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LOST WEAPONS

INTRODUCTION

he party crosses paths with the nomadic Jarnblorrur,

an orc tribe known for their blacksmithing skills.
However, the tribe was attacked last night, and all their
metal weapons were stolen. Ikurg, the tribe’s chieftain, is
asking for the help of brave warriors. Will your adventurers
help the tribe? Or take the weapons for themselves?

SUMMARY

In this adventure the party will be in contact with a
nomadic Orc tribe, whose leader asks for assistance on
dealing with an old and powerful Blade beast named
Véfour (page 7). The creature is empowered by the strong
weapons it absorbed and will be a dangerous foe. Then the
party can take the weapons for themselves or give them
back to the Jarnblorrur.

This adventure is optimized for four level 4 adventurers.
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HOOKS

The party can meet the Jarnblorrur while travelling in
the outskirts of Albadia. Either by complete chance or by
spotting the flames and smoke from the attack.

THE JARNBLORRWUR

Small Tribe, lawful neutral

Population. 25 Orcs
Government. Gerontocracy

Defense. Has no built-in defenses due to their
nomadic nature, relies on the might of their warriors
Commerce. The tribe’s only source of coin is the
weapons they make.
Notable NPCs

Tribe chieftain. Ikurg (LN male orc general)

Prime Warrior. Mag (N female orc warrior)




1. THE WOUNDED
BLACKSMITHS

pproaching the Jarnblorrur will show the party the

complete disarray the tribe is in. Burned tents, smashed
crates, half a dozen warriors laying in cots, wounded,
another half-dozen in fresh graves. If the tribesmen see
the party approaching the warriors that are still standing
will go grab whatever weapons they have left and hold
defensive stances, these weapons will be clubs, spears, or
other improvised, wooden weapons (1d4 +1 Jarnblorrur
Warriors with half HP, Ikurg also at half HP and Mag has
just 10 HP, stat blocks in pages 6-7). But they will never
attack without being attacked first.

Ikurg, the tribe’s chieftain, will try and talk to the party,
even if they start a fight. He’ll try to reason with everyone
and avoid any more bloodshed. He wants the best for the
tribe.

Mag, the chieftain’s daughter, will not be happy with
her father asking strangers for help. She wants to go get
a piece of the monster herself, ignoring her wounds from
last night’s fight.

When the hostilities die down Ikurg will request the
traveler’s aid in dealing with the ancient Blade beast the
tribe has named Vofour. He wants not only the titanspawn
dead, but will also ask the party to retrieve the weapons it
stole. In return he will offer the blacksmith abilities of the
tribe and their gratitude.

NMAG

Brash and young, Mag is often seen as the opposite of
her father. But she values honor the same way he does.
She was wounded during the attack and is bitter about
that. The wound is the only thing keeping her from going
to fight the Blade beast barehanded.

Personality traits. I'm always down for a good fight.
Also, I’'m very competitive and relentless

Ideal. | will become a warrior feared and respected
by all who meet me

Bond. Everyone in the tribe is my family, and | will
protect them

Flaw. | don’t think things through before jumping into
action.

IKURG

The chieftain of the Jarnblorrur is a pragmatic leader,
wise and strong as a bull, but stubborn as well. His body
is covered in the constellation tattoos traditional of Orc
tribes. He worships Deney, the earth mother.

Personality Traits. | think the beauty of objects lies
in their practicality. And even though I'm harsh on my
daughter, I'm incredibly proud of her.

Ideal. Honor is what defines a person. | have no
respect for those who don’t keep their word.

Bond. My loyalty lies with my tribe above all else.

Flaw. | only feel comfortable with nothing but the skies
above my head

Ifthe party agrees to help the Jarnblorrur, they will share
their knowledge on Voéfour.

It seems stronger than any other Blade beast the tribe
faced

+ It’s also very cunning, proven on the way it used the
environment and ambushes to defeat the entire tribe.

+ Since it is now in the possession of Ikurg’s shield,
Vofour managed to be able to use its fire aura.

The party can also try to convince the Jarnblorrur to send
a guide with them, or maybe some warriors. Speed is of
the essence in order to hunt down Voéfour, so the tribe will
urge the party to do so as soon as possible.



2. HUNTING THE
BEAST

Tracking down Voéfour will be a dangerous and arduous
task, here is a sugestion on how to handle that with
your players, as well as some read-a-loud text.

As soon as the party leaves the Jarnblorrur camp into the
Albadian forest read the following.

You 're now surrounded only by the Albadian wilderness,
cold wind carrying the sounds of small birds and the
crunch of snow made by your steps. A vulture passes
overhead, an omen.

To track down Voéfour the party, or a guide, must make
a DC 17 Survival check. On a success the party will find
Véfour’s tracks and be able to follow the titanspawn. If
the check fails for less than 5 throw a random event at the
party from the table, or something you feel is appropriate,
after that allow the check to be repeated.

If the check is failed for more than 5, or if it’s the third
time the check fails, then Vofour will be the one that finds
the party, and if they possess any kind of metal weaponry
the Blade beast will ambush the party.
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1D6 EVENT

A herd of elk stampedes through the party’s
path, those who fail a DC 13 Dexterity
saving throw will suffer 2d6 bludgeoning
damage

Some birds create a commotion in the trees

2 above, knocking the heavy snow from the
branches and making it fall on top of the
party, getting them wet

The soft snow hides a 10ft. pit right in
3 the way of the party, it requires a Passive
Perception of 13 to be noticed

Two wandering Flesh Corruptors (pg 263
4 of the Scarred Lands Player Companion)
cross the party’s path

5 A bird passing overhead poops in a random
party member’s head

You, as the DM, should decide on what type of terrain the
party faces Vofour. It can be in the middle of the forest, a
clearing covered in soft snow, or a rocky plateau. Choose
what you think will provide a better experience to your
party in specific.



3. FINALE

P I ow that the party is face to face with the blade beast
it’s time to fight it.

It looks like an enormous hound, with blades and maces
sprouting from its body. Underneath ages old blood
and mud, a fiery glow can be seen. Its eyes are like fire,
unpredictable, dangerous.

Vofour is no dumb beast, it will target the people with
less armor, it will try and get away of flanking positions
and position itself the best way to use its own AoE attacks,
including searching for a place where it can use its tail
mace. If Vofour senses that the battle is not turning its way
the beast will try to escape.

In case Véfour is able to escape from the fight the
check needed to track it is just a DC 13 survival check,
due to its wounds (if there are any)

When Vofour dies read the following.

As the beast falls to the ground its body seems to ignite,
burningitselfand slowly turning into ash, leaving nothing
behind except the weapons it stole.

Vofour’s body will release all the weapons that it stole
during its lifetime, most of them are blunt and unusable,
except for the more recent ones: a Great axe, 1d6 war
hammers, 1d4 longswords, 1d8 hand axes, 1d4 maces
and a Shield of Heat. Most of these weapons belonged to
the Jarnblorrur and are the weapons they are expecting the
party to return. Especifically the shield and great axe that
belong to Ikurg and Mag respectively. However, the party
can choose to keep the weapons for themselves.

To finalize this adventure these are some sugestions of
diferent endings the party may find themselves in.

» If they decide to keep the weapons for themselves
the Jarnblorrur will deem them as thieves, vowing to
get back their weapons as soon as their warriors are
healthy again. But the party will gain a good armory
of great quality weapons.

» Ifinstead the party decides to give back the weapons
the Jarnblorrur will be extremely thankful. Promising
their blacksmithing abilities to the party whenever they
require them, as long as they provide the materials
needed. And they will also welcome the party as
honorary members of the tribe, gifting each of them
with the Mark of Jarnblorrur if they so desire.

SHIELD OF HEAT

Shield, rare, requires attunement

It has 4 charges, regain 1d4 charges at dawn. As an action
the wearer can spend charges to cause a burst of heat in a
5ft. radius around them, creatures inside that radius must
make a Constitution saving throw DC 13, on a failed save
the creatures take 1d8 fire damage for each charge spent.

MARK OF JARNBLORRUR

Magic Tattoo, rare

As a bonus action the wearer can activate this tattoo, by
doing so the ink will glow with a fiery red color. And for
1 hour, with the hand the tattoo is placed on, they will
be able to shape iron like clay. The tattoo can only be
activated again after a long rest.

More from the Author
Drop-In Dungeons Tier 1
The Gold Knife Bandits



http://www.dmsguild.com/product/238785/Dropin-Dungeons-Tier-1
http://www.dmsguild.com/product/212865/The-Gold-Knife-Bandits
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APPENDIX

he various NPC’s and monster used in this adventure

are listed here. Note that Vofouris a special Blade beast
and therefore has its own stat block. For more information
on Blade Beast’s behavior and history go to page 237 of
the Scarred Lands Player Companion

IKURG

Medium Humanoid, Lawful neutral

Armor Class 15 (Chain shirt)
Hit Points 77 (15d8 +10)

Speed 30 ft.
STR DEX CON INT WIS CHA
16 (+3) 11 (+0) 14 (+2) 10(+0) 14 (+2) 14 (+2)

Skills Intimidation +5, Persuasion +5, Survival +5
Senses Darkvision 30ft., Passive Perception 13
Languages Orchish, Sutak, Albadian
Proficiencies Blacksmith Tools

Challenge 2 (450 XP)

Aura of Leadership. Whenever an allied creature
within 30 ft. of Ikurg makes a saving throw that
creature gains +3 to that roll.

Mark of Jarnblorrur. As a bonus action Ikurg can
activate this tattoo, by doing so the ink will glow with
a fiery red color. And for 1 hour with his right hand he
will be able to shape iron like clay. The tattoo can only
be activated again after a long rest.

ACTIONS

Multiattack. The chieftain can make two melee
attacks

Club. Melee Weapon Attack: +5 to hit, reach 5ft., one
target. Hit: 5(1d4+3) bludgeoning damage.
LEGENDARY ACTIONS

Ikurg has 1 legendary action he can use at the end of
an enemy’s turn. He will regain that legendary action
at the beginning of his turn

Inspiring Leader. Ikurg can grant 1d10+5 temporary

hit points to any target that can hear him and is in
60ft. reach.
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JARNBLORRUR TRIBESMEN

Medium Humanoid, neutral

Armor Class 11
Hit Points 11 (2d8+2)

Speed 30 ft.
STR DEX CON INT WIS CHA
10 (+0) 10 (+0) 12 (+1) 10(+0) 10 (+0) 10 (+0)

Skills Survival +2

Senses Darkvision 30ft., Passive Perception 10
Languages Orchish

Proficiencies Blacksmith Tools

Challenge 1/8 (25 XP)

Mark of Jarnblorrur. As a bonus action the
tribesmen can activate this tattoo, by doing so the ink
will glow with a fiery red color. And for 1 hour with one
of their hands they will be able to shape iron like clay.
The tattoo can only be activated again after a long
rest

ACTIONS

Club. Melee Weapon Attack: +2 to hit, reach 5 ft., one

target. Hit: 2 (1d4) bludgeoning damage.

JARNBLORRUR WARRIOR

Medium Humanoid, neutral

Armor Class 12 (Leather Armor)
Hit Points 38 (7d8 +7)

Speed 30 ft.
STR DEX CON INT WIS CHA
16 (+3) 12(+1) 12(+1) 6(-2)  10(+0) 10 (+0)

Skills Intimidation +2, Survival +2

Senses Darkvision 30ft., Passive Perception 10
Languages Orchish

Proficiencies Blacksmith Tools

Challenge 1 (200 XP)

Aggressive. As a bonus action, they can move up to
their speed towards a hostile creature they can see.

Mark of Jarnblorrur. As a bonus action the warrior
can activate this tattoo, by doing so the ink will glow
with a fiery red color. And for 1 hour with one of their
hands they will be able to shape iron like clay. The
tattoo can only be activated again after a long rest

ACTIONS
Multiattack. A warrior can make two melee attacks

Javelin. Melee or Ranged Weapon Attack: +5 to
hit, reach 5ft. or range 30/120 ft., one target. Hit:
6(1d6+3) piercing damage.




NMAG

Medium Humanoid, neutral

VOFOUR.

Large monstrosity (titanspawn), unaligned

Armor Class 14 (Leather Armor)
Hit Points 65 (10d8 +20)

Armor Class 15 (natural armor)
Hit Points 80 (9d10+30)

Speed 30 ft. Speed 40 ft.
STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA
18 (+4) 12 (+1) 14(+2) 6(-2) 10 (+0) 8 (-1) 16 (+3) 12(+1) 17(+3) 6(-2) 13 (+1) 8 (-1)

Skills Athletics +6, Intimidation +3

Senses Darkvision 30ft., Passive Perception 11
Languages Orchish

Proficiencies Blacksmith Tools

Challenge 2 (450 XP)

Aggressive. As a bonus action, Mag can move up to
her speed towards a hostile creature she can see.

Savage Attacks. When she scores a critical hit

with a melee weapon attack, you can roll one of the
weapon’s damage dice one additional time and add it
to the extra damage of the critical hit.

Mark of Jarnblorrur. As a bonus action Mag can
activate this tattoo, by doing so the ink will glow with
a fiery red color. And for 1 hour with her left hand she
will be able to shape iron like clay. The tattoo can only
be activated again after a long rest

Last Breath. \WWhen dropped to 0 hit points Mag can
make a melee weapon attack.

ACTIONS

Multiattack. Mag can make two melee attacks

Javelin. Melee or Ranged Weapon Attack: +5 to
hit, reach 5ft. or range 30/120 ft., one target. Hit:
7(1d6+4) piercing damage.

Skills Perception +4

Damage Resistances fire, bludgeoning, piercing and
slashing from nonmagical weapons

Senses Darkvision 60ft., Passive Perception 14
Languages Titan Speech (can’t speak)
Challenge 5 (1 800 XP)

Bristling Hide. At the start of each of its turns, the
blade beast deals 4 (1d8) piercing damage to any
creature grappling it.

Keen Smell. The blade beast has advantage on
Wisdom (Perception) checks that rely on smell.

ACTIONS

Multiattack. The blade beast makes three melee
attacks.

Bite. Melee Weapon Attack. +4 to hit, reach 5 ft., one
target. Hit: 8 (1d8 + 4) piercing damage.

Slam. Melee Weapon Attack. +4 to hit, reach 5 ft.,
one target. Hit: 8 (1d8 + 4) bludgeoning damage.

REACTIONS

Absorb Weapon. When a metal weapon or shield
hits the blade beast, the beast can use its reaction

to force the attacker to make a DC 12 Strength/
Dexterity saving throw. On a failed save, the weapon
deals damage normally (after accounting for the blade
beast’'s damage reduction, if applicable), but then it's
absorbed into the blade beast. An absorbed weapon
is lost and cannot be recovered until the beast is
slain.

LEGENDARY ACTIONS

Véfour has 2 legendary actions it can use at the end
of an enemy’s turn. It will regain those legendary
actions at the beginning of its turn.

Shield of Heat. Thanks to the shield it absorbed
Véfour can cause a burst of heat in a 5ft. radius
around itself, creatures inside that radius must make
a Constitution saving throw DC 14, on a failed save
the creatures take 2d8 fire damage, and half of that
on a successful one. (Cooldown of 2 turns)

Tail Mace. With the maces absorbed into its tail
Véfour can slam on the ground and cause shrapnel
to be thrown in a 15ft. cone causing 1d12 piercing
damage. Creatures can make a Dexterity saving
throw DC 14 and if it's successful they take no
damage. (will not work on sandy or muddy terrain)




8

OPEN GAME LICENSENVERSION LLOA

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 and/or
trademark owners who have contributed Open Game Content;
(b)’Derivative Material” means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c)
“Distribute” means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)”’Open Game
Content” means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game
Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright
law, but specifically excludes Product Identity. (e) “Product Identity”
means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters; stories,
storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or
graphic designs; and any other trademark or registered trademark
clearly identified as Product identity by the owner of the Product
Identity, and which specifically excludes the Open Game Content;
(f) “Trademark” means the logos, names, mark, sign, motto, designs
that are used by a Contributor to identify itself or its products or the
associated products contributed to the Open Game License by the
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute,
copy, edit, format, modify, translate 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 to any Open Game Content
that contains a notice indicating that the Open Game Content may
only be Used under and in terms of this License. You must affix such
anotice 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. Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

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

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

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 or co-adaptability with any Trademark or Registered
Trademark in conjunction with a work containing Open Game Content
exceptas expressly licensed in another, independent Agreement with
the owner of such Trademark or Registered Trademark. The use of
any Product Identity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity. The owner of
any Product Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.

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

9. Updating the License: Wizards or its designated Agents may
publishupdated versions of this License. Youmay use any authorized
version ofthis License to copy, modify and distribute any Open Game
Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this
License with every copy of the Open Game Content You Distribute.

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

12. Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmental
regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You
fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

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 1.0a © 2000, Wizards of the Coast, Inc.

System Reference Document 5.1 © 2016, Wizards of the Coast,
Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney
Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R.
Cordell, Chris Sims, and Steve Townshend, based on original material
by E. Gary Gygax and Dave Arneson.

Blood Bayou. © 2003, White Wolf Publishing, Inc.

Scarred Lands Campaign Setting: Ghelspad. © 2002, White
Wolf Publishing, Inc.

Scarred Lands Gazetteer: Ghelspad. © 2001, White Wolf
Publishing, Inc.

Gauntlet of Spiragos. © 2014, Onyx Path and Nocturnal Media.

Scarred Lands Player’s Guide. © 2016, Onyx Path and Nocturnal
Media.
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