in the Vigil named for his ancestor's heroism
made life hard on young Lemses. Officer after officer
made every step of Behjur's vigilant career difficult, thus
demongtrating to his peers that no specia favors were
extended to anyone based on their heritage or connec-
tions. Ironicdly, those vigilants who witnessed Behjur's
harsh trestment and irrepressible leadership developed a
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deep respect for him. So no one looked askance upon
Behjur's eventud promotion to lead the Behjurian Vigil.
Lemses Behjur, Master of the Behjurian Vigil,
Human Male, Rgr7/Vig8: CR 15; SZ Medium Human-
oid (5 ft., 9 in. tall); HD 7diO+8dI2+66; hp 154; Init O;
Spd 30 ft.; AC 16/22 (Dex with +3 ring of protection/

with +4 studded leather); Atk +21 melee (1d6+6/1d6+4,
+3 gquarterstaff) ranged + 18 (1d8+5, +2 composite
longbow); SA Ferocity; SD Resst massive damage; SQ
Sprint, tirdess; AL CG; SV Fort +17, Ref +9, Will +9;
Str 16, Dex 16, Con 18, Int 13, Wis 16, Cha 15.

ills Anima Empathy +6, Climb +2, Concentration
+4, Decipher Script +7, Diplomecy +5, Disguise +6,
Escape Artigt +5, Gather Information +7, Handle Anima
+5, Hide +5, Intuit Direction +4, Knowledge (nature) +4,
Listen +5, Move Silently +5, Ride +3, Search +5, Sense
Motive +5, Spot +5, Swim +5, Wilderness Lore +7.

Feats: Endurance, Far Shot, Great Fortitude, Iron
Will, Lightning Reflexes, Point Blank Shot, Precise
Shot, Quick Draw, Rapid Shot, Toughness x2, Tracking,
Weapon Focus (composite longbow)

Favored Enemies. Giants, vermin, proud

Possessons Bracers of archery, gows of arrow snaring,
+4 sudded legther of shadow and slent noves, +2 gantbane
mighty (+3) composite longbow of disance, +3 defending
quarterstaff, +3 ring of protection, 50 each: +1 flaming
arrows, +1 frog arrows, medallion of the conifer.

Ranger SpdIsper Day: 2.

Vigilant SpdIsper Day: 2/2/2.

Levin: Levin is a young-looking, unassuming man
who serves Belsameth, goddess of deception, darkness,
death, nightmares and other equally unpleasant spheres of
influence. Levin maintains a cover identity in Mithril asa
derk for the Rising Sun trading house. As the center of
Belsameth's influence in Mithril, Levin guides her
plans within the city to fruition. Levin assassinated the



previous high priest or Hedrada and is in regular contact
with penumbra lord Dar'Tan. His other projects include
corrupting shrine-keeper Kalivas and manipulating the
Cult of the Golem to meet Belsameth's needs. His
schemes creste as a regular source of employment for
ruffians and scoundrels in Harbor City, but the focus of
hiswork ison Temple City itsdlf.

Levin's staff alows him to summon a variety of
fiendish outsders to assist him in his work. He prefers to
call upon subtle, deceptive creatures instead of more
blatantly violent beasts, but if the need arises, he will.

Levin, Agent of Belsameth, Male Human, Clr 11:

CR 11; SZ Medium Humanoid (6 ft., 2 in. tall); HD
11d8+11; hp 59; Init 0; Spd 30 ft.; AC 12/19 (+1
ring, Dex/with +5 armor, +2 shield); Atk +11/+6
melee

Staff of the Summoner

Description: This staff was created for
Belsameth's mortal agents to enable them to
summon help, but only when necessary. Her agents
who generdly work done, cannot abuse this tool; the
staff is a falsafe, useful only when no other
options are available. Clerics who rely on it as
their primary tool find its charges stripped when
they need it most. Perhgps a dozen of these daffs
exig a any giventime.

Powers. The daff has the following powers,
which can only be used to summon fiendish (evil-
digned) outsiders:

e Summon Mongter 11 (1 charge per use)

e Summon Mongter VI (2 chargesper use)
sustained a her husband's hands.

(1d8+3, +3 unholy heavy mace); SA Rebuke undeed; AL
NE; SV Fort +8, Ref +5, Will + 10/+12; Str 10, Dex 15,
Con 12, Int 16, Wis 17/21, Cha 16.

ills: Bluff +11, Concentration +5, Craft (caligra
phy) +6, Diplomacy +5, Disguise +11, Hide +6,
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Knowledge (arcand) +6, Knowledge (religion) +10, Pro-
fession (scribe) +6, Scry +8, Spellcraft +6.

Feats: Scribe Scrall, Skill Focus (bluff), Skill Focus
(disguise), Spell Focus (enchantment).

Domains Magic, Trickery.

Possessions Saff of the summoner, hat of disguise, +3
unhaly heavy mece, +4 ring of protection, +3 chain shirt, +4
periapt of wisdom

Cleric Qudlsper Day. 6/7+1/5+1/5+1/4+1/3+1/1+1.

Chay Caronus, Commander of Chay's Company,
Female Human, Ftr7: CR 7; SZ Medium Humanoid (5
ft., 5in. tal); HD 7dIO+7; hp 65; Init +5 ( + 1 Dex, +4
Improved Initiative); Spd 20 ft.; AC 22 (+1 Dex, +9
plate, +2 shield); Attack +10/+5 melee (heavy flail
1d10+3, whip |d2+5), or +8/+3 ranged; SV Fort +6, Ref
+3, Will +5; AL CG; Str 16, Dex 12, Con 12, Int 12, Wis
12, Chall.

Sills Appraise +5, Concentration +2.5, Craft +11,
Diplomacy +4.5, Hide +1, Intimidate +1, Listen +3,
Move Silently +1, Perform +2, Pick Pocket +1.5, Spot
+3, Tumble +5.

Feats. Alertness, Blind-Fight, Combat Reflexes,
Exatic Weapon Proficiency (whip), Improved Inititive,
Iron Will, Weapon Focus (flail, heavy), Weapon
Specidization (flall, heavy).

Possessions: Full plate +1, +2 whip, large wooden
shidd.

Ith'laen Khemaitas. Pale, dender and black-eyed,
Khemaitas captainsthe Ghost Maid, and asaforsaken df is
something of a ghost himsdf. He dresses in eaborate,
expensive clothes — velvet cloaks, silk doublets, gold-
braided waistcoats and high boots — and wears an
ancient, enchanted longsword that is said can compel
ghosts and spirits to tell their secrets. Khemaitas is
infamous for his mercuria behavior — gregarious and
likable one moment, distant and cold the next — so heiis
not dl that different from others of his race. But to the
atizens of Mithril, unfamiliar with the forssken eves, heis
both exotic and dangerous.

Captain Khemaitas demands lawful behavior from
his crew while in Mithril, but seems to acknowledge no
law outside the city. Khemaitas and his crew have
engaged in virtualy every activity, legal and otherwise,
during their careers — from simple cargo hauling to
smuggling to outright pirating. True to their chaotic
natures, the Maid's captain and crew change their conduct
on adaly basis — raiding commerce one day, honestly
trangporting goods the next.

Just the same, Khemaitas evinces a strange and
dmog dien sense of fair play. While engaging in piracy,
for example, he preys only on targets that will, in his
words, "Restore balance to the coamos” If evil and cheos
are ascendant, he acts as an agent of law and justice,
attacking other pirates and titanspawn with ruthless
efficiency. If evil declines and the defenders of good rule
the seas, Khemaitas becomes amerciless corsair, raiding
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and plundering — even occasionally attacking coastal
cities. Such behavior usualy occurs far from Mithril,
however; Khemaitas knows how important the city is to
him and his crew, and he avoids acts of piracy that
directly affect the city.

Khemaitas bears the forsaken queen's rapier, a +4
wegpon with both dandng and wounding goecid dhilities

Captain Ith'laen Khemaitas, Captain of the
Ghogt Maid, Male Forsaken EIf, Rogl2: CR 12; SZ
Medium Humanoid (4 ft., 8in. tal); HD 1d8 + 12d6; hp
52; Init +4 (+4Dex); Spd20ft.; AC 21 (+4Dex,

\Y e

Attack +10/+5 melee (rapier 1d6+4), or +14/+9 ranged
(light crosshow 1d8); SA Opportunist, sneak attack
+6d6, SD Evasion, uncanny dodge, SV Fort +6, Ref +12,
Will +9; AL CN; Str 10, Dex 18, Con 11, Int 16, Wis 17,
Chal3.

Sills Apprase +17, Climb +12, Craft + 14, Disable
Device +15, Disguise +15, Escape Artist +13, Forgery +
13, Gather Information +15, Hide +6, Innuendo +18,
Jump +13, Listen +9, Move Silently +18, Search +7,
Spot +23, Swim +9, Wildernesslore +6.

Feats Alertness, Dodge, Improved Unarmed Strike,
Iron Will, Point Blank Shot, Precise Shot, Shield
Proficiency.

Possessions: Light crosshow of speed, breastplate of
the sea monar chs, forsaken queen'srapier.

Joharus Kend: Lemses Behjur's second-in-com-
mand, master ranger Joharus Kend leads the Behjurian
Vigil in Harbor City. Hissizeisdeceiving; et first glance, he
seems somewhat rotund, but in redity, solidly muscular, he
moves with amazing speed and grace for an individual
of his size. He's a good-natured man, often seen at socid
gatherings and enjoying the camaraderie of other rangers
and pdadins.

Kend transforms himsdlf into a no-nonsense soldier
in times of criss, though, and brooks no interference nor
tolerates hesitation from his subordinates. However,
some paadins and rangersthink he has a blindspot when
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it comes to the wizard Skalus, who they feel has been
derdict in his duties latdly, spending moretime hiding in a
bottle of brandy than working in his laboratory.

Kend says he has far more important matters to
which he must attend. Responsible for monitoring the
Blood Sea and coast for titanspawn threats and pirate
activity, the talented Kend is kept busy.

Master Ranger Joharus Kend, Sub-Commander
of the Behjurian Vigil in Mithril, Male Human,
Rgr9/ Vig3: CR 12; SZ Medium Humanaid (6 ft., 4 in.
tal); HD 12d10+12; hp 70; Init +6 (+2 Dex, +4 Improved
Initiative); Spd 30 ft.; AC 18 (+2 Dex, +6 studded leather
armor +3); Attack +17/+12/+7 mdee (1d10+5, bagard
saord +2) or + 15/+10/+5 ranged (longbow 1d8); SA
Ferocity; SQ Sprint, tirdess, SV Fort +9, Ref +6, Will +5;
AL NG; Str 17, Dex 15, Con 12, Int 13, Wis 12, Cha 10.

ills Bdance +4, Climb +15, Diplomecy +5, Dis-
guise +6, Escape Artist +4, Gather Information +5,
Handle Animal +7, Hide +2, Intuit Direction +11,

Listen +16, Move Silently +2, Search +14, Spot +3,
Wilderness Lore +12.

Feats Alertness, Dodge, Endurance, Improved Ini-
tigtive, Toughness, Track, Wegpon Focus (bestard sword),
Weapon Focus (longbow).

Favored Enemies. Goblinoids, hags, green pisceans.

Possessons: Madrid's Light tattoo, circlet of the iron
mind, doak of evenkind, studded leather armor +3, bagtard
snord +2, potion of water breathing.

Ranger SodlIsper Day: 2/1

Vigilant Sodlsper Day: 2.

Khelarian Asuras: Stern and hard-faced, his black
hair shot with white, his large jaw sporting a smal, nest
beard, Khdarian is very much his father's son. He dresses
well, but never excessively; eats and drinks in modera-
tion; and never seems to miss a thing, casting about his
piercing brown eyes.



As one of the mogt senior and powerful members of
House Asuras, Khelarian knows how to be ruthless and,
like his father, lets nothing stand in the way of the
family's drive to obtain power and wealth. Before his
assgnment to Mithril, Khelarian oversaw caravan traffic
between Darakeene and Shelzar, where some say he
traded fredly in daves, paid tribute to titanspawn tribes
and sent assassins againg other houses caravan masters.
Today, Khelarian laughs at such alegations and pointsto
his displays of charity and generosity since coming to
Mithril.

High Priest Derigesh and the paladins, highly
suspicious of Khelarian and House Asuras, made sure he
knew that his house's strict adherence to the law is a
requirement for doing business in Mithril. The Asuras
did not grow o powerful by being stupid, so pragmatism
rules. Khelarian knows which way the wind of Corean
blows. Asuras operatives in Mithril are honest,
cooperative and professiona. Bills of lading and ship
manifests are scrupuloudy accurate. Khelarian carefully
overpays any fees that his traders are assessed, and his
generous contributions to the Temple and to Mithril's
poor have earned him Derigesh's gratitude and even
grudging admiration.

Though his true nature is as amord and merciless as
the rest of the family, Khelarian has done a good job of
reinventing himsalf and making himsalf popular among
Mithril's citizens. Which is more than can be said for the
other two Asuras representativesin Mithril.

Khelarian Asuras, M aster Trade
Representative for House Asuras, Male Human,
Expl9: CR 8; SZ Medium Humanoid (5 ft., 7 in. tal);
HD 19d6+19; hp 88; Init +8 (+4 Dex, +4 Improved
Initiative); Spd 30 ft.,;

AC 14 (+4 Dex); Attack +12/+7/+2 melea (dagger 1d4-
2) or +18/+13/+8 ranged (light crossbow 1d8); SV Fort
+7, Ref +10, Will +15; AL CN; Str 6 (-2), Dex 19, Con
12, Int 16, Wis 15, Cha 17.

Kills Appraise +18, Bluff +10, Disguise +5, Gather
information +14, Handle Animd +8, Hide +4, Innuendo
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+8, Intuit Direction +5, Knowledge (geography) +8,
Listen +6, Move Silently +4, Perform +3, Profession
(bookkeeper) +4, Read Lips +11, Ride +9, Sense M +15,
Spot +2.

Feats: Dodge, Improved Initiative, Iron Will,
Leadership, Quick Draw, Skill Focus (sense motive),
Skill Focus (appraise).

Possessions:  Oathbreaker's bracelet, pearl of
strife, book of knowledge.

Mirt Thassd: Mirt Thassd is a burly, middle-aged
man with black, thinning hair and an intense gaze. His
arms are huge from alife of hard labor, and although heis
not terribly intelligent, Thassel's followers find his
words and manner both comforting and reassuring.

