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Introduction

Welcome to the Zvegr'nm'ng of the end!

Welcome back to the Witchfire Tri/agy! This book, the
conclusion to the tri]ogy of D20 System adventures, is
intended for a party of level 5-7, though it can be
adapted for any kind of group. It's best if the characters
have already played Parts 1 and 2, but isn't a necessity.
This adventure can stand on its own if the DM choos-
es, with a little extra background work. The Dungeons
& Dragons® 3rd Edjtion Player's Handbook is required to
play this scenario. The other Core Rulebooks will cer-
ta.inly be useful as well. In the text, these books are
abbreviated as PH, DMG and MM. If a page number is
referred it is printed after the
abbreviation (i.e. DMG 93).

1f the DM wishes, existing D20
System deities and creatures can
this
However, the Trilogy provides an
entirely new campaign setting in

the Iron Kingdoms. DMs who

want to place the adventure in

be wused in adventure.

their current game world will need
to replace the names of gods, loca-
tions and the like as they come up.

The Witchfire Trilogy is set in
the Iron Kingdoms, a gantasy realm on the verge of an
industrial revolution. Swords and sorcery are still the
mainstays, but steam power, firearms, and other mod-
ern trappings are becoming more commonplace. The
Iron Kingdoms are also l'leading toward another great
cl‘lange—a”—ouf warfare. Tlle invasion Legun ]Jy the
exiled tyrant Vinter Raelthorne IV in Part 11 is contin-
ued in this book, and the complacent kingdom of
Cygnar will find itself facing a serious threat from the
last pla.ce it would have expected. Nonetheless, it is pos-
sible to transp]ant this adventure to any other Fantasy
realm of the DM'’s c}loosing and omit all of the Iron

Kingrloms references if desired. All that is needed is a

city near a dangerous and unexplored frontier.

Like the first two books of the Trilogy, this adven-
ture is divided into three Acts. The Acts do have a spe-
cific order, though many of the events within them can
be moved around if the DM wishes. Some events by
necessity precede others to preserve the plot. The DM
should try to maintain the overall story with as little
(overt) manipulation of the players as possible.

Conventions

To save space, monster ancl NPC attril)utes are list-
ed in a condensed format. Enemies will have a
Cl]a”enge Rating (DMG 165). Stats for major NPCs
and all monsters are in the appendices, and are not
repeated in the main text. If Part I of the Witchfire
Trilogy is referred to, the page number will be prefaced
with “TLN” (ne Longest Night). If Part 1T of the
Trilogy is referred to, the page number will be pre{aced
with “SOTE” (Shadow of the Exile). Text that should be

read aloud to p]ayers is enclosed in a gray box.

Adventure Summary

At the end of Part II of the trilogy, Corvis was left a
messy place, with the exiled Vinter Raelthorne IV and
his human henchmen having taken over the city.
Raelthorne's Inquisitors took over the city government
in one bloody night, and now Corvis lives under mar-
tial law. While Raelthorne's ]aclzeys took control of
Corvis, he was amassing an army some miles from the
city—an army of a strange new race from the
Bloodstone Marches, the Skorne. 1,000 of
Raelthorne’s Skorne lurked outside Corvis at the end of
Part I, and in the following days thousands more
arrived. Now, there are about 10,000 Skorne warriors
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and fearsome slave-beasts waiting to seize Corvis. In
only a few days, they will march into the city, and once
they have oCCupiecl it they will control its ljridges, which
are critical for moving troops from east to west across

the wide Black River.

Once Raelthorne has taken control of Corvis with
his advance force, the city will be a gateway for a much
larger Skorne army that will invade Cygnar and attack
Caspia, the capita] of the Kingdom. Vinter Raelthorne
will use his Skorne 1egions to retake his throne from his
younger brother, Leto, no matter what the cost to
Cygnar may be.

Current]y, Cygnar is in a relatively peacefu] state,
and the realm was Caug}lt ’tota“y unawares k)y
Raeltl‘lorne,s scl‘leme. Tl’le l)ullz O{ Cygnarys {OI'CCS are
divided between the Khador border and the Broken
Coast, where they turn a wary eye to the Kingclom of
Cryx—tl'lia has left almost notl‘ling for the defense of
the eastern border, which ironica“y is considered
secured by the })ligl'lt(:‘(l Bloodstone Marches.
Therefore, when Raelthorne and his Skorne force
arrive in Corvis, the Cygnaran military is
weeks away. Consequently, it will be

The Exile

up to the players to undertake a clespera.te gamble to
stem the tide of invasion. To be successful, they will
have to make friends of old enemies, and even the
Witchfire will for once be used for the greater good.

Early on, the party will meet up with their old adver-
sary, Alexia Ciannor. Though they have not been on the
best of terms in the past, this time around tl‘xings are
different, and Alexia wants to help the PCs drive the
invaders from the city. Her goals are still selfish,
tlmugl-x—she still wants a shot at Vahn Ol)eren, the

man W}'IO slme 1)]61“188 1:0!' ]‘1er lTlCltl'lel"S death.

In Act 1, the PCs learn of the “Legion of Lost
Souls,” a long-dead mercenary company, killed in a
battle for Cygnar ages ago. They will realize that with
the power of the Witchfire, the Legion can be reawak-
ened and used to battle Vinter Raelthorne’s forces.
With Cygnaran forces still many weeks distant, this
seems like the only chance to sweep the Skorne away
before tl'ley can solidify their hold on Corvis—paving
the way for a much 1arger enemy force to storm t]'zrough
the city, across its magni{icent l)riclges, and on down to
Caspia.

The Legion’s resting place is far away, and is
also sealed with powerful magic, so the party’s
first task is to recover an artifact t]'ley can use
to open the tomb. This is a giant’s
hammer named Duteous, which
lies beneath the streets of
Corvis in a long-for-
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gotten mausoleum. There are two tasks in Act 1: first,
the PCs must brave the dangers of the Undercity in
order to find the entrance to the sunken mausoleum,
and seconcl, they must explore it to retrieve the ham-
mer.

Act 2 is a straightforward affair—a trip to the
Dragonspine Peaks followed Ly the exploration of the
Legion of Lost Souls’ tomb. Once the seals locking the
Legion away are breached, Alexia and the PCs will lead
an army of the undead back to Corvis.

In Act 3 the party will have many tasks, ]arge and
small. They will need to secure the North Gate of
Corvis so that the Legion may approach without com-
ing under withering cannon fire; they must deal with
Raeltheorne’s lookouts as their army marches towards
the East Gate and the oncoming Skorne; they must
defeat yet more gun emplacements upon the Black
River Bridge; they will need to defend or destroy the
smaller North Bridge to prevent a flanking maneuver;
they will have a final confrontation with Mayor
Borloc}l; tl'xey will battle Raelthorne and his Skorne
warriors, side-by-side with the undead Legionnaires;
and {finauy, tl'xey will have to deal with Alexia one last
time, as her selfish quest for revenge imperils the city
once again.

When all is said and done, the PCs will hopefully
have played a decisive role in liberating Corvis. The
defeat of Raelthorne’s first army will Luy Caspia valu-
able time to secure herself against the Elder’s future
incursions. They will also have a say in the fate of

Alexia Ciannor and the dread blade Witchfire.

The Witchfire adventures are set in and around the
city of Corvis, an ancient city in the Kingdom of
Cygnar, one of the “Iron Kingdoms” of the world of
Caen. Corvis lies at the rlivergence of the Black River
and the Dragon’s Tongue, and it has become an impor-
tant trade nexus between the Iron Kingdoms and the
Dwarven lands of Rhul to the north. It is a city with a

rich history, and its location makes it a prime spot for
those seeking adventure. That combined with its
haunted history and colorful culture serves to make it
one of the most famous cities in the Iron Kingdoms.

Corvis and the Kingdom of Cygnar are detailed
more fully in Part [ of this trilogy. The history and cur-
rent status of all the Iron Kingcloms (inclu&ing Llael,
Ord, Kl’xador, and the Protectorate of Menotl-l) and sev-
eral nearby lands (including Rhul, los, the Scharde
Islands, and the Bloodstone Marches) are summarized
in Part II of the trilogy. Included below is a clescription
of the role of mercenary companies in the Kingdoms,
along with additional information on the Church of
Morrow, the most prominent religion of the region. All
of this (and more!) will be detailed in the Iren
Kingdoms sourcebook, due in early 2002.

The Legion of Lost Souls

A Tale of the Iron Kingdoms

From the Enduring Books of Cygnaran Lore and
Tradition, Volume IV, dated 505

Legend has it that in Cygnar during the reign of King

Ma]agant, there was a time of troul)]es most lleinous.

It is no great secret that, in war, men shed blood. It
is also no secret that every ruler makes enemies.
Malagant the Grim was no exception. In those clays,
like now, the borderland between Cygnar and south-
eastern Khador was in perpetual dispute. The then-
ruler of the Khadorans was Queen Cherize the
Cunning, a notorious war witch of great power, who
delighted very much in sending her armies against her
neigl'n]aors. Cherize especially despised her great rival
on account of her daughter, the Lady Serahzha, known
as tl'le Graceful Lady, l)ecause she had travelled to
Malagant's court and found much favor with him.

Before long, despite the hostilities, Malagant, urged
by his private council of independent aristocrats,
announced his wish to take Serahzha as his queen.
Cursing Malagant under her breath, Cherize travelled
to the Cathedral of the Ascendant Solovin just north of
Fe“ig and endorsed a new peace a]ongside Malagaut
and his new bride. After a“, war between the two coun-

tries now seemed most unbecoming.
The peace was to be short-lived. .. just five years.

Malagant and the Cunning Queen had been fighting
so long that it was all they knew. It was their hubris to
imagine all of Caen possesset‘l of keen eyes fixed solely
and always upon them. And so, after a handful of years
had passed, Malagant lingered with his wife, gnashing his
teeth in his sieep and ca”ing p}lantoms to the battlefield.
Serahzha watched his fitful slumber with much concern.



7 The Witchfire Trilogy S

But never one to dally was her mother, the witch
queen Cherize. She approached the barbaric tribes of
the Tharn, rune-covered heathens all, living in the wild
northern woods and swamps of Cygnar by their own
codes and edicts rather than those of a civilized people.
While wearing a cloak of deceit and trickery, the witch
queen goaclecl them into attacking her enemy. Quiclz to
believe in oracles and omens, the savages were con-
vinced }Jy Cherize that the Cygnarans were the cause of
many of their troubles. Therefore, ten thousand hea-
thens, crying and shrieking “Wurm! Wurm!” debouched
from ancient Thornwood. In the lands north of the
great City of Ghosts, they slew the loyal citizens of
Cygnar in the hundreds and razed the frontier strong-
holds of Brachenmir and Loghrin to the ground.

Cherize’s mercenary horde grossly &elighte& in the
carnage, for they revered the great Devourer Wurm.
Cygnar branded the event both tragic and pro{ane, for
it was renowned that the Devourer is a cruel, tlespical:le
beast that demands only blood and flesh as payment. It
cares notlling for the affairs of men and only craves to
hear them scream. It feeds on death.

Those devout of Morrow convened in the Archcourt.
There was much discourse in the company of the
Primarchy and Malagant’s council regarding the hea-
then Tharn. What was Cygnar to do? The Grim King
understood too well this new threat’s true source, but he
dared not speak it for fear of a new war with the
Khadoran nation. It was against the wishes of the
church, and Malagant could ill afford a separation
from the Primarcl‘:.y of Morrow, nor did he desire a sep-
aration from his wife, who was much loved in Caspia
and in all of Cygnar. No, he would not move against the
Cunning Queen. Not openly. Instead, he deemed to
play I’IEI game.

King Malagant, speaking smooth]y as was his wont
when he was keen, christened it a war of morality.
Clearly the acts of the barbaric Tharn were a trial of
faith and he called the unprecedente& attack an affront
against Morrow. After deliberation, the Primarch was
inclined to agree.

This condonement was all the Grim King needed.
He gathered his emissaries and rushed to arm them
with charters and coin. They went out from Caspia to
Stockbridge Point, and called upon a company of pro-
fessional soldiers, a mighty band of honorable war-
riors—for-hire, with a lengthy chronicle, that Malagant
had often employed against the Khadorans. In the days
of the Empire, they were the Kingmalzer’s Host, but in
this time of troubles they were called the Eternals.
Standing more than eight thousand strong, lean and
hungry after a half-decade’s worth of damnable sereni-
ty, tl'ley were eager to accept the Grim King's deal.

’. D)
.( e )'
» ¢

But when it was clear from the
initial battle that the Grim King’s
claim was truthful, the Primarch
insisted that troops of Cygnar go
against the enemy, because men o
faith moreso than men of coin
should honor Morrow on the bat-
tlefield. The Eternals welcomed the
royal armies (lulziously, but accept-
ed them nonetheless. In the follow-
ing weeks, a war band went against
a twisted limb of the Devourer wor-
shippers’ horde so as to test their
strength. One soldier’s heroics sent
the enemy running that day. He was
called Raven, a youtlufu] comman-
der of the Eternals, whose blade
had never tasted defeat.

Court was held in Fharin, and
King Malagant requested this
remarkable warrior called Raven
atteml, which he did. The hand-
some soldier impressecl the court
with his skill and eloquence and
he became much lauded. During a
great ceremony he was granted a
position in the royal army as a bat-
talion commander and he was
entitled the Wurmslayer. His loy-
alties were then divided to a point,
for he retained his elevated status
as a colonel of the Eternals, as
well.

Raven languished for a year
with the Grim King and the two
formed a bond of profound
friendship. They were as brothers;
where Malagant went, there, too,
was Raven, and l)e£ore 1ong t}le
Wurmslayer had become Malagant's personal guard.
But after that year, Raven asked fervently to return to
his place among the Eternals, for tbey were hard
pressed, and Malagant said that it was good and should
be so. The handsome soldier wore the symbol of Cygnar
as well as the Hundred Crowns—that ancient sym]ool
of the Kingmalzers of olden times—when he rode out
from the gates of Fharin.

In the times that followed, the Wurmslayer, alongside
his Eternal brothers and their royal Cygnaran allies,
engaged the enemy relentlessly. After a year's time, the
tide was turning, and the Tharn were surrendering a
good deal of ground as the forces of virtue reclaimed
numerous towers and forts that had been seized l)y the
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barbaric hordes. Sl‘xort]y after this l-mwever, the land’s
newfound champion took a tragic turn. [t is said that
Raven was laid low in a siege of one of these forts when
an ill-timed projectile was misfired by his own com-
rades. The Wurmslayer's recovery was most uncertain.

When the news reached him, Malagant surely
received it badly, but his desire to go to the field was
held fixed by his duties to both church and state in
those times of trouble.

And all this while, Cherize the Cunning, by no
means sated, had become ever more tllirsting for the
blood of Cygnar. Her desire was to smite the Grim One
a compe“ing and mortal l)low, for her heart was man-
tled still with utter loathing for Malagant. Her hate was
so deep and dark it is said that she even cursed Morrow
and, indeed, this deep hate had sprea(l its seed into her
very loins. Her hatred bloomed for her own blood in
the very being of her claughter, Serahzha, and the witch
queen contrived a foul plot. She went once again
amidst the turbulent Tharn. In her cloak of triclzery she
convinced them to call for a conference with the
Cygnarans to ransom prisoners and speak of peace.
Unbeknownst to both sides, the Cunning was behind
these lies wearing an unholy guise and assuredly speak-
ing with the tongue of the Dark Twin herself! Lo! These
were hard times, reserved as always for those great occa-
sions when evil tests a good nation!

The Church of Morrow, ]-mving taken a cloubly active
part in politica] and military matters, made its voice
heard. The Primarch urged acceptance, but King
Ma]agant was no fool. He had no illusions that Cherize
the Cunning was somet}ling apart from what her name
suggested. Still, he entertained her scheme nonetheless,
because he had always been bold. He had the Eternals,
after al], ancl he had Raven, whose blade had never tast-
ed defeat. But when an envoy rode into Fharin with
more conditions, the Grim King’s proud bearing was
thrown into a storm of indignation. Rather than
Ma]agant, they wanted Serahzha. It was known that, as
in Khador, the Tharn valued females with high regard.
The Graceful Lady, so popular among the people, was
requested to come to the Dragonspine Peaks and meet
with the barbarians, and they would only discuss a
treaty with her.

To say Malagant was dubious would be a mockery of
the word. Nevertheless, Serahzha beseeched her hus-
band to be allowed to do this tl'ning. She desired a close
to the bloodshed in her new realm, and would do what-
soever she could to bring it to an end. The Grim King
wag incensed. He loved his queen, but she could not be
swayed by his words that her mother was behind it all,
and even if she were she would assuredly hear the words

of her own daughter! No! Malagant railed. He would be

damned if he would place his queen in the midst of the
enemy! He seethed and he hedged, not knowing his own
mim‘l, and his council bore the brunt of his bad humor.

So tl'xerefore, F]’xarin, where the court resided still,.
was taken Ly much surprise when the Wurms]ayer
returned from his battles in the north. He wore a mask
to cover his grievous wouncl, but he was filled with vigor
and intensity; he was still Raven! He had been enlight-
ened of the Grim King's Loi]ing blood and he came to
speak with the Eing in private, as brothers of the sword.
It was his voice that eventua“y swayecl the great lzing's
heart. In an oath-talzing ceremony, the Wurms]ayer
bowed before the Grim King and, kissing the sigil of
Morrow, he gave his word before the court. He vowed to
stay by Serahzha at all times, and to take his royal bat-
talion, as well as the Eternal Host in its imposing sum,
with him to the ‘Spine. He vowed that no harm should
befall the queen of Cygnar, and the Wurmslayer was
blessed with divine favor. He wore the insignia of the
Good Twin and, though his banner bore the sigil of the
Hundred Crowns, his shield displayed the Cygnaran
Swan, showing that he was of two allegiances and a
c]lampion of two armies.

The expedition departed north to meet with the
tribes of the Tharn below the Dragon’s Tongue in the
‘Spine Peaks. It was the last time the Grim King or any
of the Cygnaran people would see their queen alive.
And it was a time when Cygnarans would better know
the Wurmslayer as the Betrayer, while others would call
him Blackmask.

The armies followed the Tusk Trail into the
Dragonspine Peaks, and camped in one of several
gorges. The Graceful Lady’s personal guard, comprised
of Cygnaran soldiers save for Raven, accompanied her
to the appointed place, where they awaited the coming
of the Tharn princes. But tl'xey did not come.

It is not known precisely what happened in those
towering mountains, only that the Eternal Host was
suclclen]y ambushed l)y a great mass of painted Tharn.
The barbarians rose up around them, emitting blood-
curdling battle-wails and shaking their runeswords
de{iantly. Five thousand Eternals clesperately formed
into companies under fluttering banners, and warhorns
echoed throughout the vale, alerting all to the presence
of the enemy in their midst. A valley away, the Royal
Knights of Cygnar spurred their five hundred horses
toward the din, but it is said that the harsh terrain
worked against them. They were too late in their
arrival. By the time the ]enigl'lts had come, the long-
lived Eternals had been slain to the man, altl'lougll 1eg-
end has it that they took twenty thousand of the enemy
with them to the grave.
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Of the queen and her guarcl, tl'ley, too, were slaugl'x—
tered, by shadows it is said. And of Raven...he sur-
vived. He was found wan(lering the still llattlefielcl, ask-
ing for forgiveness for betraying those whom he loved
most. Betraying them, he had said. These were his
words, as heard by the knights of Cygnar who had
arrived too late. Accorcling to some legends, that was
not all the survivors were privy to that &ay. i

The lznigllts and the battle cl}aplains were then wit-
ness to a divine visitation. The Will of Morrow
descended to the killing field, and an Archon of

Morrow came upon them. A thundering voice spoke:

Gather up your fallen dead and l)ring them west,
where a tomb shall be formed l)efitting them. Their
sacrifice is not forgotten. Their souls are not lost. The
fallen legion will rise again to ]aeep the forces of dark-
ness at bay. Do this thing, for it is the Will of Morrow.

The devout General Bannock led the effort then to
take the bodies of the fallen Eternals into the moun-
tains. Some of the lznigl'lts questioned the wisdom of
their general, but he asked tl'xem, had t}ley not all wit-
nessed the same event? In time even the most defiant
knights were moved to action by their leader and his
retinue of his battle C}'lap]ains,
for sure]y tl'ley were pos-
sessed of the spirit of
Morrow! Before long, the
val]ey contained only the
bones of ]:)ar]:)arians, for not
one Eternal lay among them.

Scholars today argue the
verity of this tale. Some say it
was added years later, to lt)ring
some hope to such a grave hap-
penstance in the chronicles of
Cygnaran history. Those who sup-
port the legend surmise that in light
of the great sacrilege, because of the
meddling in the affairs of men })y an
agent of the Dark Twin (some
assume the Betrayer, but other sc}\ol-
ars argue that this was in reference
to Cherize the Cunning) and that
{oul Least, the Devourer, those who
had fallen did so in the service of
virtue, so it was Morrow’s will that tl'ley
should be honored with a soldier’s bur-
ial. If a tomb does exist, hidden some-
where in the convoluted gorges or towering spires of the
Dragonspine Peaks, it has never been found, to the dis-
may of several expeditioners.

Of the traitorous Tharn, following the battle, they
were plaguecl with the Ten Ills. Their womens’ guts ran

dry, and their children withered like boughs in the win-
try wind. After a few minor skirmishes, their warriors
lost heart, their savage natures wasted away, and tlney
retreated into old Thornwood. The Tharn have not
been heard from since, and it is prol)able they no longer
survive.

And of the Graceful Lady, there is no more mention.
Some believe her own mother was to blame for the van-
isl‘ling of their beloved queen.

Of the mother, Cherize the Cunning Queen, she too
was lost and never heard from again after that clay, now
referred to in some tomes as The Day of the Legion of
Lost Souls, and more succinctly in others as simply

The Lost Day.

And of the warrior Raven, he disappeared into the
mountains chased by a company of furious Cygnaran
soldiers, including General Bannock llimsel{, who was
rumored to have been fast friends with the Wurmslayer.
His story, of course, continues, as it is known, but he
was evermore called the Betrayer throug}xout Cygnar
unto his death many decades later.

Of King Malagant, his chest filled with sorrow and
he grew ill upon hearing the news of the death of
Sherahzha
apparent ]:)etrayal,
though the particulars of
what took place on The Lost
Day were forever unclear to
him. The Grim King p'mecl
away in a feverish state, and
the once powerfu] body with-
ered. He died some months
later in his becl, a curse con-

and Raven's

even

demning the Wurmslayer frozen
upon his pale lips.

The Mercenary

Tradition

Over the centuries the armies of
even the mightiest kingdoms have
sought help from skilled outsiders.
There have been thousands of mer-
cenary squads in the realm’s history.
Some are no better than gangs of
criminals, talzing on any }Jloody work
s0 long as tl'xey're pai&. Others are noble
organizations with long histories of hon-
orable combat. Some work closely with a particular
Kingdom, and over the years have become an official

branch of the army in all but name. Such is the case
with the Blackshields of Cygnar.
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Mercenary companies are plentiful even in today's
kingdoms. While each kingdom has its own standing
army, maintaining them is expensive, requiring taxa-
tion. Except in times of actual war, large standing
armies are unpopular and a drain on resources. Even
kingdoms with strong armies may not have the luxury
of deploying their troops piecemeal for smaller skir-
mishes. There are political overtones to moving armies
around, and sometimes battles need to be fought quicle
and dirty and without worrying the neighbors too
much.

Mercenary companies have all the advantages in this
climate. They are self-sufficient, maintaining their own
finances and equipment. A king who wants to punish
foreign settlers on his border can hire mercenaries to
drive them away, all the while publicly condemning the
bloodshed. Two kingdoms can fight small-scale “wars,”
each using different companies, and never officially
recognize the conflict. Mercenary companies are an
excellent means of “fighting bitterly, while keeping the
peace” as good King Leto once referred to it. Much of
the largeuscale figllting happening toclay in the Iron
Kingdoms involves mercenary companies in some
capacity.

There are many ac[vantages for the actual soldiers
who join these companies. Being a mercenary is a way
for skilled fighters to earn good pay and ensure they
will see action. Mercenary companies are willing to pay
well for valued specialists such as war—l:ar(ls, sorcerers,
wizards, and battle-chaplains in addition to regular
fighters.

Although mercenaries ol)ey a code of conduct, their
lifes‘cyle is far more flexible than that of regular armies.
Most companies have short terms of service, and dis-
band temporarily between jo}Js, a”owing mercenaries to
return to their lives. A mercenary company’s chain of
command, discipline, and day-to-day conduct are all
less strict than kingdom armies. Perhaps most impor-
tantly, many companies don't care about a gig}lter's sor-
did past. Aclvancing in rank within an army (usually)
requires an honest reputation and proven loyalty to the
realm in question, or at least some money to bribe the
proper officials.

The Church of Morrow

The Church of Morrow is the most powerful reli-
gious institution in the Iron Kingdoms, })eing the state

religion of four of the five human kingdoms (Cygnar,
Khador, Llael and Ord).

Secular conflicts (such as border disputes or wars)
can put a strain on the church if tl'xey involve two
nations who are of the faith. The Church tries to lzeep

out of politics. They strive for peace, and are a strong

proponent of the Corvis Treaties, but recognize warfare
is sometimes necessary. Their concern in times of war
is that battles are honoral)]e, that the wounded are seen
to, the dying are given last rights and the dead a proper

burial.

Historically there have always been more male than
female clerics of Morrow, but there is no exclusion of
women from the clergy and a number of the most pop-
ular Ascendants are female. Similarly clerics are
encouraged to marry, have children, and lead good lives

outside the Church.

Organization
The Church is organized into three divisions, based

on alignment. These divisions are given equal status, as
all goo& alignments are equa”y valid to the Church.
The divisions are:

»  The Path of Justice (Lawful Good)
»  The Path of Accord (Neutral Good)
»  The Path of Righteousness (Chaotic Good)

The following are the formal ranks in the clergy,
from Iligh to low:

Primarch
Exarch
Vicar

Higl'l Prelate
Prelate
Rector
c}laplain

Priest or Cleric

The Primarch is the leader of the Church of
Morrow, a most holy position. Morrow picks the
Primarch directly by a manifestation of Archons. This
position 1is always given to the most power{u] and
favored cleric of the faith. The Primarch presides in the
Archcourt Cathedral in Caspia, and holds the position
until his deat}l, at which time he Ascends to serve as an
Archon in the Host of Morrow, coml)ining his spirit
with the past Primarchs.

vy vV v vV vy vYyyYy

The Exarchs are generally referred to as a single
body, the Exordeum. There are 36 Exarchs who serve
in the Archcourt Cathedral alongside the Primarch.
The Exarchs are exceptiona“y influential clerics who

help to oversee all the important decisions of the
Church.

Vicars are frequently organized into Vicarate
Councils. Each Vicarate Council is cornposecl of nine
Vicars. Vicarate Councils watch over large territories
within which they are the ultimate church authority.
They oversee multiple cities and towns, each with many
individual churches.

D \ S
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High Prelate is the highest rank for regular clergy,
and tl1ey are responsible for a single city or 1arge town.
Tl’ley are expected to oversee all the churches in their
city.

Prelates are responsible for smaller cities and towns
or sections of a large city. They have similar adminis-
trative functions as a Higl] Prelate, but oversee fewer

Cl‘lLll'Cl’le 8.

Rector, Chap]ain, and Priest/Cleric are the lowest
titles, often used for clerics who run a single church or
shrine. Rectors are the backbone of the faith, the high
priests of their churches. In smaller towns a Rector may
be the }ligl’lest ranl:zing cleric. [nforma“y, the term
“Priest” is often used to refer to non-a.clventuring cler-
gy who work within the church, and “Clerics” are those
who are sent out on active missions in the church’s
name. Chaplain is an honorific for priests who have
served well. The term “Bat‘tle—cl-nap]ain" is common]y
used for priests who serve in an army or mercenary

company.

Formal titles in the church are sometimes long and
involved. For example, “His Excellency, the Rigl'lteous
Vicar Edward” or “His Eminence, Accordist Exarch
David Jovian.” The Primarch is referred to as “His
Supreme Holiness, the Primarch.”

Shrines and Ceremony

Even small villages in Morrow-worshipping realms
will have at least one shrine, overseen l)y a chaplain and
his assistants. Larger towns or small cities will fre-
quently have a half dozen churches, and perhaps even a
cathedral overseen by a Prelate. Big cities may have
dozens of churches, numerous Rectors, and several
Prelates overseen by a High Prelate in a grand cathe-
dral. Each church or cathedral is also served l)y a vari-
ety of ‘aypersons. This includes pa]a.clins, figl'nters and
warriors to ensure the security of the church (referred
to as “Wardens”), members of other professions such as
wizards or experts, a]ong with acolytes and clerks.

The appearance and decoration of the churches
varies widely depencling on when it was constructed and
investment of time and money. The most basic shrine
will be a well lit alcove with a statue or figurine of
Morrow, generally of stone or wood, surrounded Ly
candles. The walls of the alcove are usuaHy covered in a

thin layer of hammered gold or silver to amplify the
light.

These little shrines contrast with the gram‘l cathe-
drals in some of the older cities, adorned with elaborate
stained g]ass, vaulted ceilings, mosaics, numerous stat-
ues of Morrow and the Ascendants, as well as paintings
and frescos slmwing the great deeds of the go& and his

followers. Some churches are dedicated in the name of
specific Ascendants, in which case that Ascendant will
feature more prominently in the decorations.

Ceremonies vary, but generally involve the priest
gathering his congregation and speaking about
Morrow’s life. There is a service once per week on the
traditional day of worship, with other services based on
major events in Morrow's life. The faithful are individ-
ua“y expected to pray to Morrow or his Ascendants
once a clay. Attendance at every church service is not
mandatory, but the year]y Ascension Mass is attended
l)y almost everyone. Otl'xerwise, church doors are always
open to those seeking guidance, and arrangements can
be made for special ceremonies such as marriages and

{unerals.

Allied Organizations

The Church is served by several important non-cler-
ical organizations. These will be detailed more thor-
oughly in the sourcebook.

»  Knights of the Prophet—An order of paladins and
fighters. The Grand Knight of the Prophet is based
in Caspia and serves the Primarch directly. Each
kingdom has its own branch of knights. Paladins
assigned to the Sancteum in Caspia call themselves
the Primarch Knights.

»  Order of Keeping—This is an old order of monks
who guard the relics of Morrow and his Ascendants.
These monks are rarely seen outside their monaster-
ies, which are isolated and difficult to reach (sucl'x as
in the mountains of Cygnar). The head of the Order
is the Archabbot, and each monastery is overseen by
an Abbot. Individual monks are referred to as
brothers or sisters.

L)

And don't ask me about Archons or Ascendants. I've
never had a god or his minions save my life, and I'd hope
you don't expect to either. I)[ you're in trouble and lz’eedt’ng
to death and there happens to be a priest nearby, say to
him, “Please father, heal me, I don'’t want to die.” Thatll
serve you better than praying all day. All praying does is

put a smile on your face I:'efore you pass on.

— Phineas Kurgan
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Ascendants of Morrow

The Ascendants are Morrow's most powerful divine
servants. They are very real saintly entities with distinct
personalities and spheres of influence. Ascendants are
all once former mortal heroes of various walks of life
who Ascended upon their death to serve Morrow in a
higher form.

The Ascendants serve as intermediaries between
Morrow and his fo“owing and sometimes intervene
directly in mortal affairs. More often they prefer to

provide indirect inspiration and guidance.
Ascendant List

» Name (gender) Ascension Date
Patronage [Clerical Domain]
»  Asc. Katrena (m) 1,810 BR
Valor, Knigl]tl]oocl, Paladins [Good‘]
» Asc. Ellena (f) 1,590 BR
7 Travelers, Adventurers [Travel']
»  Asc. Doleth (m) 1,411 BR
Sailors, Fishermen [Water]
»  Asc. Solovin (m) 1,263 BR
Healers, Field Medics, Midwives [Healing*]
> Asc. Angel]ia ) 1,027 BR
History, Lore, Knowledge [Knowledge*]
» Asc. Gordenn (m) 812 BR
Farmers, Family [Plant]
»  Asc. Sambert (m) 605 BR
Smit]ls, Stonemasons, Carpenters [Strengt}x*]
»  Asc. Rowan (f) 289 BR
Poverty, the Downtrodden [Protection*]
»  Asc. Corben (m) 102 AR
Alchemy, Astronomy, Magic [Magic]
»  Asc. Markus (f) 305 AR
Soldiers, Town Guard [War*]
> Asc. Shevann (f) 500 AR
Merchants, Bankers [Luck]

BR — Before Rebellion, AR — After Rebellion
* Domains shared with Morrow

Clerics who have chosen a patron Ascendant pick
one of their chosen Domains from Morrow, and the
other from their patron. For example, a cleric with Asc.
Corben as a patron migl'lt have the chosen Domains of
Knowledge (Morrow) & Magic (Asc. Corben).
Additional benefits of patron Ascendants will be
described in the Guide to the Iron Kingdoms.

Archons of Morrow

Archons are a special type of Ascendants, and com-
pose the second group of Morrow's major servants.
Archons are the Ascended spirits of each Primarch of
the Church, taken into service at death. They are
nameless angelic spirits of light who give up their iden-
tities in the ultimate selfless sacrifice, becoming pure
spirit at Morrow's side. The Archons are collectively
referred to as the “Host of Morrow”.

Archons manifest even more rarely than the heroic
Ascendants, and when they do so it is a great portent,
as they represent the direct will of Morrow. The only
regular manifestation of Archons is when a new
Primarch is revealed. Traditionally three Archons
appear to the new Primarch and escort him personally
to the Archcourt Cathedral in Caspia. All other mani-
festations of Archons are diligently recorded by clerics
of the {ait]‘l, as Morrow often spealzs about the future
througll them. Their words are noted as propl‘necy and
studied for hidden meanings I)y scho]arly priests and
monks. Archons and Ascendants have never been
recorded to manifest together, and they are believed to

serve separate divine functions.

Archons are identified in historic records based on
their names as former Primarcl’xs, a]thoug}'l tl‘ley do not
consider such names important. Some devout followers
of Morrow pray to the AI’CI]ODS, altl')ough this is not
encouraged by the Church. Individual worship is only
officially accorded to the heroic Ascendants and
Morrow himself. Archons do not serve as patrons nor
do they oversee clerical Domains. They represent
Morrow's voice and will.

Those priests make everything too damned complicated.
You've got the Primarch at the top, and priests at the bot-
tom, and everyone else is somewhere between. What's so

hard about that? If you meet a priest, just say, “Hello
)(ather, how are you today.?" He'll correct you r')(he wants to
be called samething else, so why bother rememl)en'ng all
that nonsense?

—Phineas Kurgan
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which is assumed here—they'll already have a relation-
ship with two important NPCs, Father Dumas and
Capt. Helstrom. In this case, moving the adventure
along is straightforward. The adventure will begin when
Alexia contacts the PCs, offering a truce or sorts. (In
the event that the party failed to rescue Father Dumas
from the dungeon in Shadow of the Exile, the DM will
need to replace him with another JEigure in the Church
of Morrow. Church lore and resources are critical to the
story, and it is vital that the PCs have a highly placed
ally in the Church.)

If the adventurers are new to the Iron Kingdoms,
Alexia will approach Dumas behind the scenes, and
they will work out the plan to awaken the Legion of
Lost Souls. In this event the DM will need to contrive
a way to get the PCs involved in the affairs of Corvis.

Here are a few ideas.

» In the time-honored tradition of fantasy RPGs, the
strapping adventurers are approached about a iol)—
Capt. Helstrom tries to hire them to recover an arti-
fact from deep underneath the city.

» The PCs can be residents of Corvis who wish to
resist the new government. As rebels, they can come
into contact with Father Dumas, who will ask them
to l'lelp with the task at hand.

»  Similar to the above hook, the PCs can learn about
the resistance through the criminal underworld. The
Griffon gang boss Selar (Appendix B) wishes to see
the invaders gone and she will do whatever she can
to make that happen, as long as she can avoid being
implicated.

»  The adventurers can be hired l:)y a collector or schol-
ar in another city to retrieve an artifact from under-
neath Corvis—a huge magical hammer. The PCs
will learn that, coincidenta]]y, the artifact is the

If the PCs have playecl tl’xrougl'l the first two books—

same one desired Ly Dumas and Helstrom, and this
can get them involved in Acts 2 and 3.

Act Summary: From Alexia and Father Dumas the
adventurers will learn of a great prop]’xecy that may
offer aid to the city—the tale of the Legion of Lost
Souls, a mercenary army laid to rest in a mountain
tomb some ]eagues from Corvis.
To open the Legion's magically
sealed toml:, the PCs will first
need to recover a powerful arti-
fact, the hammer Duteous, from
its resting place below the city.

To reach the artifact, the PCs
will need to brave the peri]s of a
Eunlaen anll l’launte:l mauEOleUm.
As if that wasn't enougll, simply
reaching the mausoleum will
require a foray into the Undercity
beneath Filchers' Crossing, which
is the realm of a powerful crime
syndicate known as the Griffons.

(H the PCs are new to the
Tri]ogy, note that Alexia won't
ave a reason to contact them in
Act 1, and Dumas will be in pos-
session of the Witchfire. The
party’s first meeting with her will
be towards the end of Act 2, or
perhaps in a meeting with Father
Dumas in Act 1. The characters
won't have any interesting history
with Alexia if they are late to the
trilogy, but the adventure should
still be exciting enough!)



State of the City

Vinter Raelthorne has the city
of Corvis in his iron grip. Tl’xroug}l
his puppet Borloch, who is now
mayor, he controls the city govern-
ment. His Inquisitors (once again
led lny the wizard Vahn Oberen)
are his secret police and terror
troops, operating with the author-
ity of city law enforcement. People
who complain too loudly about the
state of tl'nings are apt to vanish in
the night and the Inquisitors are
even rounding up sorcerers, as they
did in the bad old clays when
Raelthorne the Elder was the King
of Cygnar. The city gates are
watched closely in an attempt to
keep troublemakers (like Father
Dumas and the PCs) from moving
about freely. Traffic at the water-
front is scrutinized closely as well.

Despite the climate of fear, the
city is operating almost normally.
There are only a few hundred
Inquisitors and a few hundred
Watchmen, and they cannot keep
all 100,000 citizens under guard all the time.
Nonetheless, the streets have become a perilous place
for those who would cross the new regime. Patrols are
frequent, and they make it their business to know your
business when t]-ney see you.

The guards are also continuing their task of confis-
cating all swords they come across. They don’t know the
reason for the orders, but this is Oberen's doing—}xe
believes the Witchfire may be in the city. The blade’s
power{ul anti-scrying protection makes it impossible
for him to find magically, so he fears it may be Liding
in plain sight. Consequently, swords are now illegal in
Corvis and the Watchmen are co“ecting them.

If the PCs are cautious they should be able to move
about the city {ree]y. If they are cavalier, or if tl'ley start
figl'xts with the patrols, tl'xey will probably be over-
whelmed quickly. If captured, they will live a short time
in captivity before their heads go on pikes set up out-
side City Hall. Generous DMs can arrange a jailbreak
for the party, but they should only be bailed out once.
After that, it's to the chopping block! Truly softhearted
DMs will let captive PCs be sold to the Skorne, to live
out the rest of their lives as slaves in the Bloodstone
Marches, or as training aids for neophyte paingivers.
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Lastly it is worth noting that not all of the
Watchmen in the city are pleased about the new state of
affairs—not by a long shot. They may be going along
with things because tl'ley fear for the safet'y of them-
selves and their families, but given the chance many
Watchmen will look the other way if they see seditious
activities taking place. The Inquisitors are not so slack
though... they are Vahn Oberen’s hand-picked men,
who once enjoyed great power during Vinter
Raelthorne’s rule. T}ley look forward to the return of
the old ways.

More Current Events in the City of
Ghosts

After the jai]hrealz in SOTE, Father Pandor Dumas
went into l]i(ling. Raelthorne the Elder has his
Inquisitors combing the city for the good priest, but so
far to no avail. Despite where the p]ayers may have first
stashed the good father, he has now insisted on inhab-
iting the attic of a haberdashery called Captain
Kurgan's Goods & Wares, owned by one Phineas
Kurgan, an old salt with a sharp tongue. Phineas is an
old friend of Dumas’, and the two of them seem sur-
prisingly close, especially for one of them Leing a high-
ly-placed priest of Corvis and the other an unshaven
ex-sailor who fashions himself a “scalawag” between
swigs from his wine bottle and absent-toothed cackles.
Nevertheless, Dumas trusts the man, and feels he is far
safer here than taleing refuge with any other Church
officials, all of whom are probably under watch.

The attic Dumas inhabits is a small and dusty place.
It has a bay window that overlooks the harbor and a
multitude of interesting gadgets and other items,
among these being a positive]y ancient collection of
dusty tomes on the lore and history of Corvis. It is in
these books that Dumas was inspired l)y the story of the
“Legion of Lost Souls”—a tale long lost these years in
the cobwebs of his own memory. After reading up on
the tale in some old history books, Father Dumas had a
trusted acolyte retrieve some more pertinent tomes
from his own collection so he could conduct further
research. The acolyte returned in the middle of the
nigllt, covered in sweat, with a paniclzecl look on his
young face. He had managed to gather most of the
books that the good father called for, and in the nick of
time. The cathedral was aflame! Dumas was dismayed
by the news, bowing his head and muttering that it was
no doubt the actions of the Vinter Raelthorne and his
Inquisitors. The priest offered a solemn prayer to
Morrow and retired in silence.

Most likely, the PCs are staying elsewhere, as
Kurgan’s is stacked to the ceiling with rubbish and
other second-hand goods. The DM might offer them
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some time to ro]e—p]ay as tlley retire to their quarters
for the night. Some PCs will obviously make a beeline
for the burning cathedral. By the time they arrive, one
side of the church is engulfed in flames, lighting up the
night and giving off tremendous heat. Three dozen
Watchmen as well as a two score citizens are ]:)usy com-
bating the fire as best they can, and a steam barge is in
the river beside the l)riclge pumping jets of water

tl*xrougl'x a Couple of massive hoses.

The next day, much of the cathedral is a blackened
husk. Devout followers of Morrow have
gatl'lered outside, some of them angered,
others weeping openly in the street. As an
explanation for the tragedy, a declaration
was posted early that morning. Signed
]Jy Mayor Borloc}], it denounces rogue
sorcerers as responsiljle for the attack.
'Our l)rave men are evemn now smolzing
these rats out of their holes," says the
sign, “‘and we shall step up our
efforts to control the sorcerer
menace L)’ any means neces-
sary.” Vinter Raelthorne, the
Inquisition, and now sorcer-
ers under siege—a cyc[e of
evil banished 10 years ago
seems to have returned to
Corvis.

Encounter:

An Old Friend

Timing: This should be the
first thing that happens to the
PCs.

Purpose: To get reac-
quainted with Alexia!

The first order of busi-
ness is to get the PCs in
touch with Alexia Ciannor.
Young Alexia has been
through a lot in recent
weeks. Half-mad with rage
over the death of her mot}ler, she caused Corvis a great
deal of damage in her revenge quest in The Longest
Nigl]t. While attempting to resurrect her mother, she
was cloggerl ]:)y the PCs who managed to nearly kill her
at the Temple of Cyriss in Shadow of the Exile. The last
time the party saw her, she was knocked off a precari-
ous plat{orm in a climactic battle, falling into an abyss
of swirling energies.

That seemed to be the end of Alexia, but she was able
to survive the fall thanks to a Care{uuy preserved and
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Alexia returns. ..

well timed featker fa” spel]. Un{ortunately for Alexia,
the machine in the Temple of Cyriss malfunctioned
when she p]unge& into the abyss, and the souls stored in
the Witchfire (which she had placed into the machine’s
receptacle) were channeled into the young lass’ l)ocly. In
the end, instead of bringing her mother’s lmcly back to
]i{:e, Alexia ended up with her mother’s soul inside
her—along with the souls of the other four coveners

killed l)y the blade.

The ozone-scented gusts of hot wind in the core of

the great machine carried the feather-falling
Alexia over the rail of a viewing Lalcony,
where she ]ay stunned for a moment. She
soon {oun& S]’le was al)]e tO move
though, and with a cacopllony of
voices {illing her head she man-
aged to escape from the Temple
and make her way back to Corvis.

Eventually Alexia aclaptecl, some-
what, to the presences inside her. Being
“reunited” with her mother has soothed
her to some clegree, but it has also perma-
nently unbalanced her—no one deals well
with extra voices in her head. Despite her
troubles, Alexia remains focused on tak-
ing out Oberen. In order to achieve her
goal she will offer the PCs her
assistance, but it's important
for the DM to remem-
ber that her motives
{7 remain selfish. She may
appear reformed, but
she is still quite ruthless.

A week after the end of
Part Il—two weeks at the most—
Alexia will approach the PCs some-
where in Corvis. How and where
exactly are not too important, but
here are some ideas.

> Alexia simply
approaches the PCs as t}ley
sit in a tavern
» Sheisfound waiting for the PCs when they return to
their quarters
»  Alexia may choose to approach the party in a public
p]ace, such as a crowded street.
> If the party has become close with Father Dumas,
Alexia may appear to the entire group.
L FinaHy, she may fall back on the classic: a note is
delivered to arrange a meeting with the party.

If the PCs try to attack Alexia, she will simply ﬂee,
using whatever spe“s she has to in order to slow the
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party down. She'll then try to use a note to arrange a
cease-fire and a meeting with the group.

Here's a Q&A for the DM to refer to when the party
meets with Alexia. For the duration of this adventure,
Alexia should appear stressed out, wild-eyed and more
than a little unbalanced. She's got five souls trapped
inside her, and each of them is slightly mad from a
decade of imprisonment in the Witchfire. Their voices
are always with her now.

Aren't you suppose& to be dead?
Despite your best eHorts, | seem to have survived.

What happenecl to you, anyway?

Z0 >0

You interrupted the resurrection procedure in the
temple, and when you knocked me off the plat{orm
I fell through the machine’s arcane energies. The
machine placed the souls that were h:appec[ in the
sword into my })ocly.

Q: Why are you sitting here with us instead of trying to
kill us?

My mother’s soul is with me, so I did succeed in res-
cuing ller, after a fashion. If she had been lost forev-

er, | assure you we wouldn't be having this conversa-

>

tion.
What do you want from us?
I want the sword back—but I also want to help you.

Why should we give you the sword?

Because it is too powerful for you to control. If you
haven't learned that yet, heed my words—don't
meddle with it.

Again, why should we give it to you?
Because I could take it from you if | wanted to; also,

>0 >0

> 0

[ am attuned to it now, and I can sense its presence.
Wherever you've hidden it, you won't keep it from
me for long.

What do you mean, you want to l'lelp us?

We have a common enemy now. Raelthorne has
taken the city. .. and Oberen is at his side, as ever.
Oberen must be slain, and if I have to go through
Raelthorne or anyone else to get him, so be it.

W.i'ny should we trust you?

You have little choice. Do you think that I pose a
greater threat to Cygnar than Ralethorne the Elder?
You've seen my powers... why hesitate to employ

20
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them against your enemies as well? And you cannot
imagine what I can now do with the Witchfire in my
grasp.

Q: Even with your l'xelp, how are we supposed to defeat
Raelthorne and Oberen? We hear they have an army
nearby that they will use to occupy the city.

A: Thats true. Raelthorne has an army of strangers
from the Bloodstone Marches reacly to take the city.

He can be stopped though, if we use the Witchfire
against him.
How can the Witchfire stop him?

It can raise the dead—and with it, I can control
them.

Thanks for the tip, sucker!
You do not have the ability to control the Witchfire's

power. However, with the souls of the five coveners
inside me... I do.

=0

=0

Q: Assuming we were agreeing with this plan, what
should we do now?

A: Go see my Uncle Pandor at Capt. Kurgan’s.. Ask
him to tell you the tale of the Legion of Lost Souls.
You'll see then. Make him understand that it’s the
only way.

And if we don't give you the sword now?

Speak with my uncle. Think about what I have said.

We'll talk again soon. You'll realize it's the right thing
to do.

With that, Alexia will move along. She will contact
the party again after they have spoken with Father
Dumas.

& 10

Encounter: Catching up with
Father Dumas

Timing: The PCs should seek out the Father after
they have spoken with Alexia.

Purpose: A meeting with Father Dumas is critical to
educate the PCs about the possible means of contesting
Raelthorne the Elder. This will likely be a long conver-

sation.

When the PCs tell Father Dumas about their
encounter with Alexia, he will be perplexed, but pleased
that she seems to be safe (and behaving herself). When
the party asks him about the Legion of Lost Souls (as
Alexia bid), he will summarize for them the story pre-
sented in the introduction on page 6. The Legion’s tale
is somewhat obscure as far as the general public is con-
cerned, but it is well known to historians. Every officer
of the Church knows of it, because of the miraculous
actions of the Archon. Any PC malzing a Knowledge
(history) roll of DC 18 will know the story too.

By the end of the Legion’s story, the PCs should be
putting all the bits together. A tomb full of dead sol-
iers... a magic sword that can raise the dead... this
would seem to point to some kind of plan where the
PCs open the Legion’s tomb, Alexia raises the Legion
with the Witchfire, and the undead army takes on
Raeltl'lorne’s army. O{ course, tl'le Legion's tomb is ful]
of vicious traps and crafty tests, and it has claimed the
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lives of many medcﬂing adventurers. But lqey, no one
said this would be easy.

If the PCs mention the idea of raising the clea.d,
Father Dumas will become quite flustered. “Oh no,” he
says, “This can’t be what the Archon meant. It is said
that the Legion will arise in time of great need, yes, but
not like this! The sword is evil—it can’t have been in
the Archon’s plans. This is madness.”

Madness it may be, but it also looks like the only way
to raise a few thousand soldiers to fight off Ralethorne’s
army. If the Skorne occupy Corvis, they'” be impossil}]e
to dislodge without a long siege. More importantly, the
city’s bridges provide an easy route for future Skorne
armies to cross the mammoth Black River and-march
south to Caspia. The fact is, young King Leto drastical-
ly underestimated the &anger posed l)y the Bloodstone
Marches. Cygnar has been caught with its doeskin
!)reec]"les down.

Father Dumas will not volunteer the idea of raising
the dead with the Witchfire, and he will argue with the
PCs if they suggest it. While he is initially horrified at
the notion, he does accept eventually that it may be the
lesser evil. The DM should take care to portray Dumas
as quite unsettled Ly the idea, and his acceptance of it
in the end is anything but enthusiastic.

At this point there are a few courses of action the
PCs can take. They may cooperate with Alexia, or they
may try to work without her. Eiti'ler way, sl’le should {incl

them again for a second conversation.

»  If the PCs believe Alexia, they can learn more about
the Legion of Lost Souls, hand over the Witcl'l{ire,
and head off to the tomb. Alexia will honor her word
and arrive at the tomb when the PCs have freed the
Legion.

» The PCs may believe that the Legion is the key, but
they may not trust Alexia. They may refuse to give
her the sword until tl’xey have openecl the tomb. If
t]ne'y try to make this l)a.rgain with ]1er, she will reluc-
tant]y agree. If the PCs leave the sword stashed in or
around Corvis, Alexia will find it herself within two
(lays and take it anyway. If they take it with them,
they will have to deal with all of its unpleasant side
effects as they travel.

»  If the PCs want to head off to the Legion’s tomb and
cut Alexia out of the loop complete]y, ’chey are ask-
ing for trouble. Tlley cannot use the Witchfire.
Alexia knows this, and she will show up at the end of
Act II to give them another chance to cooperate.

» If the PCs don't give a hoot about the tale of the
Legion, let them spend some days plotting other
things. In time, Capt. Helstrom will come to them
and say that he has heard about the Legion of Lost
SOLI]S {IUIT] Fatl'ler Dumas, an(l. he l'laS 3150 lleard

that Alexia has suggested this somewhat unusual
plan, and that it all sounds pretty sizetc]'ly but with an
invading army on the horizon he’s willing to take any
chance, so will the PCs please be good sports and do
this tl'zing?

If the PCs stubbornly refuse to investigate the
Legion of Lost Souls, they may still be trying to decide
what to do when Raeltl‘loxne's 10,000 Slaorne marcl’l
into town about a week later. What follows is left as an
exercise for the DM, but it will probably involve lots of
running and screaming.

Down to Business

If the PCs are intent on craclzing open the tomb of
the Legion of Lost Souls, their sturly of the legenc]. will
quickly indicate that they'll need some potent magic to
do so. The ancient door that opens onto the Legion's
resting place is reportedly magically protected. Father
Dumas is doubtful that anything the PCs can do will
crack it open, as it was enchanted l)y an Archon of
MUI[’OW.

Lucliily for the PCs, another ]egem‘l of a dark and

J.angerous p]ace comes to the rescue.

tis lznown,' intones Father Dumas, “that far
Il)eneat}l the city streets lies the resting place
of a giant—an enormous creature who once
pledged his life to our city in exchange for shel-
ter and protection. Kohlasa was his name, and
many hundreds of years ago he was the pride of
Corvis and a wonder of the realm. He was said
to clig our harbor with his bare hands, and to
move granite blocks like tl'xey were child’s toys.
He served the city—and even came to serve
Morrow as a Knight of the Prophet —for many
years, until he was slain l:y a great serpent that
had been p]agu.ing our rivers.

“Kohlasa was able to slay the beast with his
great hammer, but he in turn fell to its ven-
omous bite. As a hero of the city and the
Church, he was laid to rest in a mausoleum
with other Knights of Morrow. The Knights'
resting place has been lost, sunken with the rest
of Old Corvis now... but if it could be found
again, Kohlasa's hammer Duteous might be
able to open the tomb of the Legion of Lost
Souls. I can think of no other artifact within
our grasp suited to the task.”

A very natural question for the Father is, “as a priest,
how can you condone this kind of grave robbing?” If it
is asl-zecl, the Father has a good answer: Kohlasa was a
tireless defender of Corvis, and if it were possib]e to

». [
.< @ ’.
\J 4




speak with him, he would surely
approve of the city taking his ham-
mer in time of need. Desperate
times call for c!esperate measures.

Nonetheless, the good Father is
quite distraught at recent events.
Corvis and the Kingdom of
Cygnar may be in great danger, but
he doesn’t feel really great about
robbing one tomb in order to
crack open another...and then
using the Witchfire, the most pow-
erful necromantic artifact cur-
rently known, to raise a legion of
undead mercenary warriors, even
if they will be “fighting the good
fight.” On top of all that, Alexia
will be needed to lead the army,
and her credentials are less than
stellar, even in the eyes of her lov-
ing uncle.

In the end, Father Dumas will
support the PCs if they decide to
cooperate with Alexia and raise
the Legion—but he will be tor-
tured with doubt. As a holy man,
these actions are contrary to everything he believes—
but better to do something than nothing, he thinks.
And perhaps Alexia will redeem herself, he prays...

Damned if you do, damned if you don’t!

There is one more piece of information Father
Dumas has that the PCs should learn. It pertains to the
Witchfire; in recent days the good Father has been
researching the blade and other items like it to the best
of his ability, even conferring with a contact he has in
the Fraternal Order of Wizarclry. His readings have
indicated to him that while the sword is fantastically
dangerous, it might be even more dangerous to destroy
it.

t is not clear what might happen,” says the
IFather, “as no artifact of this power has been
destroyed in recorded history. The destruction
of similar objects has often been accompanied
l)y great calaxnity, tl‘noug']'l... I fear that the
cursed thing may be our bane even if it were
destroyed. I pray you, try to recover it from
Alexia so that it may be once again interred in
a safe place."
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This information about the Witchfire can be deliv-
ered to the PCs through other means if the DM wishes.
In many campaigns the PCs will be doing their own
research into the black blade, and they can learn the
same things as Father Dumas with a Gather
Information check of DC 24 (as always, the DM can
allow other skills to be used if appropriate). If the party
has made friends in the community of wizards, a warn-
ing can be delivered by those channels as well.

The party would do well to heed the warning. If the
Witchfire is destroyed, it will release all of its necro-
mantic energy in one titanic supernatural shockwave. A
black aura will wash over the land. The sky will darken,
a cold wind will L]ow, and all the dead for miles around
will be animated for a pro]onged period of time.
Without the Witchfire to control them, they will run
amok; it would be a catastrophe of unimaginable pro-
portions.

But Ley, what are the chances of that happening?
Who would want to destroy the Witchfire?

Alexia would.

The whole business with the mausoleum, the ham-
mer, the Legion of Lost Souls and the fight against
Ralethorne'’s army is all part of her plan to get at Vahn
Oberen. She intends to draw Oberen into battle and
slay him with the black blade; Oberen’s soul will be
trapped in the Witchfire, and to make sure that he can
never be recovered, Alexia will immediate]y dest-roy the
infamous sword. She isn't sure if shattering the
Witchfire will annihilate Oberen's soul or merely damn
it to an eternity of torment in an unreachable poclnet
dimension, but she'll take what she can get.

Alexia does know that tlestroying the Witchfire will
unleash terrible consequences, but she simply doesn't
care. The PCs may be fooled }Jy her overtures at coop-
eration, but the DM must not be. Revenge is still her
motive, and she is still wi]]ing to step on people to
accomp]is}) it. She has simply remembered that old say-
ing about flies, vinegar and honey.

It is important that the PCs not know what Alexia’s
plan is until the very last minute. She can freely talk
about taking revenge on Oberen, even killing him, but
she mustn't s]ip up and hint that she has anything spe-
cial planned for the sword. Nothing in her demeanor
should hint that she is willing to destroy the blade, or
else the drama of the finale will be compromised. If
necessary, Alexia will string the party along with lies
about how she will give it back to Father Dumas when
the current trials are over, or she will claim to render
the blade safe in her own fashion. She may even pre-
tend to be interested in capturing Oberen for trial in
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maze of flooded streets and dilapidated buildings, all of
it inhabited by the worst folks the city has to offer.

Caspia, but none of what she says will sway her course
of action at the end of Act 3.

Finding the Giant

With a few minutes of looking tl‘nrough his rescued
tomes, Father Dumas is able to turn up the location of
Kohlasa’s crypt—sort of.

fter he was slain ]7y the serpent’s venom,

Kohlasa was laid to rest in a mausoleum
dedicated to the Knights of Morrow,” says
Father Dumas, reading from a dusty tome.
“There is an old map here... my, the city was
small then...” he mutters, reading on. “Ah,” he
exclaims, putting the book down and pointing
at a spot on the map. “It looks as if the mau-
soleum used to be llere, near the waterfront, on
the northwest side of town. of course, that part
of the city has long since been built over.”

Any PC who has played the adventure Fool's Errand
or any PC who makes a Knowledge (local) roll of 10
will immecliate]y realize that the area indicated lJy

he Father pauses for a moment, a frown

creasing his face. He reaches for another
book, this one wrougl-lt with e]eg‘ant golden
tracery. As he flips through the pages, he mut-
ters, “there is another tale of and old church
that was swallowed up lJy the earth... I wonder
if tl'ley are the same place...' He continues to
scan the musty old pages. “Here it is. Prefect
Sahnder wrote of it centuries ago, before the
Corvis Treaties... he wrote that ‘the Km'ghts’
eternal resting place did vanish from sight over
the course of a fortnight, and that ‘thereafter no
bui’ciing could abide the land there, and the
Church issued a decree forbidding further con-
struction. That ancient proscription has long
since been {org'otten ; and the Church no longer
claims that land, so there must be sometl'l_ing
built there now... Yes, I'm sure that the Prefect
was writing of the giant's tomb. Most curious.”

Father Dumas is what is now known as “Filchers’ Any PC making a Knowledge (l"iStOt)’) check of 22
Crossing,” a really bad part of town. The Crossing is a will know of this story, and in addition they will know
rrible happened at the
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church.  With a  Gather
Information or Profession (l’listo-
rian) check of DC 26, the party
can learn the basic story of the
church mentioned
below—that the Prelate was seen
dead in the building before it
Legan to sink into the eartll, and
that his wife and his subordinate
priest went missing.

Any PC with any underworld

savvy at all will know that Filchers’
Crossing is the territory of one of

sunlzen

the largest criminal gangs in town,
the Griffons, and it is almost
totally lawless. Even the city
Watch fear to visit the Crossing
without strength of numbers.
(Incidentally, this makes Filchers’
Crossing a sp]enclid place to hide
from the law—if you can come to
terms with the locals, anyway.)

The party should quickly guess
that getting to Kohlasa’s crypt is
going to require getting into the
Un&etcity below Filcher's
Crossing. The Undercity is a
famous maze of old streets and
Luildings that have sunk into the
grouncl over the centuries and
been built on top of. It's a rough
place, and probably rougher than
average under Filchers’ Crossing.

If the PCs wish to learn the
location of the Tomb of Legion of
Lost Souls from Father Dumas
now, he will prcvide the informa-
tion, re{erting to another dusty
book or three. If the PCs don’t think that far ahead,
tl‘ney'“ need to return to Father Dumas once tlmey have
the hammer Duteous to learn where to go next.

Task: Exploring Filchers’

Crossing

Timing: Unless the PCs have other sources of infor-
mation besides Father Dumas, they won't learn that a
trip to Filchers' Crossing is required until they have the
conversation detailed above.

Purpose: To reach the tomb of Kohlasa and retrieve
his hammer Duteous, the PCs will have to find the

entrance to the old mausoleum holding the Knights of
the Prop!'net and other church heroes. Their best infor-
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mation indicates that the old building is beneath the
streets in this part of the city.

Filchers' Crossing is a maze of twisty streets running
between cli]apiclatecl warehouses and co“apsing facto-
ries. Many of the streets are ankle-deep in water, and
canals crisscross the area.

All of the Lui]dings here are abandoned, though
plenty of scum has settled here over the years. Most of
the people who live in Filchers’ Crossing are simple
thugs, not actually affiliated with the Griffon gang.
These folk are surly and violent, and will rob or mur-
der explorers without hesitation if they can get away
with it. Streng’clq is all they understand.

However, anyone showing strength in Filchers’
Crossing will quickly attract the attention of the
Griffon captains who run the area. Tl’ley'll react l:adly,
especially if it looks like the PCs are trying to take over
part of the Crossing for themselves. Luckily, though the
Griffons are Jangerous, t]'jey aren't stupid or psychotic.
If the PCs can propose a good cleal, tl‘xeyll listen.
Mostly though theyll just want the intruders to leave
Filchers’ Crossing. .. outsiders always mean trouble of
one kind or another.

Residents of Filchers” Crossing

When wandering the flooded streets of Filchers
Crossing, there is a 25% chance every 15 minutes of
meeting someone. The chance increases to 50% every
15 minutes if the party is making no effort to keep a
low profile.

> 50% of the residents are simple commoners of lev-
els 1-3. They are nasty, brutish people but they have
no special abilities. The commoners will be in
groups of 2—5. Most will be smart enough not to
menace a high-level party. Some won't, and sooner
or later the PCs will spill some blood because of
that.

» 40% of the people encountered in Filchers’
Crossing are more “advanced” criminals. Use the
Thug or Rogue archetypes from TLN 60, or create
Rogue or Warrior NPCs of levels 1-3 with the
charts in the DMG. (There is a 10% chance that any
such group will have a sorcerer of 1d4 levels.) These
punks are also found in groups of 2—5. They are not
actually Griffon members, but they may pretend to
be in order to frigl'lten outsiders. TIley will also
report anything strange to the Griffon captains in
order to curry their favor.

» 5% of the people encountered in this area will be
actual members of the Griffon gang, of varying
rank. Most will be “soldiers,” the basic gang mem-
bers, but there is a 1 in 6 chance that any Griffon
encountered is a captain. See Appen(lix B for list-
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ings of a few Griffon captains.
» 5% of the people encountered won't actual]y be peo-
ple, but stray dogs, feral cats, rats and other vermin.

Reaching the Undercity

The old church and mausoleum can in fact be
reached by an old door uncovered in the Griffon-con-
trolled Undercity. The Filchers' Crossing Undercity is
about the size of two city l)loclzs, and it is isolated from
the rest of the Undercity—a common occurrence.
Pockets of subterranean space like this are scattered
around Corvis, and most do not connect to each other.

The Filchers' Crossing Undercity is quite lively.
There are usually around 100 people in it, and it sports
a handful businesses that cater to the criminal ele-
ment—two taverns, a fence and weapons dealer, and a
brothel. There's also a {ighting ring and a handful of
floating dice and card games. While the Undercity here
is a gang stronghold, the Griffons do allow entrance to
non-members. (See “The Front Door” below for

details.)

Just because the PCs get into the Undercity doesn’t
mean that it is clear sailing. It's a tough place, and it's
quite 1il=ely that someone will try to pick a {iglmt just
because they don't like the way someone looks. People
will give misleading answers to simple questions and
generally give the newcomers rotten treatment until
they have proven themselves. The PCs should always
feel as if they are in danger here—because they are.

This pocket of the Undercity can be reached from

three openings.
The Front Door

The run-down warehouse at the corner of Black and
Merchant Street is the “front door” to the Filchers'
Crossing Undercity. A dozen Griffon tllugs and cap-
tains are always hanging around this building, as are a
score of other dirtbags. Inside the warehouse is a creaky
mechanical lift.

Because it is heavily used, this entrance is easy to
find. Any PCs who spend time investigating the move-
ments of the Griffon gang members in Filchers
Crossing will quickly learn about the warehouse. If the
PCs stake out the warehouse, the DM should relay the

following scene to them at some point.

s you watch, pair of burly thugs drag a man
towards the warehouse doors. The man is
lzicliing and screaming, trying to get away.
“Don'’t put me down there!” he begs. “I didn't do
it! T didn't do it! Tell Selar I didn't—* His
words are cut off as one of the tllugs drives his

ham-sized fist into the man's stomach, dou-

bling him over. “Shut up, snitch,” he snarls. The
onlookers laugh and point. “You got a date with
the ghost, mate!” says one of them. “He’s gonna
love you!”

The tl'mgs take the man, now silently sol)l)ing, into
the warehouse.

(Bonus points for the DM if the man the PCs see
being dragged away is someone they have dealt with ear-
lier while trying to get information about the Griffons!)

The PCs can easily see other exchanges Leing made
if tlxey watch the warehouse long enough—women in
gautly ma.lzeup, escorted Ly men in ornate hats; kegs of
ale; unmarked chests and various other tl'lings may be
seen entering or leaving the building. There is also a
steady stream people coming and going.

It will be extremely difficult to use this route without
official approval from the Griffons. The party would
have to sneak ]:)y the guards and visitors and operate the
lift without being seen. If they knock anyone out, the
whole Undercity will be put on alert when the incapac-
itated guarcls are found—or when t}xey are found to be
missing.

However, the PCs may be able to negotiate entrance
freely. The Griffons are willing to let strangers below if
they think there might be some profit in it. The PCs
can claim to be there to gamble, drink or even visit the
brothel. If they sound convincing, the thugs will let
them in—after clemancling some coin, of course. The

more affluent the PCs look, the stiffer the bribe will be.




(Long-time customers do not
receive such shocuy treatment.)

PCs who look totally out of place
will not be welcome and the t}mgs
will pressure them to leave. The
tlmgs will consider any of the fol-
lowing to be “trouble”: officers of the
law, army officers, Elves, monks,
paladins and clerics (unless they are
alrea.tly faithful customers, like that
one Rector...). Obvious sorcerers
and wizards are definitely not wel-
come, and anyone who smarts off to
the thugs or says anything suspicious
will not be welcome below either.
The gatekeepers will also insist that
the visitors relinquish their weapons
“for safe]zeeping." The party will
proba};]y need to find a way to sneak
their weapons in, unless they have
negotiated a deal with the Griffon

leaders.
Tl'le Back DOOI'

The second way into the
Unclercity is t}lrougl'n a seldom-used
“back door.” This second trap door
is hidden in another run-down
building on Gold Street. Its exis-
tence is only known to a handful of
Griffon captains. The Luilding the
“back door” is in is guardecl }Jy afew
thugs, though they don’t know that's
why they have been assigned there—they were told to
guard a small sum of coin hidden here as a ruse. The
money (500 gp) is in a rusty iron chest, concealed under-
neath a pile of damp, low-quality coal on the warehouse
floor. The chest (DC 22 to open the lock) is protected by
a needle trap (Search DC 20 to find, Disable Device DC
20 to defeat, 1d4 temp Con damage, Fort save DC 12
to avoid). The trap door concealing the tunnel is under
the rotting floorboards of a back room (Search DC 24 to

locate). It hasn't been used in months.

The back door is much harder to learn about (Gather
Information DC 32). At any time there are only about
four Griffon soldiers assigned to guarding it, and they
don't even know that it’s there. If the PCs investigate the
building, they may become suspicious that there’s more
around than just the gold. .. then again, they migl-xt not.

The Gertens’ Tunnel
Final]y, there is a third way into the Griffons' under-

ground hangout—an old tunnel, Legun as part of a
crime lord war. A few years ago, the Gertens family—
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the major underworld player in Corvis—were in an all-
out war with the Griffons. They began to dig this tun-
nel in order to create their own secret entrance into the
Griffon’s Undercity hideout, in preparation for a raid.
As it happens, the conflict was resolved before the tun-
nel was completed, but it remains to this day. The tun-
nel begins in an abandoned sewer below Judge Street,
and it reaches about 100 yards, to within a mere five
feet of the Griffon hideout. The passage is narrow,

damp and in danger of collapsing, but it's still an option
if the PCs learn about it.

If the PCs have contacts in the Gertens crime fami-
ly, they may learn about the tunnel that way. It is also
possible to learn about the tunnel from the Filchers
Crossing locals. A handful of them helped the Gertens
back when the tunnel was being excavated, though they
live in fear that someone in the Crossing will find that
out. PCs who investigate Filchers’ Crossing may see
one of the local Gertens snitches snealzing across town
for a meeting—this would be a good opening for the
party to pursue. The snitch mig}lt know about the tun-
nel, or he might be able to tell the PCs how to reach the
Gertens {amily if tlley want to lobby for assistance.

The way the party conducts itself Juring this inves-
tigation can have a great impact on their future in
Corvis. At best, they may form a business relationship
with the Griffons. At worst, they will all be marked for
death for their meddling. They may even “‘meet the
ghost" if they aren't careful. ..

Task: Exploring the Undercity

Timing: It is most likely that the PCs will learn of
the Undercity beneath Filchers' Crossing by nosing
around and interviewing the locals. In the event that
one or more of the PCs has good knowledge of the
Corvis underworld, the party may be able to make a
beeline to this Undercity entrance, skipping the previ-
ous Filchers' Crossing exploration.

Purpose: The PCs need to explore the Undercity,
loolzing for a way to reach the sunken mausoleum that

holds Kohlasa and Duteous.

This pocket of the Undercity, like all the others, is
formed lny the hulks of ancient l)ui]dings that have sunk
into the ground. It is a maze of ancient stonework and
clarnp earth. Old cobblestones are underfoot in some
places, and in others the locals have used masonry or
timbers to prop up the sagging ceilings. Pockets of
muddy water dot the ground, and the damp earth is
always dripping. Overhead is either mud and rock, with
the foundations of modern Luildings and cobblestone
streets peeping though.
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Where the shells of old l)uildings make for poclzets
in the ear’tl’l, the Griffons and their }langers—on have set
up shop. A few small businesses thrive in the Undercity,
and the local crime lords frequently meet here. Some
rooms are full of rowdy revelers; others hold intense
card games. Torchlight is the norm, making the whole
place l'lazy with eye-stinging smoke.

There are many sections of the Undercity that are so

dismal or clangemus that no one visits them. Some

areas are in danger of caving in, and others are worth-
less puddles of muck. Occasionally, bodies show up in
these places, but this is frowned on; the Griffons prefer
that 'Eigl'xts be taken outside, so that there’s no cleanup.

They also don’t want to scare away rich customers, like
that lecherous Rector...

While in the Undercity, use the guidelines above list-
ed for Filchers' Crossing to determine the class and
level of the people the PCs meet. Unless otherwise
specified, everyone in the Undercity is human.
Everyone also has a bad attitude, tlxoug}l on}y the cra-
ziest people will actually initiate hostilities.

Besides the numbered rooms below, here are some
other encounter ideas for the DM.

» In a dark area, two or three men are roughing up
another fellow, demanding that they be paid.
» The PCs find a man who has just had his throat cut.




> A few people are digging
something upina disused chamber.
They refuse to discuss what they are
doing and demand that the PCs
move along.

d The PCs experience a small
cave-in, and wet earth slides into
the corner of a room.

Lastly, the DM will note that the
Undercity locations do not have a
listing for Enemies, Tricks &
Traps, Treasure and the like, as
most other room-based encounters
do. This is intentional; this isn't a
dungeon that is to be cleaned out.
The people in each room may be
enemies, friends or neutral
depending on what the PCs do.
There are no treasure chests to rai(l, at least not safely.
There are no monsters lurking in the shadows. The
intent is for the Undercity to feel like a living part of
Corvis, not some old crypt for the party to plunder.

Unfortunately it is not possible to list stats and
names for all the people below the streets of Filchers'
Crossing, so the DM should have the DMG llan(ly in
case stats are needed for rogues, commoners or other
folks. If the DM always prefers to be “armed for bear,”
there are online NPC generators that can quiclzly roll
up an army of detailed NPCs before the game—check
this book’s Special Thanks for a link.

I. Lirf (UPPER)

Acrealay metal platform is set in the middle
of a damp and cracked warehouse floor. A
man stancling lwy the side of the platform yanlzs
on a lever ptottur.ling from the stone ﬂoor, and
the p]atform lurches and l)egins to descend. In
a moment, the handful of people on the lift are
lost from sig}nt.

A rickety mechanical lift is used to take groups of
people into the Undercity, 40 feet below. The lift is
operated by a man who remains topsicle, and the pas-
sengers have no control over the device. There is an
escape route in case the lift fails: a spiral staircase is
concealed beneath a trap door near the lift (Search DC
20). The door can only be opened from beneath unless
one takes a pick to the stone portal that conceals it.

Remember that the PCs will have encountered many
Griffon members by now, and they will probably have
been relieved of their weapons unless they are excellent
negotiators.
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I. Lirt (LowER)

T}le lift comes to a hard stop some 40 feet
below the streets of Filchers’ Crossing. A
sturd.y iron gate stands between you and the
Undercity. A small group of toughs surveys you
from the other side of the bars, trying to decide
if anyone looks like trouble. After a moment, a
man steps forward and holds out his hand. “Yer

weapons, mates,” he growls. “Less'n you got a

permit!” cackles another man.

Cru&ely laid Hagstones and mortar shore up the
walls of this room, and three timbers prop up the ceil-
ing. A damp stone staircase reaches upwards into the
rock, and water drips from the ceiling. The walls are
covered in profanity and limericks, frequently making
reference to a Rector in the Church of Morrow who
seems to be a frequent visitor.

Once the visitors hand over their weapons, the men
will open the gate and wave them off the lift. If anyone in
the lift is causing trouble, they are easy pickings for the
guarcls above and below, who will be able to shoot at them.

Aside from the lift, there is nothing interesting in this

chamber. The stairs lead up to the emergency exit men-

tioned above. The trap door opens easily from the under-
side.

2. TuE BLack EYE

raggecl hole has been torn out of an old
brick wall, and a [i]thy black curtain has
been tacked up to cover the gap. A badly paint-
ed eye has been marked on the wall in black

paint. Upon parting the curtain, you see a large

c]m.nll)er full Of revelers.

The “Black Eye” is a tavern, {requentecl l:y Griffon
members and their pal& There will always be at least 20
peop]e here. Booze is constantly Lrought in from above
to feed the party that never stops. T' here’s almost always
some gamln]ing happening here too, if any of the PCs
want to get in a quiclz game. If they are short on coin,
t}ley can get a 50 gp marker from the }.)arkeep, a Rog4
named Makrid.

3. Mistress MAaGDEN’'S

—

swath of red velvet is tacked up over a por-

tal at the end of the damp passageway.
Fragrant smoke drifts from the curtain, and
the sounds of laug'lling echo within.
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As the PCs approach, a ]aughing man parts the cur-
tain and exits the brothel. He is Rector Fodor, a minor
figure in the city's Church of Morrow hierarchy. The
Rector (who is naturally not wearing his sacred vest-
ments) is a {requent visitor to Mistress Magden’s. APC
who has a role in the local Church will recognize him
with an Int check of DC 18. If C}]anenged, Rector
Fodor (Clr 2) will do his best to cleny his identity and
flee from the PCs. If the PCs threaten to turn him in,
he will Legin sol)l:)ing, })egging them to have mercy on

him. “I'm weal:z, weak in de f]esh, [ am!”

Beyond the curtain is a large room further divided
with fabric lnmg from the ceiling. A small brazier is the
source of the scented smolze, and three lanterns are
providing light. Mistress Magden herself (Expert 6),
four of her working girls (Expert 2) and a guardian
t}mg named Ghork (Warrior 7) are here chat'ting. If the
PCs enter the brothel, Mistress Magden will do her best
to convince them to stay and sample her wares. If the
PCs try to get information out of her, she will tell them
the normal Undercit—y scuttlebutt for a few gp (includ-
ing tales of “the ghostn). 1f tl’ley have any pointed ques-—
tions about the Griffons’ affairs, she will not play ball,
and Ghork will ask the PCs to leave “before’n someones
gets hurted, onit.” He'll also report them to Selar. (Wl'ny
does he say “on it” after almost every sentence? No one
knows and no one asks.)

Se’ar

4. Tue Bucket

oud clmeering’ washes out of the (loorway
La}xead of you. Inside the room, a score of
people stand shoulder to sl-noulder, watcll.ing a
sour-faced dwarf try to drink a grim lool:ing
woman under the table. Each drinker has nine
shot glasses upended on the table in front of
them. As you watch, the dwarf reaches for
number ten, full of an emerald green llqu.lcls, but
he slum ps in his seat and knocks the glass over.
With a groan he slides to the floor, motionless.
The crowd erupts into cheers and boos, and
money begins to cl'lange hands. The woman
stands up and begins collecting coins from
many of the watchers.

The Bucket is the other Undercity bar beneath
Filchers' Crossing. The dwarf (who will be passed out
for l’xours, and will wake up without his trousers or
money or honor, having been drunk under the table })y
a half-elf) was in a drinking contest with a powerful
Griffon captain named Selar (Appendix B). Selar has a
notorious constitution and a taste for a vile green
liqueur called “mehir,” recently banned in the King&om
for its tendency to cause hallucinations and madness in
those who consume too much.




The Bucket has a private back
room where l1ig11~ranlzing
Griffons can often be found
scheming and playing cards. No
one enters uninvited. Selar spends
much time here, as well as at the
bar with her foul green liqueur.

5. Grirrom HQ_
he exterior of this build-

ing is decorated in scarlet
l:armers, which seem out of
pla.ce in the gloomy
Un(lercity. Some well-armed
lounge around the
entrances, lzeeping an eye on
everyone wallzing l)y.

men

This cluster of rooms is the
Griffon's main hangout and head-
quarters. There are always at least
a dozen people here, and visitors
are not allowed unless escorted. If
the PCs do get inside, they will
find the usual assortment of peo-
ple playing cards, doing paperwork
and gossiping. Unlike the rest of
the Undercity, Griffon HQ is neat
and clean, with fine furniture and
beautiful artwork (all of it obvi-
ously stolen). 1d3 higl'l—ranlzing
Griffons such as Selar and Malek
will always be found here.

One of the rooms has a few prisoners secured with
manacles. These are people who have acted against the
Gri“ons, or who need to be sweated for information.
Some of them may even have a date with the Ghost in
glays to come.

In the most remote corner of the building is a hid-
den floor safe (Search DC 24, Open Locks DC 26,
needle trap Disable Device DC 20, damage 1d4 temp
Str, Fort save DC 18). Inside the safe is 5,000 gp
worth of assorted gems and a pouch containing a dozen
magical charges for a small pistol. Each charge is +1 to
hit and to damage. Since there are many “standard”
sizes for ammunition, there is only a 25% chance that
these charges will be compatible with any given modern

small pisto]. Each charge is worth 50 gp-
6. TuE Rinc

his is the largest room you have yet seen in
the Undercity. Stout timbers are placed
every ten feet or so to prop up the ceiling, and
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a dozen lanterns are hung about for lig’l'lt. Half
of the lanterns shine on the center of tl'le room,
where a raised stone circle sits. Two men are
fighting on the dais while another twenty or so
watch, ye"ing encouragement. The [—ig’}lters
(wl‘m are una.rmexl) are Leating each other sav-
agely, and flecks of blood spray onto the roar-
ing crowd. Things look evenly matched, but the
smaller of the two men is able to throw a hold
on the larger, who taps out just before he pass-
es out on the stone floor. The crowd cheers for
the winner, money cl’langes hands, and two new
[ighters take off their shirts and enter the ring
as the loser is carried off.

This underground 'Fighting ring is small, but notorious
for its savagery. The ringmaster is a tall Khadoran expatri-
ate named Nerudd. He can always be seen pacing back and
forth, watching the fights with an eagle eye. Nerudd (Ftr 8)
is the equivalent of a lieutenant in the Griffon hierarchy,
but he avoids politics, focusing his attention on the ring
and training Griffon soldiers in street fighting. Nerudd is
distrustful of outsiders, but he'll readily accept anyone’s
money if il’ley want to bet, and he will respect anyone who
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volunteers to fight, even if they do poorly. There are no
prizes for the winners, but any PC who fights bravely in the
ring will get some “street cred” with Nerudd's crowd, which
might lead to a good word in one of Selar's mangled ears.

The rules of the ring are simple. If someone says “stop,”
goes limp or taps out, the 'l:igl'lt,s over. There are two guys to
a figl'xt, one fig}lt at a time, and no shoes or shirts.
Spectators are not welcome; if you stay and watch, you are

expected to fight.

If the PCs check out the crowd, tl'ley will see a grim-
]oo]eing man in plain black garl-» Lea]ing some of the {ig]’nt—
ers. The man is a cleric of Thamar (3rd ]evel) named
Severin. Most of the fighters refuse to accept his offers of
help, knowing that they may come with a price.

7. Private Room I

Fivc pcoplc sit around a table here playing’
cards [)y torcHight. They glare at you,
clearly unl’)appy at the interruption. “This is a

private game,” rasps a short man with greasy

black hair. “Get out.”

T T —
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The card players are all Rog 5's except for the man
speaking, who is a Rog 7. Timeck is his name, and this
is his regular game, a cut of which goes to Selar, and so

on up the Griffon ladder.
8, TuLry's

T}lis room is dry and neat, in sharp contrast
to the rest of the Undercity. The walls are
lined with racks of weapons and armor, with
more items pi]ecl on shelves and in glass-front-
ed cabinets. A counter spans the middle of the
room. If you didn't know otherwise, you m.ig‘]’lt
think you were in a shop above ground.

A thin man with a humped back and thinning hair
stands behind the counter, squinting at you t}lrough an
increcli].lly thick pair of spectacles. “Buying or selling?”
he says.

Tully (Expert 8) is a fence and weapons dealer. He
has been allied with the Griffons for many years, and
has made his home and business here in the Un(lercity
for over a decade. He is quite adept at appraising mun-
dane items, and he will be willing to buy items from the

_ i
- jr,uiq'i

ik
L

T

LH

| i

g | iw ”" “




PCs that he can easily resell—
gems and ]'lig]'l—quality weapons
especially. Tully will offer 40-
50% of what the item is worth,
thougl'l a regular customer or goocl
haggler can get up to 66%. Items
that cannot be easi]y resold, such
as personalized weapons or iewelry,
will be bought for no more than
20% of their market value, since
tlley need to be moved out of the
city to be resold.

The old fence also has a good
supply of weapons and armor
(including a couple of firearms
and a score of charges for each),
thougl'x he will only sell them to
gang members or “approved” guests
in the Undercity. If this is the PCs’
first trip down, they probably had
to sacrifice their weapons at the
door and Tully is smart enough
not to replace them.

Tu“y knows everytlming about
the Undercity. He's too smart to be
tricked into divulging any Griffon
secrets, though he'll happily tell
the PCs about “the ghost” if they
ask him. “Got another one today,
he did!” hell cackle. “That fella
learned not to cross us, eh? El]?"
Tully does know where the people
who “meet the ghost” are taken,
and he will tell the PCs if he is

asked. Why not? You'd have to be
crazy to go tllere, after a“.

Obviously Tu“y can't stand up
to the PCs in a fight, but if they lay
a {inger on him they will be clig—
ging themselves a (].eep, deep hole.
If the party threatens Tul]y he'll
try to make that clear to them.

9, GerTens Tuvnmer Entrance

To the eye, this is an unremarkable pocket of damp
earth. When completed, the tunnel the Gertens family
started would open onto this area. The area is infre-
quently visited and is thought to be quite hazardous—
the wet earth and ancient stonework overhead seems as
if they will col]apse any day now. The Gertens tunnel is
just a few feet throug}x the wall, tl'louglj. It could be
opened with 20 minutes of digging if anyone knew
about it.
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10. Private Room 2

Adozen men crow(l t]-lis sma]l cham]:er,
playing dice. The game board is scratched
onto the ﬂagstones with chalk. The crowd is
boisterous and apparently in a good mood,
since someone’s having a good run of luck on
the dice. The croupier is an older man with a
giant scar on his right cheek. Standing behind
him, keeping an eye on everything, are two

younger men with fat pistols tucked into their
belts.

The players are a mix of Griffons and other local
thugs. The croupier is named Sadrick, and he is one of
the Griffons’ most well-regarded henchmen. He can
almost always be found here in the Undercity, running
a game 0{ carrls or dice, l)acleecl up Ly a couple 0{
Griffon soldiers. This is an official Griffon game, and
the entire take is split up by the captains. Sadrick (Rog
5) knows everyone in the Griffons, and knows of every-
one of import in the rest of the city’s criminal under-

world.
I11. BARRACKS

unlz]:eds an(l Leclrolls flll t]1is room. A few
tables and chairs (made of old crates) occu-

py the center of the chamber. A handful of men
lounge about, playing cards or sleeping.

The Griffons maintain a couple of rooms for their
soldiers to live in. Most of the men prefer to find nicer
accommodations above ground, but this relatively clean
and dry room is one of the benefits of being a Griffon
member. There will be 2d6 men here at any given time,
all low-level rogues or warriors.

12. Tae Secret Exi¥
he street-tunnel ends at a cru:nl:ling stone
portal, the wooden door long since turned

to dust. The word “danger” has been painted
onto the wall l‘lere, and new planlzs bar the
entrance. The room l)eyoml is fi]t]ly and clear-
ly hasn't been used in ages. Stones and piles of
earth are scattered across the floor.

Inside this room is concealed the entrance to the
“back door” tunnel (Search DC 24). The Griffons have
cooked up a story about how dangerous this section of
the Undercity is to keep people away. It only took three
bodies to demonstrate the danger from “[alling rocks,”
but the point is now made and no one ever comes here.




1f the PCs are seen to show undue interest in this room,
they'll quickly get on Selar’s watch list.

13. Tue Stinky Pit

deep fissure mars the earth here. From far

below is the sound of running water.
Scraps of gar]:)age litter the grouncl, and the
stench of an outhouse overwhelms you.

The crack in the ground leads to an undergmund
river about 50 feet below. This is where most of the
Undercity’s chamber pots and other gar}mge are
dumped. )

Anyone £a“ing
into the water is
in big trouble, as
they will be
swept away ]:>y

the

ground river

under—

to parts
unknown. Kind
DMs will let the
swimmer be car-
ried to a cave
where tl'xey can
crawl out of the
water and search
for an exit.
Really kind DMs will allow the PC to find their way
from the cave to the sunken mausoleum in some fash-
ion.

14. THE GHOST's Door_

ere is exposecl an old rusty wood and iron

Hdoot, framed in cut stone blocks and

barred with a stout rod of iron. The soft earth

here is churned as if the area was recently visit-
ed. Hash marks numbering thirty-six are
scratched into the rust.

The PCs will quickly notice that the door is shaped
strangely, and the iron rod barring it is hung on impro-
vised mounts. The door is actually at the top of the
sunken church's hell tower, and the spool:zecl Griffons
added the improvise(l lock to it years ago. The place has
aterrible reputation, and no one comes here unless tl'ley
are under orders to throw a snitch behind the door.
Below lies the old church and mausoleum where
Kohlasa and other Kniglqts of Morrow lie. The ancient
structure is infested with evil, which the PCs will
encounter soon enough.
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Common Room Types

UnmaRrRRED: Empty

All of these rooms are the same—old stonewor]z,
with dirt and muck rlripping in t]u'ouglx the gaps in the
masonry. Often parts of the walls or ceiling have col-
lapsed, and sometimes timbers can be seen propping up
the weak spots. Here and there a mushroom may grow.
Undercity legend has it that the mushrooms grow
where bodies are buried. (The 1egenc} happens to be

true.)

These rooms are disused partly because t}ley are
known to be dangerous' but also because tlley are (lamp
and clisgusting. If the walls or Ceiling are struck, for
example ];)y a bullet or
stray sword swing,
there is a 50% chance
of a clump of stone,
dirt and crumhling
cement with fall to
the floor. Anyone
caught under stones
falling from the
cei]ing will take 2d6
clamage (Re{ save o{: 14
for half damage).

At the DM’s option
any of the ‘empty”

Coms uff/u' Realn

rooms can
additional encounters. There are plenty

of lowlifes in the Undercity.

serve as

G. GARBAGE

These rooms are much like the Empties, except they
have been nominated as trash ljeaps. Piles of rotting
rubbish will fill the chambers and spi]] out into the
Undercity’s streets. There's nothing of value in the
garl:age, but if the PCs insist on loolaing no one will try
to talk them out of it.

R. REsiDEnfiaL

These “residential” areas contain crude bunk Leds,
piles of straw, {ilt}ly blankets and other home furnish-
ings of the hard-luck drifter. There will usually be a few
commoners or rogues sacked out here, often suHering
from drunkenness or hangovers. No one claims these
”ophouses as their turf, and PCs will be free to come
and go, tl'xouglq tl':ey will probably meet some rude,
sme“y people.

T. Ture

“Turf” rooms are empty chambers in goocl repair that
have been claimed ]:)y some of the toughs who spend
their time in the Undercity. Small groups of unsavory
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men and women may claim these areas to conduct their
business in, perhaps even setting up housekeeping.
Visitors are not welcome, and PCs who make enemies
of people in these areas will quickly make a name for
themselves. (The Private Rooms listed in the numbered
areas would be classified as “Turf.” The DM can easily

create more similar encounters as clesire(]..)

Anyone temporarily claiming turf down here does so
at the Gr_iHon's pleasure. If the gang members need a
room for something, they will have it, and anyone
already in it better be smart enough to clear out.

Task: Exploring the
Mausoleum

Timing: Unless the PCs have made some extreme]y
lznowledgeal:)le contacts, they're probal)ly going to need
to explore the Undercity before they find the old mau-

soleum.
Purpose: Get Duteous and get out alive!

The mausoleum is composed of two levels. The
upper level was originally above ground, and was a
Church of Morrow, used l)y the pul)]ic and administered
Ly Prelate Tomassen. The Church had two apartments
attached to it, one for the Prelate and his wife, and a
smaller room for his associate priest, Father Cappus.
Beneath the Church lies the mausoleum. Several
chambers hold the remains of the church’s Knigh‘cs, and
another room was once used for the preparation of the
bodies. The largest of the burial chambers bears the
corpse of Kohlasa the giant. Prelate Tomassen and
Father Cappus were also responsible for tending to the
mausoleum—a post of great honor. (A similar mau-
soleum lies below the ruined cathedral that Father
Dumas called home, tl'lough these days the Church
prefers for most of their heroes to be interred in the
Grand Sanctuary, located in Caspia.)

The mausoleum level is now flooded, and the whole
structure is infested with evil—the duo of Renfrow and
Father Cappus, entities who have been here for cen-
turies. There is also the “boneswarm,” a horrific crea-
ture that is the Lyproduct of the duo’s centuries of
malevolence. Lastly, the whole site is effectively under
a permanent unhallow spell.

The Story of the Prelate, Father Cappus

and Renfrow

Centuries ago, the Church and its subterranean
mausoleum were a fixture of a peacefu] waterfront
neigl-ll'mr]-noocl in Corvis. For many years the mau-
soleum was used to ]ay to rest Morrow's noble Knights
of the Prophet, and the people of the area gat]'xere& in
the church above for wors}jip. Prelate Tomassen tended

the flock and oversaw the mausoleum, and he was
assisted Ly a younger man, Father Elgen Cappus. Both
lived at the church in modest apartments, the Prelate’s
space being a bit bigger due to his rank and the fact that
he was married.

After a few years of wor}cing with Father Cappus,
Prelate Tomassen learned something terrible—the
Father and the his wife Liandra were l'laving an affair,
and had been for quite some time. When the Prelate
found out, he went into a murderous rage, and late that
night he undertook some terrible deeds. Blinded by

hatrecl, revenge was all he craved.

First, he resolved to deal with his wife. He lured her
into the mausoleum under some false pretext, and there
he beat her savagely with his scepter of office. The
Prelate then clumped her ]imp and l)]ondy form into a
stone sarcophagus that was Leing prepared for a fallen
Lnight and went in search of Father Cappus.

The other guilty party was found upstairs, praying in
his quarters. The Prelate burst in and accused him of
adultery; Father Cappus denied it, and then the men
struggled. Once again the Prelate’s scepter was swung in
anger, and soon Father Cappus too was incapacitatecl.
He was taken below and sealed into the sarcopl’xagus
with the Prelate’s wife. At this time, Liandra still lived,
though just barely.

Later that nig}lt, the Prelate, rea]izing the horror of
what he had clone, took his own life in the hall of wor-
ship upstairs. As his life’s blood left him, he s]umpec{
onto the church’s white marble a]tar, further de'fi]ing
the House of Morrow. Before his clemise, the Prelate
wrote a brief note and left it in his office, but as it hap-

pens no one would ever read it.

Meanwhile, downstairs, Father Cappus came to his
senses. Finding himself t‘rappecl in a dark p]ace with the
unconscious form of his lover, he bcgan to scream for
help. He bloodied his fingers on the unyielding stone that
surrounded him, but to no avail. He tried to heal
Liandra, but he was unable to—due to his own aclu]tery
and tlm murc]erous actions 0[ the Pre]atc, Morrow had

turned away from the defiled Church and those within it.

The next morning, the neighborhood folk arriving
for worship found a strange and terrible sight.
Mysteriously, the church had begun to sink into the
ground; about one foot was already consumed. Inside,
the parishioners found somet]'iing far worse—Prelate
Tomassen dead upon the church's altar, ClutC]’liﬂg his
Hoody scepter in one hand and a l)locdy dagger in the
other. The Prelate had slit his own throat, and tendrils
of Bright red blood crept to every corner of the sanctu-
ary. A chill came over the onlooleers, and they fled the
l)uilding in terror. When the ”igh Prelate of Corvis
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came to investigate that afternoon, the huilding had
fallen even farther into the Earth, and he declared it to
be off limits. No one ever entered the building again, at
least through the front door.

Over the next two wee]es, the earth completely swal-
lowed the Church. The dead Prelate was explained away
by the Church as a murder victim, but with the building
unsafe to enter t]xey could not investigate the crime.
Many of the parishioners swore that the Sinlzing was
Morrow's doing, that he was erasing some great evil.
Others claimed it was a freak occurrence of nature, but
clespite the brave talk no one would go near the site.
The official Church position was that nullling out of
the or(linary had l’lappcncd, and so little of the event
has survived in their chronicles. The unofficial position
was that some unknown atrocity has taken p]ace, and
they wanted to keep it quiet.

(On the spot over the old
church, nothing could be
lJuiIt, for the earth would
swallow the foundation
stones before anything
else could be build on
top of them. Over the
decades this effect less-
ened, and today a ware-
house does stand over
the cursed site—but the
blight dooms anything built on
or near this spot to unusua”y fast
decay and E)anl lucla. In £act, t}le misera])]e state of
Filchers' Crossing is due in part to the node of evil

buried below it.)

Underneath the sinlzing
church, tra.ppec] in

his stone prison,

Father Cappus screamed for Clays. No one came to his
aid. Liandra never woke up, and Father Cappus lxegan
to go mad, there in the dark. He also became llungry
and terribly thirsty. He held out as long as he could, but
eventually he did the unthinkable, and he began to feed
on the unconscious form of Liandra. Her flesh and

blood sustained his lmdy, for a bit, but with his gl'loul-

ish act his soul was lost.

Weak from hunger, falling further into madness and
hatred, Father Cappus ]ingered on in the dark for
weeks. Eventually he expired,
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but even then a new horror awaited him. The hateful
Father Cappus had become a gl')os’c, doomed to haunt
the mausoleum for eternity. And the lmnger... there
was still always the hunger.

The gl‘iost of Father Cappus haunted the sunken
church in solitude for about one hundred years. Above,
the city had continued to grow and the mausoleum was
falling from memory. Eventually, someone who did not
know the old story found a way to get into the sunken
building, and entered, hoping to find easy loot. The
individual was a low-level rogue named Ren{rnw, a
weak-willed and cowardly man. Renfrow crept around
the old church and mausoleum looking for things to
filch, but instead he found Father Cappus. The evil
spirit filled the room with cold and inlzy darkness, and
Renfrow fell to his knees, Legging for his life.

On the verge of consuming Renfrow’s soul, Father
Cappus stopped himself, seeing a use for this pathetic
creature. And s0, a deal was struck... Cappus would
spare Ren£row, but Renfrow must ]J[‘irlg more peuple
below. And so began their unholy symbiosis—Renfrow
would lure people into Father Cappus’ domain; the
malevolent spirit would drain them of life energy to
feed itself; and Renfrow would feed on the physical
remains. Renfrow, who again was quite weak-willed,
easily fell captive to Father Cappus. T]-xey became
(lepenclent on one anotl’ler, as Cappus would share just
enougl'l energy with Renfrow to leeep his }Jody alive far
longer than would nurmally have been possil‘)le. It did-
n't take a lot to sustain the duo; just one victim every
few years. In times of desperation the zombie-like
Renfrow would venture forth to trick someone into fol-
lowing him below.

Things continued on in this way for several cen-
turies, and the church continued to sinlz, albeit at a
slower rate. Eventually, the Undercity below Filcher's
Crossing began to see more visitors, and enough people
stumbled onto the old church to keep Father Cappus
and Renl:row we]]—{ed‘ However, tl’leir success Wﬂrl?ed
against them and eventually the old sunken Luilding
(w]’:icl‘n was not even known as a church anymore) took
on a very bad reputation. Pickings were slim for a long
time, until the Griffon gang Legan to Jispose of their
victims l)y tlu:owing them into the crypt.

None of the Griffons know the truth about what
lurks below them. All tl’ney know is that peop]e who are
put inside the old sunken l)uilr{ing do not come back
out, and sometimes frightful screaming is audible if
one listens carefu“y at the door. This arrangement suits
them just fine, so they have unlznowingly continued to
feed Renfrow and Father Cappus for many years—
business as usual in the City of Ghosts.

How to Run Cappus & Renfrow

Renfrow and Cappus figure that their best bet is to
get the boneswarm to kill most of the PCs, leaving one
or two for them to take care of persona]]y. If there was
some way to capture the party, now that would be ideal;
a group of l'lardy adventurers would see the evil duo eat-
ing like kings in the weeks or even months ahead.

While Renfrow and Father Cappus aim to wipe out
the PCs as tl'ley have everyone else who has visited their
]air, they are smart enough to realize that the characters
aren't just some punlzs off the street. The duo will be
cunning in their approach. Their strategy is simple—
Renfrow will attempt to befriend the PCs, pretending
that he is some poor soul that has been trapped down
here for weeks, eating rats to survive. He will also pre-
tend to have a terrible limp, which he will explain as the
leg injury that has preventecl him from chml)ing out.
(Ren{ruw l:mows tl1e (Ioor al)nve is luc]ae(l, too, and he
will bemoan the imaginary t}lugs who threw him down

here.)

After Renfrow wins the party’s trust, he will do l-lis
best to sabotage them in the following ways.

» He will try to trick them into walking over the cov-
ered pit in the Sanctuary, area 2. He may even place
a piece of treasure on the trap as a lure.

»  He will talk up the wondrous treasures on the flood-
ed mausoleum level, omitting the bit about the
deadly boneswarm.

»  He will try to get the group to split up; if he can get
someone by themselves, he and Cappus will finish
them off. Renfrow will tell the PCs nearly anything
if he can get someone to take a walk with him—
alone.

» If Renfrow is with two PCs, and tl’xey are near a pit,
he will try to push one into the boneswarm’s black
water. Then Renfrow and Cappus will attack the
remaining PC, hoping to finish him off si]ently.

Renfrow and Cappus are smart and thorougl'lly evil.
No scheme is too dark for this duo; the DM should play
them out to the full extent of their abilities. Any PC
who wanders off lay himself is fair game; any group of
PCs who make themselves vulnerable to a sneak attack
will reap the rewards of their inattention.

1f the party is cautious, Cappus and Renfrow may not
get a chance to pick anyone off. If that happens, they
will wait until the PCs meet the boneswarm, as tl'ley
must if tl'xey explore the lower level. While the group
deals with the boneswarm, Cappus will attack as well.

While Cappus has notl-ling to fear from the
}Joneswarm, Renfrow does. He is terrified of it, and he
has spent centuries living with his fear. The boneswarm

occasionauy heaves itse“ {rom the water and comes
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loolzing for Renfrow, who flees into the bell tower.
Renfrow climbs the old ladder and cowers in the top of
the old tower where the terror can’t reach him.
Sometimes he is there for hours... sometimes &ays. e
and once, about 200 years ago, he was there for 6
months. Renfrow's bizarre metabolism has adapted to
lean times, and Cappus is there to sustain him with his
own dark energies, but these are still the low points of
the man’s miserable life.

If the boneswarm heads upstairs while the PCs are
there, Renfrow will sense that it is coming. He will
become nervous, and he will make excuses to get away
from the PCs. When his terror gets the best of him he
will run for the bell tower, as usual. I anyone tries to
restrain him, he will become violent.

Note that the spirit of Cappus cannot enter the
Sanctuary. Even tl'mugh the church is tlu)rougl'lly
c[efile&, this is the one place that his evil spirit cannot
bear to be—under the gaze of Morrow's image.
Consequently, he will try to attack PCs as far from here
as possible. If Renfrow ambushes the PCs here, he will
immediately flee from this room, so that Cappus can
come to his aid.

I. BELL Tower,

This area has two levels. The upper level is behind
the door in the Undercity. Forty feet helow is a door
leading into the old church itself. First, the upper level:

efore you is a crampecl stone room. A nar-
Brow ledge made of iron grating runs
around the perimeter of the chamber, sur-
rounding a black pit in the middle of the floor.
Two giant bells I'lang’ here, suspended from an
old rusty mount, and three chains extend below
you into the darkness. The other three walls
]'lave a (l.oor mounterl in t]‘lem ]ilze tlle one you

came through. Each door is closed.

Description: There is a gap in the grating that
makes up the ]e(ige, exposing the top of an old rusty
ladder. The ladders’ rungs are mounted directly into the
old stone construction of the bell tower. Age has weak-
ened the metal, and any character weighing over 250
Ibs has a 1 in 12 chance of snapping off any rung that
takes his full weigl':t. The ladder is 40 ft. tall, and there

is one rung every foot.

Tricks & Traps: Behind the other three doors is
nothing but earth, and since the doors open outward
they will be difficult to move. If the PCs manage to
remove a door (for example by smashing the wood)
there is a 50% chance that a small avalanche of damp
earth will rush into the room. Any PC caught in the

earth slide will need to make a Ref
save of DC 20. Those that fail will
be knocked off their feet and car-
ried into the pit beneath the bells.
The fall will do 4d6 damage.

When the PCs reach the lower
level, read this to them:

Agiant bell rests here,
craclze(l and dente(l from

its long fall. The floor is lit-
tered with coils of rusted
chain and other debris. An
old iron and wood doorway
stands ajar behind the ruined
bell.

Description: PCs who search
the anlzle—rleep crud on the stone
floor will easily identify bits of old
clothing and bone fragments.

There is nothing of value in the
filth, though.

Tricks & Traps: Anyone who
tries to climb the chain risks
Lringing the bells and their old
wooden mount crashing down.
There is a 1% chance of this for
every two pouncls over 200 that
are suspended from the chains. (In
other words, a PC weighing 250
“as ]'m.s a 25% chance o{ wrencl]—
ing the old bell mount from the
ceiling above.) The falling bells
weigh a total of 400 lbs and will
do 5d6 damage to anyone they
strike (DMG 89).

2. TuEe Sanctvary

Tl’lis large chamber was
once clearly a place of
worship. The walls and floor are covered with
tatters of fabric that once must have been
tapestries and carpets. Rotted wooden pews are
scattered about, and ornate stained glass win-
dows are arrayecl overhead. Thoug’l‘l t]'ley once
must have been magnificent in the sunlight, the
windows now are cracked and warped by the
clamp earth forcing its way into the sunken
church.

At the front of the room is a white marble
altar. Sprawled across it is a body, now little
more than bones and shreds of skin and
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clothes. Bright blood is pooled on
the altar, and tendrils of it have
flowed onto the floor.

Description: There are several things
of note in this room. F‘irst]y, there is the
l,mcly—’che corpse of Prelate Tomassen.
The Prelate killed himself by plunging a
dagger into his own throat. As he fell
forwar(l, losing consciousness, he
clutched at his scepter off o{fice, which
he still holds in his }Jony grasp. The dag-
ger (which is unremarkable) lies at his
feet behind the altar. The Prelate is still
wearing his holy symbol, but the ]Jright
gold has turned inky black. Any PC
ma]zing a Knowledge (re]igion) check of
DC 10 will know that the traditional
material for Morrow's holy symbol is
gold, and in light of that the black sym-
bol will look quite strange. Dwarves and
those with metalworlzing skills will also
know that go]d does not tarnish.

The second item of interest in the
Sanctuary is the Prelate’s blood. It is still
bright and fresh despite the ages, and has
a faint aura of evil. The blood has no
other special properties.

The third tl]ing of note here is the
large bas relief of Morrow and his
Archons behind the altar. The shifting
earth has cracked the stone at this end of
the sanctuary, and the artwork has been
damaged as well. Tt is run through with
cracks, and from the damage around
Morrow's eyes water flows; to many it
may look as if he is weeping. (Tl\e sunken
church is surrounded by subterranean
waterways of various sizes, which is where
Morrow's tears and the water in the lower
level originate from. 1f the PCs start
tlrlrowing around spe“s that move the
earth }:)eyond the walls, t]’xey can easily
cause a cave-in or a flood.)

Enemies: It is suggested that the DM
introduce Renfrow while the PCs inves-
tigate this room, but he can be encoun-
tered anywhere on the upper level.

Note that the spirit of Cappus cannot
enter the Sanctuary. Even though the
church is thoroughly defiled, this is the
one place that his evil spirit cannot bear
to be. Consequently, he will try to attack
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PCs as far from here as possible. If Renfrow ambushes
the PCs here, he will immediate]y flee from this room,
so that Cappus can come to his aid.

Tricks & