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Foreword

When I was shown a draft manuscript of this work,
I considered how best to contribute a foreword on the
subject of village life. My own early upbringing was
rural, but we lived not far from a suburb that was itself
once rural. We had an affinity for the place, which after
all was home to many of our friends and relatives. It
had a history, hinted at by particular stretches of the
road where one could discern traces of demolished
houses, walls and doorways repaired and bricked up to
form a new boundary to the tarmacadamed road.

I was shown a photograph I hadn’t seen before of a
short row of houses, their profiles unmistakably those
of traditional stone built cottages whose roofs may or
may not have been thatched originally. To the right of
the snapshot was an approaching car, its large, round
headlamps and curved body telling of its manufacture
in the 1930s or 1940s. In the background are the tall
trees that line the widened road today. The landscape
has changed to suit the changing fortunes of the
people living and working there. Industry in the form
of mills came and went over centuries of activity. There
were farms and farming until relatively recently. And in
the houses that replaced the houses of the photographs
there were people we knew in our childhood whose
own claims to fame may have been insignificant but
nonetheless were part of the gathered history of the
place... our place.

In a relatively small country like Ireland, it isn't too
difficult to appear on television at least once in your
life. Given the country’s artistic heritage and its
people’s temperament, lots of film makers are produced
here and visit here. Every town and village seems to
have a noteworthy character to interview, or at least
something picturesque to photograph.

e e R

A distant neighbour —we’ll call her “Julia,” because
that was her name — was famous for her collection of
garden ornaments. In particular, she liked gnomes. She
had lots of them, as her small front garden was steeply
sloped up to the house and made a perfect display area.
It was quite a collection: many plaster figures in various
poses, pointy hats, fishing rods, the lot. Not alone was
Julia’s collection a local wonder, it attracted film
makers, and she appeared in at least one television
interview in the 1980s in front of her house, proudly
speaking about the gnomes that were kept brightly
coloured and maintained year round in pristine
condition.

We kids would sometimes visit Perry’s shop in
Ballyboden and on the way back to our own little roost
divert to stand outside Julia’s gate and peer in
slack-jawed wonder at the gnomes. (This is no easy
trick with a mouthful of toffee). Then it was either
walk or take the 47 bus up the road to Edmondstown,
or Rockbrook, and our precious fields and hedgerows.

The gnomes represented but one point in a long
history. But whether Julia knew it or not, they or their
ancestors were woven into the very story of Ballyboden

and of the city of Dublin.

From around 841, Dublin was under the control of
the Norse until the Normans defeated them and took
over administration of the city in 1171. Pre-Christian
Norse, from Scandinavia, had their own gnome myths
and might have approved of Julia’s ornaments. Their
gnomes were magical creatures living in the earth.

In 1199 the one-day gnomish lands was under the
rule of a Norman lord, Milo le Bret, whose presence in
nearby Rathfarnham was partly intended to keep the
Irish tribes from raiding Dublin. In consequence of the



continued invasions by Normans, O’Tooles and
O’Byrnes were displaced into the Wicklow Mountains.
The Irish had tales of the sidhe and of fairy folk that
lived in certain ancient hill-forts, or were associated
with particular trees, streams or lakes.

By 1229, there was a Mayor of Dublin. A Lord
Mayor presided at meetings of the City Assembly from
1665. (It became Dublin Corporation in 1840). The
Mayoral title is preserved to the present day.
Coincidentally, (and possibly significantly), the first
ceramic garden gnomes are thought to have been
produced in Dresden, Germany, from about 1841. Six
years later the march westwards of the gnomes began
with their first introduction to Britain. I'm uncertain
when the fashion first came to Ireland, but it would be
a bit more than a century before gnomes arrived in
numbers in Ballyboden.

Julia’s home was built in the very early 1950s by
Dublin Corporation, who regulated public housing
and other services about the city and on some outlying
lands. I don’t know when she acquired her first gnome,
but one can imagine the pride Julia and her family
must have felt in their new terraced house. Perhaps the
garden was a little hilly to the front, so maybe a gnome
or two would brighten it up?

We, of course, knew nothing of this ancient gnomish
history in our childhood days of the 1970s, but we
knew that our neighbours were colourful, strange,
amusing characters and that some stood out more than
others. Julia’s gnomes were unusual for our time and
place, but they were taken for granted by us kids as one
landmark among many.(A man further up the

mountain had constructed a porch made of brown
Guinness bottles.)

The gnomes that watched the borders of Julia’s front
garden are now just a pleasant memory. Julia passed
away in 1997, aged 82 years. Her house still stands
among the others on Ballyboden Road.

The strength of village life is in the unity that comes
about by the shared experience of people. The foibles
and personality of individuals add the colour that
enriches the everyday and mundane. The everyday, in
time, becomes history for another generation to study
and to learn.

Willie Walsh
Dublin, Ireland
September, 2013.

Dedication

This work is dedicated to longtime friend Troy
Endicot, the best GameMaster I know

Llustration on p. 24 by Erin Hayes.




Introduction

Aga Senara finished her set. The evening crowd at “The
Shaky Salamander Shack’ clapped but with not as much
enthusiasm as usual. Despite the lack of alacrity, the clink
of coins in her tip mug grew as she slowly traversed the
room. One face lingered though. Remiko, the son of the
stonemason Horigon, made a point of dropping a mere
trade coin into the vessel when he held a Denarus between
two knuckles. Aga inwardly sighed. She did not know what
point he was trying make. Aga had many male admirers in
Tiwidu — Earl Esemar among them — and had to deal
with a lot of unwanted advances from these would-be
suitors. She was meant fto travel all of the Sovereign lands.
A troubadour such as she needed experiences far and wide
Jor her ballads. The future as a wife to someone in this
wayward village had no appeal to Aga.

Brushing some of her red locks out from her eyes, Aga
stepped up to the bar where the tavern owner, Fozwarz
Razeska, had a pint of ale waiting on her. She slowly
poured the contents of her coin mug into her belt pouch
before tying the bag up. Aga could not help but notice that
not one glint of silver was in tonight’s take. The open road
would just have to wait another day.

The regular banter between the bar patrons faded to a
bush when the front door opened. Half-a-dozen
workhands of Kynthla, the Fhokki merchant, shuffled into
the tavern, the dust of the day’s labor heavy on their clothes
and brow. Some hirelings belonging fo the trader Tvloba
Bemelo were already here. The hostility was palpable as
both groups eyed one another. Moving as one, Razeska’s
bouncers got out of their chairs and began to reach for their
clubs. The front man to Kynthla’s crew raised his hands to
mitigate the tension and then led his comrades to a table
well away from Bemelos bunch. Only when the new

arrivals sat down did the Shack’s throng resume talking.

Aga let out a slow sigh of relief. The trade war between
the two merchant groups was intensifying to the point that
villagers not involved with the rivalry were getting hurt.
Slavery was also becoming more prevalent in Tiwidu,
thanks to Kynthla having the ear of the Earl. The village
no longer looked like the place Aga grew up in. In fact, it
Jelt like she was in the shadow of a stranger.

The balladeer gazed at the main door again, wondering
who would come in next...

Tiwidu - Village on the Verge

Tiwidu (population 838) is a community surrounded
by cattle farms. Over 45% of Tiwidu’s inhabitants live
and work on these farms while the rest of the populace
stay in the town proper. Tiwidu is comprised mostly of
humans of Kalamaran descent, with some of the other
races, such as hobgoblin and halfling, representing the
other 15% of the populace. The presiding GM should
decide whether or not (some, if not all) starting PCs
originate from Tiwidu. Note that should a PC be a
child of one of the village merchants, this does not
mean he or she gets a discount on the goods sold at ma

and pa’s shop. Life is tough in HackMaster. Deal.

A six-foot wall of near-rotting timber surrounds the
village with a swinging gate located at both the north
and south ends. Normally, two patrols of three soldiers
each walk around the perimeter of the wall
counterclockwise in eight-hour shifts, but because of
the mountain lion situation (see ‘Rumor #3’ of pg. 83)
lowering the number of available able bodies, the shifts
are now twelve hours long. Each soldier is outfitted in
leather armor and is armed with a spear, a short bow
and a quiver holding twelve arrows. One member of

(" Tiwidu Adventure Opportunities

Here follows a brief list of the side quests readily avail-
able within Tiwidu (sans the experience points for slaying
monsters/NPCs if applicable). Other plot-threads are
hinted at within the village’s location entrees for the GM

to call upon if need be.

Ridding the exterior of Her'Lu’s shop (Area 11) of lichen:
15 EP

Clearing the beetle-infested house (Area 28) of vermin:
15-50 EP

Returning White Foot'’s Bell to Penny (Area 40) 25 EP

Cleaning the exterior of Maparel’s home (Area 44): 15 )
EP

Solving the Aga Senaras-Rekimo Darelas fiasco (Area
60): 30-105 EP

Painting the Town Hall (Area 55) for the elusive Earl
Esemar (Area 65e): 15-125 EP

Rectifying the power struggle with Tiwidu’s hidden
brothel (Area 66a): 100 EP

Solving the mystery of the ailing livestock (Area 91): 10-
30 EP

Dealing with some arachnids and an undying threat
(Area 97): 30-100 EP

J
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each team has a whistle that will sound the alarm. In
case of emergencies, all off-duty guards and auxiliary
militia (eleven members) can be roused and ready for
defense in ten minutes. It should be noted curfew is an
hour after sundown, and the gates are reopened at sun-
rise. Only a local is likely to get the guards to acquiesce
to allow entry during nighttime hours, and only if
Persuasion is employed (Advanced Difficulty). The
timber that makes up the wall is quite damp from the
frequent rainstorms of the region, so setting the wood
on fire would require a
successful Fire-Building check of Difficult Difficulty.
GMs should note that such a fire will attract the atten-
tion of the guards...

Only the Earl's small manor, the Church to the Lord
of the Blue Sky, Fonodi's Smithy, the cheese-maker’s
shop, and the Sherift's Office are made of stone
construction. The rest of the village's buildings are
either solely made from wood or are wattle and daub
affairs. Wide canopies and billowy curtains are popular
within the village, the former providing shade from the
hot sun and the latter allowing the cooler, western
winds access to the buildings' interiors. Every private
residence follows the local custom of hanging a wood-
en set of wind chimes on the southern side of their
houses, so a strong breeze leads to a gently swelling
chorus of disparate notes tumbling over one another.
Most of the village’s businesses are located on the
north and west sides of Tiwidu. A majority of the labor
force of these businesses lives in the southeast corner of
Tiwidu next to Esemar’s Field (127). The townspeople
tend to be on the stoic side. They know they are not as
well-defended as their larger northern neighbor,
Balelido, and that makes most residents make sure they
have at least a knife or dagger on their person in case
something threatening comes over the wall.

Water is a readily available commodity within
Tiwidu. There are three separate artesian wells located
within the village as well as one within Earl Esemar’s
estate. Two rivers lie near the small town: the E'Heru
River runs parallel to the village’s lone road and
originates from the small rise of hills to the south,
while the E'Retu River flows out of L'Finidu Valley to
the east. Both of these rivers join up just north of
Tiwidu to form the E'Kurolu River before finally
running into the great E'Korog River. The fishing is
good, but rumours of tribes of lizardmen seen
migrating out of L'Finidu Valley keeps most fisherfolk

from pressing too far east for the larger catfish and

trout. Poisonous snakes and giant toads are the more
present and real local threat.

Roughly a dozen cattle farms surround Tiwidu, but a
majority of the homesteads lie to the north where the
grazing fields are more plentiful. As in Baleido,
livestock is the village's main source of income and,
therefore, is protected by strong fences and stern looks.
Once their military or mining contracts reach an end,
some of the local Kor hobgoblins find work as
ranch-hands at these farms and have been found to be
far more effective than scarecrows.

Most buildings are one or two stories (unless
otherwise noted) and are furnished, even if such
turnishings are not specifically listed. Maps have been
provided for the beetle-infested house (28), “The Shaky
Salamander Inn’ (37), Kynthla’s Warehouse (54c¢), and
Ilaba Kapar’s house (97). Other areas have been given
enough detail for you to generate floor plans as
needed.

Do note that all treasure/goods recovered from
adventuring will usually only garner 25% listed value if
sold to a merchant in Tiwidu (unless otherwise listed)
and then only if they are of proper quality. All goods in
Tiwidu cost 125% the HMPH's listed price, and all
craftspeople in the village have an Expert skill rating in
their respective fields, unless mentioned otherwise.
Base Awvailability of all gear/sundries in Tiwidu is
Medium. Any Tiwidu merchants who do not have the
skills Resist Persuasion and Salesmanship listed are at
40 and 45 respectively. Any lock encountered in
Tiwidu is of Good quality, unless stated otherwise.

Some of the village’s NPCs have quests to give.
These quests will give novice and expert players
opportunities to work together as a team while
interacting with the local populace. Some adventure
seeds can also be found in the village, ready to
germinate during and after the events covered in
‘Shadow Over Tiwidu.’ Take heart, GM. The PCs will
have enough to do in “Tiwidu — Village on the Verge’

for many, many sessions...

GameMaster’s Note: To add background and a sense
of place, currency may be referred to in its local
denominations. In Kalamar and its surrounding
regions, a copper piece is known as a Sesater (pl.
Sesateri), the silver coin is a Denarus (pl. Denari), and

the gold piece is called an Arus (pl. Ari).



A Brief History

At one time, Tiwidu was just one of several way
stations between Balelido and Gogido. The proprietor
of the station, Relenar Pofano, soon realized the rivers
were plentiful with fish and the land ideal for grazing.
Relenar soon had enough revenue to purchase the land
outright, setting up a cattle farm and an inn to keep
monies coming in. Relenar was a brilliant entrepreneur
but had a damning gambling habit. He learned that the
noble Esemars of the far off-city of Wugido were
selling titles to anyone with enough coin. Relenar
traveled to Wugido to purchase such a title. The
Esemars were quite interested in the Lands of Tarisato.
Through the use of spies, the Esemars learned of
Relenar’s weakness. The family offered Relenar a
chance of a higher title through a game of cards than
the one he was seeking to purchase. Unable to resist the
offer, Relenar agreed. After some good hands, Relenar’s
luck began to turn. His desperate quest for power
compelled him to increase the stakes until he placed
the land deed of all of Tiwidu into the pot. Relenar lost
the last hand and all he owned. He came to Wugido
with aspirations of nobility and left a pauper. The
Esemars installed a mayor (with some serfs) into the
fledgling settlement in 433 L.R. Just then, the noble

family was involved with a trading dispute with a

merchant’s guild that lasted years. It wasn’t until 466
I.R. that the Esemars sent one of their own blood to
oversee Tiwidu. Velu Esemar, short in stature but large
in ambition, took the reins of the hamlet and steered it

right.

Improvements to Tiwidu happened over time as the
village grew. A militia was organized as bandits began
to move along the surrounding roads. A manor of stone
tor Earl Velu was erected in 472 I.R. with the help of
some of the dwarves of the Ka’Asa Mountains, so none
of the villagers batted an eye when two crypts built by
the stout folk appeared almost overnight in Tiwidu’s
cemetery (see— History of the Hill’ in ‘Shadow Over
Tiwidu’) in 485 I.R. A palisade was set up around the
village by 488 I.R., which helped vouchsafe Tiwidu’s
survival eleven years later when a pack of aarnz hounds
attacked the surrounding farms. For extra defense,
another wall was installed around the Earl’s Estate by
503 I.R., but mostly to keep the growing population of
villagers away from the manor. The extra protection
proved essential as another pack of aarnz hounds
invaded the region in 521 L.R. Posses of militia and
angry cattlemen were formed, and the ape wolves were
hunted down and slaughtered.

The years were peaceful for Tiwidu until Emperor
Kabori launched an attack on the dwarven kingdom of
Karasta. Loyalty to the Kalamaran Empire boiled to
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the surface as nearly all the human inhabitants chased
out or enslaved the few dwarven residents. By the time
of the ‘Battle of Kadir Ridge’ (548 I.R.) the only
dwarves living in the village were in chains, serving
under the whip of their human masters.

Vasipar Esemar came to power in Tiwidu by 550 I.R.
He began to sell some of his family’s vast artwork to
fund Tiwidu’s further expansion in hopes to turn the
village into a center of trade that would rival nearby
Balelido. Mindful of Baron Rewano’s network of spies,
Vasipar hired more personal guards and replaced the
estate wall by 552 L.R. Vasipar’s quest for economic
amplification hit a snag when a sizable tribe of orcs
began to harass Tiwidu’s outlying cattle farms in 559
ILR. Again, the villagers rallied and crushed the
invaders, but only after the loss of many neighbors and
friends. The trade expansion resumed full-tilt by 561
L.R. with Vasipar spending Denari as fast as he could
make them. The streets are filled with new faces as the
merchant guilds are taking interest in Balelido’s little
competitor. Other more nefarious individuals have also
looked upon the village, making it the centerpiece of
their dark designs.

Near the end of last year, a mountain lion stalked and
killed the village’s prized cattle. Once the number of
kills reached the double digits, Vasipar ordered Sheriff
Dataras to organize a party of Tiwidu’s elite to hunt
down the menace. Dataras conscripted many of the
village’s essential individuals for the hunt, leaving
Tiwidu nearly defenseless during a time of critical
growth. Many power-mongers have noticed.

The year is 563 L.R.

Key to The Village of Tiwidu

1. Town Barracks

&< This wide, single-story wattle and daub
structure is immaculate. On the closed door is the
etched design of a giant horseshoe behind two
crossed swords.

Characters born in this village will recognize the
design as the Esemar family crest. PCs not from the
area need to pass an Ancient History check (Kalamar

— the last 300 years) of Average Difficulty.
This building is the barracks to the village guards.

Usually, up to six guards are here at any one time, but
three of the militia are currently with Sheriff Dataras
hunting a mountain lion that has wandered into the

region. As such, only 1d3 oft-duty sentries will be in
the building, likely sleeping (60% chance). Those
guards who are awake will either be tending to their
gear, gossiping among themselves, or peeking through
a crack in the door in the direction of the north gate.
To local PCs, the guards will be cordial, or maybe even
jovial. If the PCs are from out of town, the guards will
be all business, directing the newcomers to The Shaky
Salamander’s Shack and other destinations if asked
politely enough. All guards are armed with spears and
short bows (with 12 arrows each). The men are
outfitted with leather armor. Each man will have a
small belt pouch with 1d4p sp, 2d4p cp, and 2d4p tc

inside.

Men-at-arms (30 EP each): N Kalamaran human
men-at-arms; HP 32 each; Init +4; RoF 12 (short
bow); Spd 12 (Jab 8) spear; Rch 10'; Att +1; Dmg
2d6p (arrows) or 2d6p+1 (spear); Def -2; DR 3
(studded leather); ToP 13/ 7; Jog 10 feet/second;
Tenacity: Steady

Relevant Skills: Intimidation 30, Language (Kalamaran
68), Listening 15, Observation 20, Resist Persuasion 15

A dozen cots with malformed mattresses and
threadbare blankets are held inside the barracks. Set in one
corner are 2d4p extra spears and a long crate
holding 2d12p+20 arrows. Local PCs may be allowed to
come in to chew the fat with the guards, but any
foreign characters will be barred from entering the premises.

2.Mofali’s Shoes

¢ This wattle and daub building has been recently
white-washed, but cobwebs seem to be in
abundance just under the roof. A wooden sign nailed
on the left side of the door has the words ‘Mofali’s
Shoes’ etched on it.

Mofali, a tall, middle-aged woman of Kalamaran
descent, has been Tiwidu’s cobbler for over the last
twenty years. She is a no-nonsense salesperson and will
not tolerate loiterers. She is thin, gray-haired, and
prone to rolling her green eyes when discussing money,
even when the deal is in her favor. Her three grown
children, one son and two daughters, help their
mother with the family business. All live in a small set
of rooms in the back of the shop. Her husband died
just before the shop was established, and the mere
mention of the dead man’s name (Fosar) will cause
Mofali to close the establishment early and drown her
sorrows at “The Shaky Salamander Shack.’



Mofali will purchase up to ten pairs of human-made
shoes and boots for 25% of the listed value in the
Player’s Handbook. Low quality shoes and boots will

not be considered for purchase.’

3. Clothier’s Shop

2 This large wattle and daub shop has a multitude
of colorful ribbons tied around the posts of the front
porch. Some tunics and trousers hang off clotheslines
that run under the length of the porch roof.

Lakin Kililar, a red-haired, husky man in his late
forties, once worked for the noble Bamel family near
the village of Hanidu. Thirteen years ago, a fire that
engulfed the Bamel Manor left the noble family in
financial ruin. Many of the Bamel staff had to be let go.
Suddenly without employment, Lakin took his life’s
savings and opened a shop here in Tiwidu. It was a bit
of a culture shock for him to start designing clothes for
farmers and laborers instead of the wellborn, but he
finally adjusted to the more coarse materials and the
uncouth backtalk. Lakin is noticing that orders for his
finer wares are increasing due to the merchants Toloba
Bemelo and Kynthla. Because of this enhanced expo-
sure, Lakin hopes that someone of noble birth will
recognize his talents. Lakin has no idea that one
member of the noble family he used to work for resides
in town (see 66). All clothing, no matter whom Lakin
makes it for, has the tailor’s initials sewn on it. Lakin
lives with his wife and two adolescent children in a set
of rooms at the back of the shop.

Larkin will purchase up to ten units of human-made
clothing for 25% of the listed value in the Player’s
Handbook. Low quality clothes will not be considered

for purchase.

4. Nola’s - Dyer

/55? This wattle and daub shop appears like most\
others, but the short stone path leading to it
immediately draws your attention; polished stones of
every color make up the walkway. Closer
inspection shows you that the stones were clearly
dyed. On the door of the shop painted in big blue

letters is the word ‘Nola’s!
N y,

The dyed stones are just worthless rocks that Nola,
the village dyer, colored her pathway with so that
everyone in Tiwidu could easily find her place. More

than a few residents have remarked that she should just
have colored her shop, but because of the nearly
blinding work she does all day, Nola is quite happy to
leave the outer walls of her residence off-white. Most
of her customers are the owners of other businesses, but
she looks forward to serving new faces. She loves
conversation and has been known to talk the ears off
patrons at “The Shaky Salamander’s Shack’ (37). Nola
is a robust, wide woman in her mid-fifties. Her long
brown hair usually has a bit of unnatural color to it due
to the occasional splash or mishap of the day. She has

a simple bedchamber in the back of the shop and eats
her meals at “The Old Tree’ (34).

5. Pigel -Furniture Maker

¢ This wattle and daub shop has quite an
expansive porch holding a variety of stools, chairs,
and empty crates. The name ‘Pigel” has been etched
on a woodcut nailed on the door.

Pigel is the village’s furniture maker and one of
Bagan B’Pari’s (from 8) closest friends. Pigel has been
operating in Tiwidu for over four decades, and
virtually every household within the village’s wall has at
least one piece of furniture crafted by him, including
Earl Esemar (65). Pigel also supplies most of the crates
for the village and will buy some from the party
(usually for 2d6 tc) to keep with the high demand.
Pigel is a thin, bald man of average height. His
close-set gray eyes have seen much in his sixty-seven
years, so nothing short of a passing dragon will impress
him. He keeps a simple cot in the back of his shop and
only socializes with Bagan and the other greybeards of
the village.

6. Fakino’s Quilts

¢ This wattle and daub shop has a porch much
like its neighbors; but you cannot see the porch’s
interior due to the thick bedspreads hanging from
the roof. The quilt covering the entrance contains the
words ‘Fakino’s Quilts’ formed from red patches.

Fakino, a reddish-blonde-haired young man in his
early twenties, is a recent addition to Tiwidu. Fakino is
the son of a prominent merchant in the city of
Tasoka'ulido but grew tired of living in the shadow of

his father. A friend of Kynthla, Fakino moved to
Tiwidu and set up shop. The young man realizes that



he will not sell much of his wares to the denizens of
this humid region, but he has been applying his
salesmanship abilities on the visiting merchants with
varying degrees of success at Kynthla’s Auction Area
(54). He lives with his pregnant wife in a small set of
rooms at the back of the shop.

7. Ari’s Rugs

2 This large wattle and daub building is bare aside
from the simple woodcut hanging on the door.
Etched on the woodcut are the words ‘Ari’s Rugs.

Ari, a plain Kalamaran woman of twenty-five, is also
a recent transplant to Tiwidu. She came here after
pleading with Toloba Bemelo to help set up a shop in
the village. Bemelo, owing a big favor to Ari’s father,
bought the property for the younger woman, but, so far,
Ari has not shown a profit yet. Ari is also from the city
of Tasoka'ulido. Her real motivation for coming to
Tiwidu is that she has an unhealthy fascination with
her neighbor, Fakino (7), whom she was also neighbors
with back in Tasoka'ulido. Ari does not care that the
man is married. She is planning for Fakino’s wife to
have an ‘accident’down the road. The deranged woman
teels once the wife is out of the way, Fakino will be
hers. Ari, despite being named after Kalamaran gold
coins, is so plain that she should be treated as having
the “Talent — Forgettable Face’ when interacted with.
Ari lives in a single room at the back of the shop and
only socializes with others when she has to.

8. Bagan B’Pari - Leatherworker

/553 This large building is made up almost entirely of\
timber, and the choking smell of lime coming from it
is enough to make your eyes water. A woodcut with
the name ‘B'Pari’ adorns the front door. To the south
side of the building, you see a cowhide being
stretched out on a wooden frame by a thin man with

\white hair.