Once a poor laborer, Thasd's life changed when he
discovered aminiature replica of the Mithril Golemin an
ancient shrine beneath his home. In a fit of religious
ecstasy, Thassel became convinced that the Golem had
itsdf become a god. With his wife Sharna, he now leads
one of the largest Cult of the Golem factions from his
small house in Shacktown, conducting services and
discussing the new god's goals and powers. But Thassd
recently made an amazing discovery: he could cagt dericd
Fdis

Saizing upon his new powers as proof-postive of the
Golem's divinity, Thassel redoubled his efforts to attract
followers, and his congregation now numbers nearly 50.
Utterly devoted to Golem, he now contemplates building
his congregation into an army of worshipers, who will

march on Temple City and reawaken their god. What
happens later is not clear to Thassdl, but he claims to
have had visions: the entire city of Mithril rgecting the
failed "old gods' and embracing the Mithril Golem.

No one can confidently explain the origins of
Thassel's powers. It is possible that, as the Golem's
worshipers believe, the great automaton has truly become a
god. Equaly posshble is that Thasd's dericd abilities
originate from a different source, such as a malevolent or
mischievous god seeking to disrupt lifein Mithril. A god
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like Enkili the trickster, whose peverse sense of
humor would betickled by the ensuing cheos.

None of this matters to Lindoros who secretly leeds
the Cult of the Golem. He sees Thassel and his new
powers as another means of whipping up dissent againgt
Derigesh, Barconius and the rest of Corean's followers.
Thassel remains something of an innocent in al this,
convinced that the Golem chose Lindoros and that the
great automaton is a god. Lindoros may have
underestimated the commoner, though; if Thassel
believes his new faith has been betrayed, he may wdll
turn theforce of hisfollowersagaing his betrayer.

Mirt Thassel, High Priest of the Golem, Male
Human, Clr2/Com3: CR 3; SZ Medium Humanoid (5
ft., 10in. tal); HD 2d8+4 + 3d4+6; hp 30; Init +1 (+1*
Dex); Spd 30 ft.; AC 11 (+1 Dex); Attack +8 melee
(greatclub 1d10+4), or +3 ranged; SA Turn undeed; SV
Fort +6, Ref +2, Will +6; AL LN; Str 18, Dex 12, Con 15,
Int 7, Wis 16, Cha18.

ills Climb +9, Diplomacy +5, Handle Animd +6,
Hide +1, Knowledge (religion) +4, Listen +3, Move
Silently +1, Perform +5, Spellcraft +1, Spot +5.

Feats Comba Reflexes Skill Focus (handle animd),
Skill Focus (cdlimb), Skill Focus (spot), Weapon Focus
(greatclub).

Domains: Law, Protection.

Cleric SodIsper Day: 4/3+1.

Shan Thoz (aka Mykis the Enforcer):
Known to the world as the chief of the Goblin Bears, a
ragteg band of thugs that terrorize Shacktown, Shan Thoz
is actudly a powerful penumbral lord, gathering
intelligence and spreading mischief on behaf of his
master, Dar'Tan. Thoz isatdl, thin, saturnine man with a
gloomy face and deep-set black eyes. He characterigtically
wears his long slver har in a brad behind him and
habitually dresses in black or gray. He is everything a
good penumbral lord should be: crafty, intelligent,
wicked and sadistic. He enjoys lording it over the
Goblin Bears, who obey him instantly, knowing that he
has magica powers but unaware of their extent or
nature.

Shan Thoz, aka Mykis the Enforcer, Leader of
the Goblin Bears, Male Human, Wiz8/Pen8: CR 16;
SZ Medium Humanoid (6 ft., 3 in. tdl); HD 16d4+2; hp
85; Init +3; Spd 30 ft.; AC 13 (+3 Dex); Atk +8/+3
melee (1d6, quarterstaff); SQ Improved darkvision,
shadow dgrength, shadowcest |11, shadowca form,
shadowraven form; AL CE; SV Fort +12, Ref +12, Wil
+18; Str 10, Dex 17,Con 16/18(with ioun stone) (+3/+4),
Int 19, Wis 12, Cha18.

ills Alchemy +10, Concentration + 15, Decipher
Script +10, Hide +10, Knowledge (arcand) +14, Move
Silently +6, Scry +11, Spdllcraft +16.

Feats. Brew Potion, Dodge, Extend Spell, Lightning
Reflexes, Maximize Spell, Scribe Scroll, Silent Spell,
Stll Spell.
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Possessions Roddtiaqmew dagmtattoo(s‘hla/el
cader), doak of resstance +5, ioun stone (pink).

Wizard Sodls per Day: 4/5/4/4/3.

Penumbral lord Spdlsper Day: 5/6/4/4/3/2/2/1.

SpdlsKnown:

0 — arcane mark, danding lights, daze, detect magic,
detect poison, disrupt undead, digtort shadow, ghost sound,
light, mage hand, mending, open/dose, pretidigitation, ray of
frogt, read magic, resstance.

1st — burning hands; chill touch, gloom, identify, megic
missle megic weapon, panuntral trap, dade s Sght, nmon
monger |

2nd — animate shadow, Dar'Tan's shadow bolt,
hypnotic pattern, invisihility, knock, Leomund's trap, minor
shadow conjuration, mirror image, scare, Web.

3rd — Wink, dispel magic, fly, haste, hold person,
lightning bolt, minor shadow evocation, shadow form of
Lyrand, shadow srike, dow, summon monster 111

4th — arcane eye, charm mongter, polymorph other,
polymorph saif, shadow conjuration, shadow shield.

5th — curtain of darkness, shadow evocation, shadow
WeBpOoN.

6th — shades, shadow smash.

7th— shadowwalk.

Nabila Silverheart: Daughter of a human mother
and a forsaken df father, Nabila Silverheart has fought
prejudice and discrimination for most of her life,
eventualy rising to prominence as one of the leading
sorcerers in Mithril and serving as List Mistress of the
Guild of the Shadow. Silverheart is responsible for
maintaining the Guild's membership rolls and, as such, is
the most important spellcaster in Mithril after Danye
Blackburn. Because she is more companionable and
friendlier than Blackburn, city officials preferentialy
seek her out, and she frequently acts as Mithril's unofficid
ambassador during negotiations with foreign powers.



Silverheart's aJmoa supernaturd beeutn‘ul re‘lects
her dvish heritage — milk-white skin; long, slver hair;
deep violet eyes. She usualy keeps her dightly pointed
ears hidden, aholdover from her past when she needed to
conceal her ancestry. She usualy dresses in robes of
muted colors. She rardly raises her voice and is never rude or
demanding. All the same a potent leader, Slverheart has
aided Mithril in many crises. Unwilling to draw
atention to herself or the Guild, Silverheart rarely uses
her louder and more violent spells and only then in self-
defense or defense of the city. She stores numerous
magica items in her tower; she most frequently carries
those listed below.

Nabila Silverheart, List Mistress of the Guild
of the Shadow, Female Half-Elf, Sor18: CR 18; SZ
Medium Humanoid (5 ft., 7 in. tal); HD 18d4+18; hp
69; Init +0; Spd 30 ft.; AC 17 (+1 Dex due to gloves
of dederity, +2 amulet of natural armor, +4 bracers of
amor); Attack +7/+2 melee (quarterstaff 1d6-2), or +9/+4
ranged; SV Fort +7, Ref +6, Will +13; AL NG; Str 7 (-
2), Dex 10(0)/12 (+1 wigloves of dexterity), Con 13, Int 17,
Wis 14, Cha20.

Sills: Alchemy +20, Bluff +4, Concentration +20,
Handle Anima +9, Hide +1, Knowledge (arcana) +20,
Listen +3, Move Silently +1, Scry +21, Search +4,
Spellcraft +20, Spot +3.

Feats: Craft Wondrous Item, Extend Spell, Forge
Ring, Maximize Spell, Quicken Spell, Scribe Scroll,
Spell Penetration.

Possessons Wand of megic misdles wand of donesdn,
amue of natura armor +2, braogrs of armor +4, goves of
dexterity +2, bead of forcex3, dirdet of the iron mind.

Sorcerer Sodlsper Day: 6/8/7/7/7/7/6/6/5/3.

Sorcerer Spells Known:

0 — dandng lights detect megic, dupt undeed, ghot
sound, light, magehand, ray of frogt, read megjic, resstance
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1¢ — charm person, mege armor, megic missle, pro-
tectionfromeuil, desp.

2nd — blur, Ganest'sfar grike, knock, levitat, web.

3rd—fly, hagte, invishility gohere, lightning bolt.

4th — bestow curse, charm monder, Tevikk's cresping
eye wall ofice

5th — dominete parson, greatar shadow conjuration, pillar
of attraction/repuision, wall of iron.

6th — chain lightning, control weather, Ri€'s dance
of seduction.

“th— control undead, daggersof Vaul, power word, stun.

8th— etheredlness harrid wilting.

9th — summon monger 1X.

Nyaella: The titan Denev's druidess in Mithril
redlizes that she isin a precarious position. As the only
titan siding with the godsin the great war, Denev earned a
place in Seam's officid pantheon. Yet, being a titan.
Denev's followers are rardly trusted and often feared.
Nyadla walks this fine line with skill, providing aid and
advice to Emili Derigesh and Barconius, helping those
Denev worshipers who visit Mithril and in generd being a
model citizen. Nyaella's small but elegant temple in
Harbor City represents the only officiad ste where Denev
can be worshiped; the Earth Mother is not represented
within the confines of Temple City.

In keeping with her goddess character, Nyadlais a
wild-looking woman; unkempt red hair, intense green
eyes and a somewhat uncivilized manner. Depending on
thewesather, Nyadllawears no clothes within the confines

of Denev's temple grounds; otherwise, she wears rough
green robes, strings numerous charms on leather thongs
around her neck and bears a staff of the woodlands.
Derigesh grudgingly respects Nyadlla, and the druidess
maintains a real friendship with Uthiel Madriella,
Madrid's high priestess in Mithril. On severa occasions,
when the two goddess' interests converged, Nyaella
accompanied Uthiel on asecret quest on Madrid's
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behalf. Nyaella bears one of the original lesser rings of
Kyd.

Nyaella, Druidess of Denev, Female
Human, Drd16: CR 16; SZ Medium Humanoid (5
ft, 2in. tal); HD 16d8+16; hp81; Init +3(+3Dex);
Spd 30ft.; AC 19 (+3 Dex, +3 amulet of protection, +3
lessr ring of Kyd);, Attack +14/+9/+4 melee
(quarterstaff, 1d6+2), or +15/ + 10/+5 ranged
(shortbow 1d6); SQ A thousand faces, nature sense,
resst nature's lure, timeless body, trackless step, venom
immunity, wildshape (5/day) (huge; dementd 1/day);
woodland stride; SV Fort +11, Ref +8, Will +14; AL N;
Str 15, Dex 16, Con 13, Int 12, Wis 19, Cha 14.

Sills Anima Empathy +13, Bluff +2, Concentration
+ 12, Diplomacy +6, Gather Information +5, Heal +10,
Hide +6, Intuit Direction +8, Listen +4, Move Silently
+3, Sense Motive +3, Spellcraft +15, Spot +15,
WildernessLore +15.

Feats. Blind-Fight, Combat Casting, Craft
Staff, Craft Wondrous Item, Dodge, Maximize Spell,
Silent Spdll.

Posessons Saff of the woodands amulet of protedion
+3, lesser ring of Kyd.

Druid SpellsPer Day: 6/6/6/6/5/4/3/3/2.

Skalus Looking surprisingly young for awizard of
his experience, Skalus is black-haired, bearded and
handsome, though his personality annoys many. Vain,
arrogant and self-serving, he expects high pay and
considerable luxury as compensation for serving the
Vigil. He recently began neglecting hiswork a Titandayer
Citadel, spending his time entertaining young women
and drinking expengive intoxicants. He possesses a potent
wegpon, agaff of divine flame, for which he has a specid
dispensation from both High Priest Derigesh and the
Temple of Corean, but some people fed that his current
inappropriate behavior warrants its reconsideration.
While Skalus stores numerous magical items in his
laboratory, those he most often carries are listed below.

Skalus, Fredance Wizard Serving the
Behjurian Vigil, Male Human, Wiz17: CR 17; SZ
Medium Humanoid (5 ft., 9in. tal); HD 17d4+17; hp
57; Init +0; Spd 30 ft; AC 15 (+3 ring of
protection,+2 amulet of natural armor); Attack +9/+4
melee (1d6+3, quarterstaff), or +8/+3 ranged; SV Fort
+6, Ref +5, Will +12; AL CN; Str 13, Dex 11, Con 13,
Int 19, Wis 11, Cha8.

Sills: Alchemy +16, Bluff +5, Concentration +13,
Diplomacy +2, Innuendo +3, Intimidate +4, Knowledge
(arcana) +15, Scry +20, Spdllcraft +20.

Feats. Brew Potion, Craft Magic Armsand Armor,
Craft Rod, Craft Staff, Craft Wand, Iron Will, Maximize
Spell, Quicken Spell, Scribe Scroll, Still Spell.

Possessions. Robe of scintillating colors, staff
of divine flame, iron flask, ring of protection +3,
amulet of natural armor +2.

Wizard Spells Known (4/5/5/5/5/4/4/3/2/1).
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0 — arcane mark, danang lights daze, detect megic,
Oetet poison, disrupt undeed, flare, ghost sound, light, mege
hand, mending, open/doss prestidigitation, ray of frod, reed
Megic, ressance

1st — charm person, chill touch, disappear, flame bolt,
identify, junp, megearnor, shidd, shodding grasp, dep.

2nd — blur, dark flames, ghoul touch, knodk, levitate,
summon monster |1, web.

3rd — dispel magic, dragon's breath, fireball, fly, haste,
hold person, invisibility sphere, lightning bolt, dleet storm,
dow, stinking cloud, touch of the eel, monster summoning 111

4th — charm monder, improved invishility, lesser
gess minor gabe of invuingablity, Otilukes redliet gphare
polymorph sif, shadow shidd, wall of fire wall of ice

5th — animate dead, cone of cold, doomwail,
permanency, wall of iron, wall of sone.

6th — add fog, chain lightning, death blade, eyehite,
flesh to stone, guards and wards, mass haste, summon
monster VI.

th — mess invighility, Mord's megnificent mandon,
power word, gun, tdeport without error.

8th — horrid wilting, incendiary doud, mass charm
protecionfromspels

9th—power word, kill, tdeportation drde

Tdinya Asuras TdinyaAsurasis her cousin'stota
opposite. Her manipulations are quiet, sober and subtle.
She drinks in moderation and avoids gambling. She has
lovers of both sexes, but carefully sdects highly discrete
companions. Though beautiful and extremdy intelligent,
she dresses modestly, rarely drawing atention to hersaf.
Her draws her long black hair up in abraid or abun and
downcasts her expressive violet eyes. She rarely en-
hances her olive skin with cosmetics.

Telinya's modesty, like Khdarian's charity, masks
her true intentions. Her goals are ambitious:. to replace
her cousin as chief Asuras operative in Mithril and



eventually supplant her uncle as head of House Asuras.
Though motivated by greed and ambition, she dso deep
resents the rest of the family. The Asuras shoved her
mother aside based only on her s, refusing to grant her
more power and influence in the family while favoring
Telos and his brother, Khasis' horde of children and
grandchildren.

Her firdt target is the family's weakest link: cousin
Viando. The younger Asuras dismisses Tdinya as a quiet
and obedient tool of her mother and little suspects that
many of his recent troubles are her doing. Telinyas letter
triggered the reduction in Viando's alowance, and she
arranged for him to lose at the gaming tables while dso
managing the blackmail scheme. In addition, she lesked
information to Neuth Haila, chief of House Bloodhawk,
aerting him to Viando's excesses. Telinya stands reedy
to pounce should Viando, in desperation, sell trade
house secretsfor gold.

Such an event would be a bonanza for the ambitious
Tdinya House Asuras would exile and disown Viando,
the authorities would catch House Bloodhawk scheming
againg Asuras and her disgraced cousn Khelarian would
be replaced with someone more reliable. By exposng the
scandal, Telinya will have proven herself Khelarian's
worthy successor.

Telinya has recently acquired a small collection of
Nomari candles. Though currently undecided, once she
putsthem to use, her relatives downfall will be assured.

Telinya Asuras, Senior Trade Representative
for House Asuras, Female Human, Exp10: CR 5;
SZ Medium Humanoid (5 ft., 7 in. tal); HD 10d6+10;
hp 53; Init +7 (+3 Dex, +4 Improved Initiative); Spd 30
ft.; AC 13 (+3 Dex); Attack +7/+2 melee (dagger 1d4),
or +10/+5 ranged; SV Fort +4, Ref +6, Will +8; AL CN;
Str 10, Dex 17, Con 12, Int 16, Wis 12, Cha 11.

ills Alchemy +9.5, Appraise +9, Climb +2, Craft
+6, Decipher Script +7.5, Diplomacy +1, Disable Device
+9, Forgery +4, Hide +5, Innuendo +6.5, Intimidate
+6.5, Jump +12, Knowledge (nature) +4, Listen +1,
Move Silently +3, Open Lock +4, Perform +7, Search
+8.5, Sense Mative +5, Spat +4, Tumble +4.5, Wilderness
Lore+2.

Feats: Improved Initiative, Run, Skill Focus
(perform), Skill Focus (intimidate), Skill Focus (spot).

Possessons Mask of desire, pearl of agony, candle of
degp X3, candleof paralyssx2, candle of death.

Thelwyn Karametis: Paeskinned, with rich,
dark-violet hair and black eyes, houndmistress
Karametis' appearance suggests at least some evish
ancestry. Her greed and crudty, however, are dl too
human, and her Nighthounds are one of Mithril's most
dangerous crimind groups. Always a step ahead of the
law, the hounds control much of Stormside's
smuggling, prostitution, gambling and petty crimina
operaions.

Criginadly a dave sold into progtitution in Calagtia,
Karametisrapidly proved her skill and cunning, buying

CHAPTER FIVE: PERSONAGES IN MITHRIL

103

P N L, el S it " W e v

her own freedom and founding a criminal underground
in the city of Vashon. When she refused to pay bribery
money to city officials, they arrested Karametis and
ordered her execution. She escaped by seducing then
murdering one of her guards.

Fleging to Mithril, she joined the Nighthounds as a
low-level operative. Once again, she proved her worth,
rising through the ranks and becoming houndmaster Ulo
luthax’s lover. When luthax died unexpectedly, his will
passed the Nighthound's leadership to hislover, much to

B\~
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the chagrin of his twin sons, Robi and Narax. A brief but
furious civil war ensued, the twins trying to regain
control of their father's crimina empire. Karametis won
handily, and the twins found themsdlves in a gladiatoria
pit fighting one another for survival. No one knows who
won the fight, but most hounds believe he's dive — a
blind, legless beggar somewhere on Mithril's eastsde.

Firmly established as houndmistress, Karametis
expanded the Nighthound's power; today, she controls
many interests and enjoys humerous sources of income,
both in Mithril and beyond. She is known for her
singing, dancing and storytelling abilities and her
voracious appetite for lovers, who often do not survive
more than a few months with her. Despite the risk of
degth, there is never a shortage of men and women who
want to enjoy the houndmistress company. She takes
considerable pleasure in pit fighting, betting on bloody
battles in the dark corners of Mithril, and occasionally
joins the fight hersdlf, wielding her twin enchanted axes.
Captives, turncoats and informants are sometimes offered
their freedom if they can defeat the houndmistress in
single combat; so far, no one has won the prize. The
hounds know that Karametis possesses an amazing ring
that enables her to hear others thoughts; it grants its
wearer the effects of the detect thoughts spell &t dl times
whenworn.
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Outside of the Nighthounds, few know about the
houndmistress secret wraithblade, with which she turns
her foes into wights under her control. So far, the
wraithblade has drained 275 points of Condtitution; when it
reaches 400, the wraith bound inside will attempt its
escape and kill the houndmistress. Karametis doesn't
know this.

Houndmistress Thelwyn Karametis, Female Hu-
man, Rogl0/Brd5: CR 15; SZ Medium Humanoid (5
ft., 3iin. tdl); HD 10d6+20 + 5d6+10; hp 84; Init +9 (+5
Dex, +4 Improved Initiative); Spd 30 ft.; SA Crippling
drike, sneek attack +6d6, SD Evasion; AC 19 (+5 Dex,
+4 magterwork chain shirt); Attack + 10/+5 melee (+3
wraithblade 1d8+3, dagger 1d4); SA SV Fort +6, Ref +18,
Will +9; AL CE; Sir 10, Dex 20, Con 14, Int 16, Wis 10,
Chal4.

ills: Baance +15, Bluff +14, Craft +14, Decipher
Script +13, Disguise +12, Handle Anima +3, Hide +5,
Intimidate + 18, Intuit Direction +15, Knowledge (locd)
+5, Knowledge (nature) +5, Listen +14, Move Slently

+9, Perform +12 Scry +8 Sense Motive +3, Spot +0,
Swim +11, Use Rope +17.

Feats. Ambidexterity, Combat Reflexes, Dodge,
Improved Initiaive, Iron Will, Lightning Reflexes Two-
Weapon Fighting.

Possessions: Wraithblade, ring of thought detection,
masterwork chain shirt.

Bard Spdlsper Day (3/4/2):

0 — detect magic, flare, ghost sound, mage hand,
mending, pregtidigitation.

1st — charm person, cure light wounds, identify,
messege

2nd— curenoderatewounds levitate, seeinvisibility.

Uthiel Madriella: The goddess Madrid's Harbor
City representative is a woman of average appearance,
save for her griking pae-blue eyes. She dwells in modest
quarters near her deity's temple on God Streat. She wears
paebluerobes and asiver cirdet with afan of enameed
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peacock feethersm the center Shedonsacloak of red
peacock feathers for ceremonid events and dally services,
but isnormdly an austere and modest woman.

Madriella works closely with high priestess Alia
Vensir in Temple City. Being a priestess in the more
violent and dangerous Harbor City, Madridlla tends to
be more active and adventurous than her sigter priestess.
Though naturally peaceful and gentle, Madrielladwellsin
a world that sometimes demands violence, so has
honed her combat ills to a fine edge. She didikes taking
lives, even those of titangpawn, but will do so without
hesitation to defense her temple or the city of Mithril.
She prefers quick, decisive combat, using her sacred
spear to digoatch foespainledy.

Priestess Madridla gpends the remainder of her time
quietly contemplating life, reading sacred texts, spesking
with Madrid's worshipers on matters of faith or reporting
the state of spiritual affairs in Harbor City to Vensir.
Madriella occasionaly disappears from Mithril,
sometimes for days, leaving daily affairs to her acolytes.
Madrid sometimes calls on the priestess to perform tasks or
undertake holy quests. When needed, Madrid
dispatches a skyquill to Mithril; Madriella rides the
wondrous creature to wherever the goddess decrees. On
her most recent adventure, Madriella fought a band of
charduni and Chardun-dain seeking to sack and despail
Madrid'stemplein the Gleaming Valley.

Uthiel Madriella, Priestess of Madrid, Female
Human, CIr12: CR 12; SZ Medium Humanoid (5 ft., 3
in. tal); HD 12d8+12; hp 70; Init +5 (+1 Dex, +4
Improved Initiative); Spd 30 ft.; AC 19 (+1 Dex, +4
chain shirt of invulnerahility, ring of protection +3); Attack +
14/+9 melee (holy longspear +2 1d6+3), or +10/+5
ranged; SA Turn undead; SR 5/+1 (chain shirt of
invulnerability); SV Fort +9, Ref +5, Will +10; AL NG;
Str 13, Dex 13, Con 13, Int 12, Wis 15, Cha 17.
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Slls Craft +9, Diplomecy + 18, Hed + 17, Hide + 1,
Listen +2, Move Silently +1, Profession +9, Spdllcraft
+ 16, Spot +2.

Feats. Dodge, Enlarge Spell, Extra Turning, Im-
proved Initiative, Martiad Weapon Proficiency
(longspesar), Maximize Spdl

Domains Heding, Good

Possessions. Ring of protection +3, chain shirt of
invulnerahility, holy longspear +2.

Cleric dlIsper Day. 6/6+1/5+1/4+1/3+1/3+1.

Viando Asuras. At 20, Viando is handsome, blonde
haired and square-jawed, but somewhat vapid-looking.
Nardissgtic and hot-blooded, he has an excessve fondness
for gambling, spirits and loose women. Despite his duties
to the trade house, Viando can freguently be found
gorging himself or drinking a expensive Westside inns
or whoring at places like the Silver Couch. Viando's
cousin Khelarian frowns upon such conduct, and uncle
Telos become apoplectic reading Telinyds letter that
described her cousin's antics. Viando's father Khasis
ingsts that his son remain in Mithril to "learn civilized
behavior," but at his nephew Khelarian's urging, he has
dragtically reduced young Viando's dlowance.

As his relatives patience grows thin, Viando has
launched a new scheme: hiring others to do his work

while he carouses or deeps off his binges.
duels and has escaped serious harm only by using his +1
rapier and bribing his foes to keep them from killing or
maiming him. So far, Khelarian thinks Viando has turned
over anew leaf and even praised the younger man in letters
to Asuras headquartersin Darakeene.

Still, Viando cannot maintain the charade forever.
His reduced dlowance left him deep in debt to the Regpers
(his wagers did not shrink in proportion to his income),
and one of his"employees' is blackmailing him, threatening
to expose his duplicity to his uncle. To meet his obligations,
Viando has borrowed heavily and been approached by
House Bloodhawk representatives, who have offered him
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generous bribes in exchange for Asuras secrets. His
desperation growing, Viando has begun to seriously
consgder Bloodhawk's offer.

Viando Asuras, Trade Representative for
House Asuras, Male Human, Nob3: CR 2; SZ
Medium Humanoid (5 ft., 8 in. tall); HD 3d8; hp 15;
Init +2 (+2 Dex); Spd 30 ft.; AC 12 (+2 Dex); Attack
+1 melee (rapier 1d6), or +4 ranged; SV Fort +1, Ref +3,
Will +3; AL CN; Str 8 (-1), Dex 15, Con 10, Int 8 (-1),
Wis 10, Cha10.

ills: Gather Information +5, Hide +2, Intuit
Direction +1, Knowledge +0, Listen +8, Move Silently
+2, Sense Motive +6, Spot +7, Tumble +3.

Feats. Alertness, Quick draw, Skill focus (Sense
Motive).

Possessions: +1 rapier.

Per sonages beyond Mithril

The plains mountains and sess that surround Mithril
herbor important individuas Some are Mithril's ferocious
enamies ome ae its friends and others remain mygerious,
their motivations uncertain. These people, as much as
anyone within its walls, will shape Mithril's future —
ather helping it survive or destroying it piecemed.

Dar'Tan: Like a scary story told to frighten naughty
children, Dar'Tan's threat is more imagined than real
these days. He has not been seen in years— since his epic
battle with Barconius that cost him his left arm. The
ruined Penumbral Pentagon's fortress remains buried
under Mithril, but few adventurers dare to enter it
seeking abandoned treasure, and fewer Hill have returned
from such a quest. Many people believe that the evil
wizard died years ago, but afew — Barconiusin particular
— bdieve that Dar'Tan smply bides his time, waiting for
the proper moment to overrun Mithril with an army of
shadow creatures, dragging the city into eternal night.

Dar'Tan is a dark ef with perpetually shadowed
features. Scholars and researchers enhance his mystique
by claiming that dark elves are extinct, or nothing more
than frightening legends or (at best) confined to their
subterranean city Dier Drendal. Dar'Tan's existence
proves them wrong, but modern authorities, far removed
from the past and the ferocious battle fought beneath
Mithril, continue to deny Dar'Tan's heritage and suggest
that those who fought him were mistaken. Dar'Tan has
only one arm of his own flesh; he replaced the one
Barconius severed with a shadowy equivalent, made
from a shade spirit that he has bound to his body.

Dar'Tan has, through intermediaries, incited
Lindoros and other Cult of the Golem followers to
greater heresy; he would like nothing better than to
destroy the Corean temple from within, and the Cult
presents him just such an opportunity. Dar'Tan's need
for revenge againgt Barconius, who broke the Penumbral
Pentagon, coincides with Lindoros desire to be Corean's
new high priest. Of course, should Lindoras place himsdf
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in the seet of Corean's anointed, removing him would be
equaly smple

Since the disaster in the catacombs, the penumbral
lord has relocated his operations outside Mithril to a new
Shadow Fortress hidden in the Kelders. He has recruited a
new Penumbral Pentagon, though its members are
oread across Ghedpad. Dar'Gartd, a dark elven sorcerer
and vampire, is closest in proximity to Dar'Tan, and
given Dar'Gartal's hatred of Barconius, the vampire
eagerly workswith Dar'Tan to destroy Mithril.

Dar'Tan's Shadow Fortress is riddled with permanent
shadow mazes and filled with servants — living, shadow
and golem — for his defense and comfort. His plans for
the future remain unclear to his enemies, and while many
in Mithril today deny his exigtence, the saif-styled "Prince of
Shadows' lurks in his mountain fortress, concocting
elaborate and inscrutable plans to crush Mithril and
hatching grand schemes that will affect al of Ghelspad.

Dar'Tan, Penumbral Lord and Master of the
Shadow Fortress, Male Dark EIf, Wiz10/Pen10:
CR20; SZ Medium Humanoid (5 ft, 2 in. tdl); HD
20d4+40; hp 82; Init +3; Spd 30 ft.; AC 30/31-35 (with
Dex, +8 bracers, +5ring, +5 amuletwith bonuses from +5
rapier of defending); SA Shade arm; SQ Improved
darkvision, dark elven traits, shadow home, shadow
strength,  shadowcast 1V, shadowcat form,
shadowraven form, Atk +15 melee (1d6+5, +5 dancing
rapier of defending); AL LE; SV Fort +8, Ref +9, Will
+16/18 (vs. spdllsand spell-like ahilities); Str 10, Dex 17,
Con 14, Int 22, Wis 14, Cha 12.

dlls: Alchemy +5, Concentration +19, Decipher
Script +15, Hide +12, Knowledge (arcana) +20,
Knowledge (geography) +12, Knowledge (history) +12,
Knowledge (the planes) +12, Ligen + 16*, Move Slently
+6, Scry +20, Search +5*, Spdllcraft +22, Spot +11*.
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Feats Combat Cagting, Forge Ring, Quicken Spdll,
Silent Spel, Scribe Scroll, Spdl Focus (illusion), Wegpon
Proficiency (rapier).

Poseesdons Robes bracersof armor +8, ring of protection
+5, amulet of natural armor +5, +5 dancing, defending
rapier, doak and boots of dvenkind, plus a variety of items
he either constructs or has obtained. Some items he
lends — sparingly — to useful servants for specific tasks,
modtly for stedth, disguise and so on.

Wzard Sodlsper Day: 4/6/6/4/4/3.

Penumbral Lord Spdlsper Day: 57/6/5/3/3/3/2/1/1.

Fdls Dar'Tan has had centuries to compile arcane
lore and thus has access to al penumbral lord spells
(Rdlics & Rituals p. 17), dl illuson school wizard spells
of 5" level or lower, and the mgjority of other wizard
gpdls of 5th level or lower. As such, listing his spdll book
here effectively duplicates the Relics & Rituals sorcerer/
wizard pell list (p. 40-4).

Shade Arm (EX): A greater shade, summoned and
bound into service by Dar'Tan, functions as his left am.
Most of the time, the arm acts as a normal arm under
Dar'Tan's mental control. However, in combat and
under other rare circumstances, the penumbral lord
alows the shade spirit to act or attack on its own.
Dar'Tan is quite proficient at casting spells requiring
somatic components using only his naturd, right arm,
leaving his shade arm free to act on its own accord.
Dar'Tan can deliver touch attack spells through the
shadearm.

Greater Shade: CR 8; SZ Smdl Outsder; HD 8d8;
hp36; Init +3; Spd Oft.; AC 30/31-35 (same as Dar'Tan);
SA Strength damage (2d4 per melee touch); SQ
Darkvison (60ft.), maleable form, Atk +18 (controlled
by Dar'Tan) /+12 (self-controlled attacks) melee; Dam
1d6 and Strength damage; AL CE; SV Fort +6, Ref +9,
Will +6; Str 17, Dex 17, Con 10, Int 8, Wis 10, Cha 11.

Sills: Knowledge (the planes) +4, Listen +8, Spot
+2.

Feats Cleave, Power Attack.

Malleable Form (EX): The shade aram may extend or
shrink its length, having a reach in combat of up to 15
feet. It can grow larger or smdler and fit through cracks
and crevices as though it was a thick liquid. Whatever its
form or shape, it retains its solidity and its strength. The
arm may form itsalf into a shield and provide one-half
cover and concealment for Dar'Tan, but the arm can
take no other actions while shielding. While providing
concealment, any blow that would have hit Dar'Tan and
ingead misses due to the shade's 20% concedment "miss
chance" (see core rulebook I, p. 133), hits the shade
instead.

Donnangar: Wdl built and stocky like the rest of
his kin, Donnangar has a jovidity incongruous with his
imposing figure. He seems more like an older brother
than like a thug, and his deep voice is soothing, amost
harmonic. A student and child of war, Donnangar is



never without his falchion and his armor, but he doesn't
flaunt them as some of his peersdo. They are Smply apart of
him and do not represent pride, wedth or power. In
battle, heridesagresat dire wolf named Plainsrunner.

The mogt visonary among the Gravefigt war-leaders,
Donnangar has never loved war. Though the lust for
battle is his blood, he keeps those temptations tightly
controlled. Donnangar sees the unending conflict
between the Gravefist and Mithril as the source of ther
current misery. The orcs would not be starving and
homeless, he reasons, if they weren't fighting Mithril in
the first place. In these regards, he has dlied himsdf with
the orc known as Prophet Gortak. Gortak evidently
trusts Donnangar as well, as he charges the warrior with
many tasks and responsibilities.

Though Donnangar's apparent pacifism has garnered
him some enemies, his courageous (and highly effective)
actions in combat have won him the respect of his people
and the unflinching loyalty of his troops. Now he seeks
some tangible evidence thet Gortak might use to convince
the orcs, or at least the Gravelfist (and even Donnangar
himself!), to abandon their ceaseless fighting and, in
doing so, shed the dark fate of constant hunger that is
their birthright.

@je = A
Donnangar is well aware of the troubles brewing in
Mithril. Secretly, he hopes that the conflict will present
him the opportunity he has looked for, to demongtrate to
his people the virtues of peace. His peers, however,
especially the Scorchskull tribe, see Mithril's apparently
weak position as an open invitation to escdate ther raids
against the divine races settlements. Donnangar has
considered intervening in such attacks and preventing
his kinsmen from making a permanent enemy of Mithril,
but such an action would likely instigate a civil war, an
outcome that he finds completely unacceptable.

Donnangar, Warchief of the Gravdfig , Male Orc
Ror14: CR 14; SZ Medium Humanoid (6 ft., 2 in. tall);
HD 14dIO; hp 80; Init +6 (+2 Dex, +4 Improved
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Initiative); Spd 20 ft.; AC 21 (+2 Dex, +5 breastplate, +
1 andl ged shidd, ring of protection +3); Attack +21/ +
16/+11/+21 melee (2d4+6, falchion of speed +3), or +
18/+13/+8 ranged (1d6, masterwork composite
shortbow); SV Fort 49, Ref +6, Will +5; AL CN; Str 17,
Dex 15, Con 10, Int 15, Wis 16, Cha 18.

Sills Anima Empathy +16, Appraise +4, Forgery
+4, Hide +2, Innuendo +4, Intuit Direction + 10, Listen
+3, Move Silently +2, Spot +3, WildernessLore +15.

Feats:. Combat Reflexes, Improved Ciritical
(shortbow, composite), Improved Initigtive, Toughness,
Track, Wespon Focus (falchion).

Favored Enemies. Humans, proud, goblinoids

Possessons Amulet of ghogt arnor, falchion of peed
+3, ring of protection +3, masterwork composite
shortbow), breaestplate, small steel shield.

Ranger SdiIsper Day. 3L

Plaingrunner, Dire Walf: CR 3; SZ Large Animd;
HD 6d8+18; hp 56; Init +2 (Dex); Spd 50 ft.; AC 14 (-1
size, +2 Dex, +3 natural); Atk +10 melee (1d8+10,
bite); SA Trip; SQ Scent; AL N; SV Fort +8, Ref +7,
Will +6; Str 25, Dex 15, Con 17, Int 2, Wis 12, Cha 10.

dlls: Hide +5, Ligten +6, Move Silently +5, Spot
+6, Wilderness Lore +1*, Spot +5.

Feats Power attack.

SA — Trip (EX): A dire wolf that hits with a bite
atack can attempt to trip the opponent as a free action
without making a touch attack or provoking an attack of
opportunity. If the attempt fails, the opponent cannot
react to the dire wolf.

ills: A dire wolf receives a +1 racia bonus to
Listen, Move Silently and Spot checks and a +2 racid
bonus to Hide checks. *Plainsrunner aso receives a +4
racial bonus to Wilderness Lore checks when tracking
by scent.

Feats Plainsrunner, a highly experienced and well-
trained warwolf, has learned the Power Attack feat.

Kariosa Nephantaros: The Empress of the Sea
would be a beautiful woman if she smiled. But her face
doesn't seem to support anything more than a blank
expression. When she manages a grin, the levity never
reaches her eyes, which seem to forever shoot daggers
from an icy blue stare. The pirate queen guards her
fedings carefully; her every utterance is an order, and
she deflects questions with questions.

Nephantaros hersdf would rather forget the story of
the Empire of the Sed's dreaded pirate queen. The need to
fight and to plunder did not dways consume her heart.
Long ago, the only thing she needed to make her happy
was seeing her lord's manner clean and his pantry well
stocked. But her youthful beauty and vigor attracted her
master's attention in a way that is never right. When
Nephantaros refused his advances, he injured her in afit of
rage and scarred forever her otherwise flawless face.
(Incidentally, this same lord betrayed Chay Caronus,
and Caronus and Nephantaros were friends before they
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left his domain.) For some time after, Nephantaros
lingered in that dreary castle, which no longer held any
joy for her. Her lord's eyes filled with fury and revulsion
when he bothered to look at her, and her peers kept their
digance, fearful that associating with a servant in disfavor
might jeopardize their own safety.

When she could take it no more, Nephantaros left
her lord's service, her heart a void. Over time, a new
entity entered that wasteland. At first smple distrust and
sadness, it later grew into hatred and vengeance. She saw dl
nobles as fat vermin abusing those beneeth them for their
own betterment. This disgust turned into hatred for
anyone with power or wealth. Never one to be idle,
Nephantaros turned her hatred into a keen blade and
hewed herself a life as a mercenary. By the time she
resched Mithril, she was adept at living outside the law.
The then-reigning Blood Shark pirate prince made the
mistake of abducting her. Before his blood hed dried on
deck, Nephantaros had seized control of that pirate
faction and renamed it the "Empire of the Sea." Her
hunger for vengeance stronger than ever, she intends to
use her new power to satisfy itscall.

Kariosa  Nephantaros, Female Human
Ftr5/Rog5: CR 10; SZ Medium Humanoid (5 ft., 11 in.
tal); HD 5dIO+5 plus 5d6+5; hp 50; Init +3 (+3 Dex);
Spd 30ft.; AC 19 (+6 armor, +3 Dex); Atk +11/+6 melee
(1d6/crit 18-20, +1 rapier); or +11/+6 ranged (1d4,
darts); SA Sneak attack +3d6; SD Evasion, uncanny
dodge; AL CN; SV Fort +6, Ref +8, Will +2; Str 11,
Dex 16, Con 12, Int 14, Wis 11, Cha 17.
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Sdlls: Balance +13, Bluff +13, Climb +7, Gather
Information +7, Innuendo +7, Intimidate +13, Jump +
10, Sense Motive +7, Swim +13, Tumble +10.

Feats. Blind-Fighting, Dodge, Expertise, Improved
Initiative, Iron Will, Leadership, Weapon Finesse,
Weapon Focus (rapier).

Possessions: +1 rapier, +2 chain shirt, 10 darts, slk
scarf (worth 50 gp).
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Appendix

QPEN GAME LICENSE Version 1.0

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

1. Definitions: {a)"Contributors” means the copyright andfor
trademark awners who have contributed Open Game Conrens;
(bY'Derivative Material” means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (¢)
“Distribute” means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmic or otherwise distribute; (dY’COpen Game
Content” means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does
not embady the Product Identity and is an enhancement aver the
prior art and any additionat content clearly idencified as Open Game
Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright
law, butspecifically excludes Product [dentity. {e) “Product Idencity”
means product and product line names, logos and identifying marks
including trade dress; artifacts; creatures characters; stories, storylines,
plots, thematic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and praphic, photographic and other visual or audic
fepresentations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment,
magical or supernatural ahilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered wademark clearly
identified as Product identity by the owner of the Product Identity,
and which specifically excludes the Open Game Content; (f)
"Trademark” means the logos, names, mark, sign, motto, designs that
are used by a Contributor to identify itself or its products or the
associated products contributed 1o the Open Game License by the
Contributor (g} “Use”, “Used” or “Using” means to use, Distribute,
copy, edit, format, modify, translare and otherwise create Derivative
Material of Open Game Content. (h} “You" or “Your” means the
licensee in terms of this agreement.

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

3.0ffer and Acceptance: By Using the Open Game Content
You indicate Your acceptance of the terms of this License.

4, Granand Consideration: [n consideration for agreeing o use
this License, the Contributors grant You a perpetual, worldwide,
rovalty-free, non-exclusive license with the exact terms of this
License to Use, the Cpen Game Content.

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

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

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to
indicate compatibility ot co-adaprability with any Trademark in
conjunction with a work containing Open Game Content except 25
expressly licensed in another, independent Agreement with the
owner of such Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the ownership of
that Product Identity. The owner of any Product Identity used in
Open Game Content shall retain all rights, title and interest in and
to that Product Identicy.

8. Identification: If you distribute Open Game Content You
must clearly indicate which portions of the work that you are
diseributing are Open Game Content.

9. Updaring the License: Wizards or its designated Agents may
publish updated versions of this License. You may ugC any authorized
version of chis License to copy, modify and distribute any Open Game
Content otiginally distributed under any version of chis License.

10 Copy of this License: You MUST include a copy of this
License with every copy of the Open Game Content You Distribuce.

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

12 Inability to Comply: If it is impossible for You tocomply with
any of the terms of this License with respect to some or all of che Open
Game Content due o statute, judicial order, or govemmental
regulation then You may not Use any Open Game Matesial so
affected.

13 Terminaton: This License will terminate automatically if
You fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses shall
survive the rermination of this License.

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

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the
Coast, Inc.

System Reference Document {draft and final versions) Copy-
right 1999,2000, 2001 Wizards of the Coast, Inc.

Creature Collection Copyright 2000, Clark Peterson

Relics & Rituats Copyright 2001, Clark Peterson

Creature Collection 21 Dark Menagerie Copyright 2001,
White Wolf Publishing, Inc.

Mithril: City of the Golem Copyright 2001, White Wolf
Publishing, Inc.
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REQUIRES THE USE OF THE
DUNGEONS & DRAGONS® PLAYER'S
HANDBOOK, THIRD €DITION,
PUBLISHED BY WIZARDS OF THE COAST®.

Sword and Sorcery ™ hooks are published under the Open Gaming License and

are 100% compatible with 3" edition rules.

IN THE SHADOW OF THE GOLEM

The eity-state of Mithril: a pocket of civilization carved out of the wilderness
between the Blood Sea’s tainted waters and the perilous Kelder Mountains.
Corean’s priests and paladins built a city around their god’s colossal Mithril
Golem — a city that now serves as a bastion against the titanspawn races that
would reclaim their ancestral lands and as a port-of-call for those mariners
bravely smling the Blood Sea. Add to these narural perils the rerurn of dark-
elven shadow wizard Dar'Tan and heretical conspiracies brewing within Mithril

itself, and you have a city-state in dire need of heroes!
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