/

B’Pari has been Tiwidu’s leatherworker for forty-four
years and is quite ready for retirement. He just bought
a fishing pole and plans on being a terror on all the fish
in the surrounding rivers once his granddaughter, Defa,
shows up from Balelido to take over his shop. B’Pari
intends to stay in Tiwidu to be on hand in case Defa
needs his help with the shop. He is a kind yet shrewd
businessman who is always up for telling a joke. B’Pari
is 5’10” with rounded shoulders and bright brown eyes.

10

His seventy-three years are beginning to slow him
down, but he has no regrets about his life. PCs can
purchase both regular and studded leather armor at this
location. His retirement will be quite memorable due
to some uninvited guests. See the section ‘Bagen’s

Farewell Party’ in ‘Shadow Over Tiwidu’ for details.

Bagan will purchase up to ten units of human-made
leather goods for 25% of their listed value in the
Player’s Handbook. Low quality leather goods will not

be considered for purchase.

9. Naloren’s Furs

¢ This wattle and daub shop has a clothesline
running along the posts of the front porch. Various
articles of furred clothing ranging from slippers to
hats hang on the line. On a woodcut nailed to the
front door are the words ‘Naloren’s Furs!

Naloren is another shop owner who relies on the
auction area (54) for selling most of his wares, but will
not turn down customers who knock on his door. This
short, rotund man of middle years has a great working
relationship with Bagen B’Pari (8) across the street
with sharing/harvesting animal hides and is a bit
nervous about Defa taking over. Naloren lives with his
wife and three young children in a set of rooms in the

back of his shop.

Naloren will purchase up to 15 animal pelts for 25%
of their value. Low quality pelts will not be considered
for purchase.

10. Lisarar’s Ropes and Nets

&< This wattle and daub building has nets of
various sizes hanging off its sides. Over the door of
the structure, spelled in cut pieces of coil, are the
words ‘Lisarar’s Ropes and Nets.

Lisarar, a red-haired man in his late twenties, is one
of the more prosperous merchants in Tiwidu; he sells
rope to the local farms and nets to the village’s
fisherfolk. He has been having a blast pitting Kynthla
(49) and Toloba (91) against each other for the
exclusive right in selling his wares, but he realizes that
he will have to make a decision soon because some of
Kynthla’s hirelings have been walking past his shop,
grimacing in his direction while cracking their
knuckles. His marriage has been as inversely successful
as his business. Lisarar’s wife, Gela, has been sleeping



in the rope hammock in the corner of the shop for the
last three months while he has been napping in a
bedroll under the counter.

Lisarar will purchase up to ten lengths of
human-made ropes for 25% of the listed value in the
Player’s Handbook. Low quality ropes will not be

considered for purchase.

11. Her’'Lu - Embroider

52 This low, wooden building is afflicted with large
patches of green lichen. Nailed to the front is a
circular piece of fabric illustrating a blazing sun
setting behind a mountain range.

Whenever a villager wants to add a little flair to an
article of clothing, he or she usually ends up here.
Her'Lu was originally a trapper’s wife, but her hobby
became the couple’s bread and butter when a boar left
the husband with only one leg. The walls of the
interior of the shop are still dominated with the pelts
of his kills throughout the years, but examples of her
craft cover the many tables as well. She is a pleasantly

plump, brown-haired woman in her late forties with
green eyes and a narrow, raised nose. Her husband
Genu is a thin, bald man in his fifties, who sits in the
corner of the shop, usually remaining so motionless
that a successful Observation check of Difficult
Difficulty is needed to spot him.

Encounter: Her'Lu the Embroider

Potential Yield: Four woolen blankets and 2d6p cp
Potential Story Award:
U Ridding the exterior of Her'Lu’s shop of lichen (15 EP)

If any of the visiting PCs mention the lichen outside,
Her'Lu will sigh and say that the green patches just
seem to have grown overnight, two weeks ago, and have
been an eyesore ever since. She does not have the time
to clean the lichen off the shop, and her husband is no
longer able to do it. In truth, the lichen grew naturally,
and Her'Lu (with her Observation score of 8) just
noticed it. She will mention to the PCs if they
clean/scrub the lichen off her shop, she will give them
tour woolen blankets and a few Sesateri for their
troubles. The job will take 8 man-hours to complete.
PCs participating in the cleaning will have Her'Lu as




their supervisor (whether they like it or not). PCs with
the Laborer proficiency will be able to split the
man-hours among themselves. PCs without the
Laborer proficiency will earn glowering looks from

Her'Lu.
12. Danthal - Roofer

/553 This wooden building stands out from its\
neighbors because on the roof you see a
combination of thatch, tile, and timber. Further
inspection of the cosmopolitan roof reveals a variety
of tiles and woods used in its construction. Oddly
enough, the single door to the building has no
identifying marks on it.
N

/

This is the home and shop of Danthal, Tiwidu’s
primary roofer. A young, female Kors hobgoblin, broad
in shoulder and stern in visage, Danthal believes the
best way to advertise is to show what she is capable of.
She and her three younger brothers have acquired a
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good reputation in the village since setting up shop five
years ago. Their current project is the MaParo the
Huntsman’s house (85). Danthal and her brothers live
in modest quarters in the back of the shop.

13. Linar - Glazier

¢ This wattle and daub shop sports two glass
windows that flank the door. Closer inspection of the
windows reveals a small collection of glazed pots and
plates resting on the extended sill beyond the glass.

Linar, a young Kalamaran man of average height and
large ears, had just moved into Tiwidu and has had no
time to put his name of the front door. Most
everything he owns is still in crates, and he just
unpacked the wares he made back in his home city of
Rogido. He moved here to be closer to his sister, Buri
(the potter at 15), and to sell his wares through Toloba
Bemelo’s contacts. Linar loves his ale and is eager to see
what “The Shake Salamander ‘s Shack’ (37) has to offer.
He set up his cot in a back corner of the shop but even-
tually hopes business is good enough so he can
purchase a private residence.

14. Venolo - Basketweaver

¢ This wattle and daub shop has a large basket
nailed on the wall left of the door. Poking out of the
basket are some slightly wilted roses. On the basket
painted in red letters is the single word ‘Venolo!

Venolo has been weaving baskets of all sizes for
Tiwidu for nearly eight years. He is excited about the
trade war going on between Kynthla and Bemelo but is
a little disappointed that neither merchant has
approached him to sell his wares. He is also slightly
worried about Gimaru Hasimel (101a) being a
member of Sheriff Dataras’ hunting party; Venolo has
had a crush on the charismatic Hand of Fate since first
attending her temple upon his arrival to the village. He
is a tall, lanky man with blondish-red hair and freckles.
He has taken up swimming since turning forty a
month ago. Venolo sleeps in the backroom of the shop.



15. Buri the Potter

/553 This wattle and daub shop has four clay pots of\
various sizes on the left side of the door and six more
on the right. Each pot has a single letter on it painted
in blue. The pots on the left side of the door spell out
the word ‘Buri! The vessels on the right side of the

\door spell out ‘Potter!

/

Buri is the sister of Linar (13) and is quite happy that
her sibling is living within walking distance once again.
She knows his heart is set on selling his wares through
Toloba Bemelo (91), but Buri hopes Linar can see that
Kynthla (49) is the more profitable option. Buri detests
dwarves with a passion because she lost an uncle at the
Battle of Kadir Ridge (even though he was part of the
invading force). If any dwarves come into her shop, she
will say her business is closed for the day. Buri is a tall,
brown-haired woman in her early thirties. She also has
large ears like her brother, Linar. Buri lives in a small
set of rooms in the back of her shop.

16.Wylnaehala Tadralaen
Bowyer/Fletcher

¢ This wooden building employs a bit of curve to
its design, distinguishing it from its neighbors. A
well-rendered woodcut next to the front door shows
a humanoid form drawing an arrow back on a
longbow.

Wylnaehala Tadralaen detests using any of the
human languages. More to the point, she hates using
any language other than her own. Most of her
customers find her a poor communicator, but because
of the craftsmanship she puts into her wares, her
patrons overlook her short, snarling outbursts during
transactions. If she observes another elf talking almost
exclusively in another language, Wylnaehala will berate
the elf on forgetting his/her roots. Despite her disdain
for other languages, Wylnaehala enjoys living among
her lessers and feels she is bettering them with just her
presence. She has been Tiwidu’s bowyer/fletcher for
over twenty years and plans on staying in the village
long after Earl Esemar has turned to dust. At any time
she may have 1d3p+1 elven assistants helping out in
the shop.

Wylnacehala stands at 4'10” and is thin, even by elven
standards. Her hair is as black as sable, and her skin
more tan that most of her kind because she likes to
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work outside her shop moreso than in. Her
emerald-green eyes have enchanted more than one
resident of Tiwidu, but her demeanor towards
non-elves usually shuts down such advances.
Wylnaehala was, at one time, part of a borderland
patrol in the Kalasali Woods and can vividly recall
when a tribe of goblins took out half of her warband.

She may kick in 1d3p arrows/great arrows in a
purchase order if she hears that the party has been out
killing goblinoids though. If half of that same party is
made up of elves, she could be convinced to join its
ranks, provided she receives two full shares of the
treasure gained. Wylnaehala will adventure once with
the party for up to 2d3p days before returning to her
shop.Provided that the experience was profitable (30+
sp gained), she could be convinced to join the party
again every 1d4p+3 weeks as long as she stays within a
ten-mile radius of Tiwidu.

Wylnaehala Tadralaen will purchase up to ten units
of human-made bows for 25% of the listed value in the
Player’s Handbook. Elven made bows will fetch 50% of
their value. Low quality bows will not be considered for
purchase.

Wylnaehala Tadralaen (242 EP): CG high elf Ivl 5
fighter; HP 27; Init -1 (-1 die); RoF 11 (short bow); Spd
9 (jab 7) longsword; Rch 3.5'; Att +5 (longsword) or
+6 (short bow); Dmg 2d8p -1 (longsword) or 2d6p
(short bow); Def +6 (no armor); ToP 11/ 3; Jog 10
feet/second; Tenacity: Brave

Proficiencies: Medium Weapon Skill (Longsword),
Medium Weapon Skill (Short Bow), Light Armor,
Medium Armor, Heavy Armor, Shield,
Hiking/Roadmarching, Laborer, Phalanx Fighting

Talents: Charm Resistance, Crackshot (Short Bow),
Less Sleep

Skills: Administration 26, Appraisal (Armor and
Weaponry) 38, Arcane Lore 22,
Carpentry/Woodworking 71, Craft (Bowyer/Fletcher)
81, Hiding 23, Language (Low Elven 91- literate, High
Elven 92- literate, Kalamaran 43), Listening 33,
Observation 36, Resist Persuasion 12, Salesmanship
32, Sneaking 26

Quirks/Flaws: Merciless, Quick-Tempered, Racist,
Sterile




16a. Archer Butt

¢ This field appears to have converted as a butt
for archers. Three circular, turf-covered targets lie at
the end of the field, not far away from the protective
fence that surrounds Tiwidu.

Tadralaen brings her customers here if they insist on
trying out her wares. The elf also lets the village militia
come out here for target practice. Earl Esemar has
expressed concern with persons practicing archery
within Tiwidu. Tadralaen, when inclined to talk to the
snobbish human, has stated that she never misses the
target... and that the village militia has no chance of

hitting anything.

17. Harelon - Carpenter

52 This two-story wooden structure is stoutly built
and has enough shutters ringing its exterior so that a
breeze could cool the interior on a hot day. On a sign
next to the front door reads ‘Harelon - Carpenter!

Harelon has only been in Tiwidu for two years, but
he has built over two-dozen structures within the
village during that time. Harelons current project
consists of installing the timber frame to Nalik Ebitar’s
future home (75). Harelon usually works in
conjunction with Danthal and her brothers (12) but is
not fond of the hobgoblin crew. Harelon sees
furniture-maker Pigel (5) as direct competition, even
though Pigel has never built a house for anyone other
than himself. Harelon also just noticed that Kilaki the
coffin-maker (105) is employing her skills for profit as
well by building a shop for Toloba Bemelo (91). This
development has left the carpenter in a foul mood.
Harelon is a tall, brawny Kalamaran in his late twenties
with brownish-red hair and hazel eyes. He, his wife
Deru, and their three children live in the apartment

above the shop.

18. Harelon’s Warehouse

/553 This wooden structure is well built and stands\
two stories high. It could pass for a fancy barn if it was
on the other side of Tiwidu's surrounding wall. The
double doors to the building have a set of chains
wrapped around the handles and is secured with a

large iron lock.
\

/

This building is Harelon’s warehouse. The carpenter
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uses it to store lumber, tools, and the like. He also lets
Danthal and her crew (12) store their gear here for a
small fee, of course. Nerigel (66) approached Harelon
about storing ‘some goods’ here when the carpenter
first erected the building. Nerigel was not forthcoming
about what he wanted stored, so Harelon politely
refused. Since that moment, Harelon has avoided
contact with Nerigel and all his associates, thinking
Nerigel is somehow up to no good. The lock on the
double doors is of Excellent Quality.

19. Maridel - Bricker

s N
2 This wattle and daub shop is long and narrow.

The frame surrounding the front door is made of gray
bricks. The corners of the building and the window
jambs are also comprised of the material. Inscribed
on the bricks on the top of the frame are the words
\’Maridel — Bricker!

/

Maridel is a recent addition to the village, having
been brought to Tiwidu by Toloba Bemelo (91), who
promised that she could move Maridel’s product with
the business she was bringing to the village. Maridel
has some doubts to this, but Earl Esemar has already
commissioned the bricker to refit the noble’s manor
(65¢). Maridel has himself, his wife, his two sisters, and
her three brothers working in the shop, trying to make
the business a success. Maridel usually sends one of his
relatives or in-laws to install the bricks while he keeps
an eye on things here. Maridel is a blond-haired man
in his mid-thirties with a thick beard any dwarf would

envy.
20. The Mauve Weave

¢ This wattle and daub shop is well kept, and the
shutters have been painted a pale purple. On a
woodcut hanging next to the door are the words ‘The
Mauve Weave!

Punas and Degovi Henater have been providing
cloth for clothing and blankets for Tiwidu for nearly
two decades. Degovi is the spinner, turning wool into
thread, and Punas is the weaver, turning thread into
cloth. Business has been good for them, but they are a
little concerned with the warring merchants (Toloba
Belemo and Kynthla). The couple knows the value of
competition, but they have been noticing members of
the rival factions have been eyeballing each other with
disdain and outright anger. Punas and Degovi are



considering moving to Vawidu where they each have
tamily. The couple is in their mid-forties. With their
brown-hair and blue eyes, they have often been
mistaken for siblings. Due to the shop being so small,
the duo has used some cloth dividers to sequester part
of the building’s interior for some privacy.

21. Lani P'Narik’s House

¢ This wooden house appears to have seen a few

years with its sunned, cracked exterior. The roof of
the structure extends out enough to provide a
decent amount of shade, as the dozen cats lying
around the house will attest to.

Lani P’Narik is one of Tiwidu’s best kept secrets. She
is a cartographer who prefers the country as opposed to
the refuse-filled streets of Balelido, even though most
of her clients originate from that city. She spends
weeks at a time within the confines of her house
drawing maps for merchants and nobles, only
venturing out when her food stores are low or when she
has to run a delivery to Balelido. Lani has a fondness
for cats and will never turn away a stray. Whenever she
comes back from a business trip Lani can be found at
‘The Shaky Salamander Shack’ drinking a bottle of
blackberry wine. Her curly red hair and green eyes have
given many male residents of Tiwidu pause (Looks
14), but she is quite content living alone for now. Lani
is fascinated with adventurous spirits. If the PCs’ group
Fame reaches 50, she will offer the party a look at her
maps. There is a 40% chance that she will have a map
of a particular settlement or region within a one
hundred mile radius of Tiwidu. She will sell her maps
at d3+2 Denari each. Lani has a brother, Pamarin (72),

who takes care of her cats while she is away.

22. Vigel - Bookbinder

¢ This wattle and daub shop has been recently
white-washed. No sign identifies what exactly this
shop sells, but a book cover is nailed to the front
door.

Vigel, a stoop-shoulder, balding man of forty-five, is
also a recent addition to Tiwidu, having just moved in
two days ago. He is firmly in the pocket of Kynthla
(49) and can’t wait to establish a customer base with all
the visitors that frequent the Fhokki’s auction area
(54). Vigel is a former priest of B'Neli (The Coddler)

who learned his craft during his years with the sect.
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Vigel's wife and five children will be arriving from
Nithido in two weeks. Vigel, however, plans on
partying during his family’s absence. The bookbinder
also plans on trying to get to know his striking
neighbor (21).

Vigel will purchase up to ten, human-made items
from the Scribe Materials list for 25% of the listed
value in the Player’s Handbook. Low quality items will
not be considered for purchase.

23. Esemar Grove

2 This copse is filled with vegetation ranging from

trees to bushes to clusters of flowers. You can spot
wind chimes hanging from the higher branches of
the trees nearby.

Since the beginning of his reign, Earl Esemar
wanted some sections of Tiwidu set aside for plant life.
A majority of the villagers tend to see this grove as a bit
of an eyesore, but the recent addition of wind chimes -
with their soft, random melodies produced from night-
borne breezes — has lessened the grumbling. There is a
small clearing in the center of the grove in which rises
a largish square pillar of brick and stone which tapers
to point at its tip. On nights of particularly foul
weather, Suvikar (52) is out here praising his god, the
Creator of Strife. The violent storms which Suvikar
chooses to praise his deity during have helped keep res-
idents from learning the secret of his faith... so far.

24, Pelasimo’s Parchments

52 This wattle and daub shop smells of lye. Your
eyes water up from the odor as you walk up to the
building. Nailed to the door is an animal skin of some
kind. Written on the animal skin are the words
‘Pelasimo’s Parchments!

Pelasimo has been Tiwidu’s parchment maker for six
years, almost working exclusively for Earl Esemar
during that time. Pelasimo has been a good friend of
Toloba Bemelo (91) even before she arrived in town
but has reached a deal with her competitor, Kynthla
(49), to ensure that more sheep (the main hide used in
parchment making) are brought into the community to
be sold to the local farmers. Pelasimo is particularly
happy with Vigil (22) moving in next door, even
though the new arrival has not spoken to him yet.
Pelasimo hopes the future influx of sheep to Tiwidu’s



tarms will help drive his operation costs down. The
parchment maker is also a lifelong friend of Bagan
B’Pari (8). Due to the smell of the shop, Pelasimo and
his family reside in one of the guesthouses (38) of “The
Shaky Salamander Shack’ (37). Pelasimo is a
white-haired, soft-faced man in his late sixties who eats
more eggs than anyone else in Tiwidu.

Pelasimo will purchase up to ten units of vellum for
25% of the listed value in the Player’s Handbook. Low

quality vellum will not be considered for purchase.

25. Nedirel’s Candles

¢>2 This long and narrow wattle and daub shop has
the half-melted remains of candles on its windowsills.
The woodcut hanging on the front door is covered
with wax and has the words ‘Nedirel’s Candles’ etched
in the tallow.

Nedirel, a squat, brown-haired man in his early
forties, has been Tiwidu’s candle-maker since his mid-
teens. Half of the time, Nedirel has the shop closed
because he is busy visiting the nearby farms that keep
straw skeps (beehives) for him. Nedirel uses the higher
quality wax from the hives for his more affluent
customers (namely Earl Esemar). Nedirel is also
Tiwidu’s honey merchant, selling it at three Denari a
pound. He lives in a set of small rooms at the back of
the shop and work area with his elderly mother who
keeps an eye on things while he is on a wax excursion.

26. Garilu the Herbalist

/553 This wattle and daub shop, while smaller than\
most of its neighbors, makes up for the discrepancy
by having an extensive porch. The porch is filled with
a rich variety of potted plants. A wooden sign
hanging of the front of the porch reads ‘Garilu the

\Herbalist.’

/

Garilu has been serving as Tiwidu’s herbalist for the
better part of a decade now but still cringes when the
villagers mention her mother’s name -- Heru --
Garilu’s predecessor. Heru, while quite personable with
customers, was an iron-faced, strict disciplinarian with
her children. A sudden stroke killed Heru years ago,
but Garilu still has nightmares. Some may think the
keeping of herbs on the front porch would be detri-
mental to business, but Garilus neighbor Vesar (27)
always keeps one of his dwarven apprentices on the
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lookout for would-be thieves, even at night. Garilu is a
plain, red-haired woman in her early thirties.

Garilu will purchase up to twenty units of herbs for
80% of the listed value in the Player’s Handbook. Low
quality or polluted herbs will not be considered for
purchase.

27. Fonodi’s Smithy

/55? This well-cut stone building has a wide entrance\
where you can see some short, hulking dwarves
working before a fiery forge. The ringing of hammers
striking the anvil is almost surpassed by the snoring
you hear from deeper within the structure. On a
sheet of hammered metal hanging off the left side of
the entrance are the black-painted words ‘Fonodi’s
\Smithy.’

/

Vesar Fonodi, born and raised in Tiwidu, has been
the village’s smith for twenty-three years. Vesar can
forge weapons and armor, so there is a Medium Base
Auvailability on such items at his shop. The smith has a
very dim view on slavery and tends to purchase
dwarves from the auction area (54) with the intention
of working the demihumans for no more than a year or
two before sending them on a wagon to his brother in
Bakowido. Vesar’s sibling then promptly releases the
dwarves so they can enjoy the rest of their lives free.
The smith currently has four dwarves working for his
shop. Vesar has a soft spot for Garilu (26) and will see
no harm come to her or her establishment. The smith
also has a wicked sense of humor (see #20 of the

‘Rumor Table’ pg 85).

Vesar is a great beast of man with a wild,
brown-reddish mane shot with grey. Vesar stands at
6’4” and is so hairy he looks like he is just two shades
away from having a pelt. Vesar keeps a sharp battle axe
on his belt at all times and a medium shield within easy
reach. Now in middle age, Vesar is not interested in
adventures nor will he lend one of his dwarves for such
follies. The master smith finds the ringing of hammers
of the shop’s anvil helpful in fighting off his bouts of
insomnia, hence why he always has two dwarves
working the forge at all hours.

Vesar Fonodi (242 EP): NG Kalamaran male fighter Ivl
5 fighter; HP 40; Init +5; Spd 11 (battle axe); Rch 3
Att +3 (battle axe); Dmg 4d4p +5 (battle axe); Def -2
(+4 with medium shield); DR 1 (DR for medium shield
6); ToP 16/ 7; Jog 10 feet/second; Tenacity: Brave



Proficiencies: Hiking/Roadmarching, Laborer, Phalanx
Fighting

Skills: Administration 29, Appraisal (Armor and
Weaponry) 43, Blacksmithing/Metalworking 77,
Intimidation 37, Language (Dwarven 36, Kalamaran
79 -literate), Listening 27, Observation 25, Resist
Persuasion 11, Salesmanship 43

Quirks/Flaws: Nosy, Ornery, Hairy
4 Dwarven Helpers (84 EP each): N dwarves; HP 35
each; Init +3; Spd 7 (warhammer); Rch .5"; Att +4;

Dmg 2d6p+1 (warhammer); Def +3 (no armor); DR 0;
ToP 14/ 7; Jog 5 feet/second; Tenacity: Brave

Relevant Skills: Language (Dwarven 70 - literate,
Kalamaran 28), Listening 15, Observation 18, Resist
Persuasion 12

Magic Resistance: +4

Poison Resistance: +4

Note that if combat breaks out at 28, and Vesar
and/or his dwarves somehow hear it, they will ignore
the disturbance short of a house fire. The smith and his
crew have heard rustling from the residence before and
have become accustomed to it. Veser is more concerned

with his neighbor, Garilu (26), and her well-being.
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Fonodi will purchase up to ten pieces of armor or
weapons of human-make for 25% of the listed value in
the Player’s Handbook. Dwarven or Elven-made items
can fetch 80% of their value while low quality items
will not be considered for purchase.

28. Beetle-Infested House

52 This wattle and daub house appears to be
unoccupied. The straw thatching on the roof is
graying, the porch flooring is cracked, and the
shutters are covered with cobwebs. A shiny lock on
the front door contrasts sharply to the old building.

This building used to be the home to the local
burnisher, Horog, who passed away one year ago. Earl
Esemar recently passed along the property to Kynthla so
she could move in her own burnisher. The Fhokki
merchant has had no time to properly inspect the
building, but she did place a new (Good) lock on the
door. Less subtle PCs who intend to force the portal
open will have to overcome the door’s value of 12. The
lock is worth 4 sp.



[See ‘Beetle-Infested House’ Map. ]

Encounter: Five giant beetles (55 EP)

Potential Yield:

Room - One wool cloak (human-sized), leather
boots (human-sized), and three torches.

Chest -Two wool trousers, three wool tunics, one
rope belt, one miner’s lantern, one pint of lamp oil,
and one small leather belt pouch containing 1d4p sp,
2d4p cp, and 2d6p tc.

Potential Story Award:

U Gaining access to the building (15 EP)

Q Opening the chest (15 EP)

The door opens inward. When the PCs gain access
to the building and are looking in, read or paraphrase
the following:

s ™
52 The interior of the house seems to be com-
prised of just one room, but the shadows make it
hard to tell. There are two chairs and a table in the
room’s center. A cot lies in the far left corner of the
chamber while a small, wooden chest hugs the far
right corner. Four sable, shelled creatures the size of

\dogs wander about the room.

/

A small nest of giant beetles have made Horog’s
house their own. Four of the beetles are in the chamber
proper, but the fifth beetle (the GM may call this one
Yoko Ono... or Pete Best) is actually attac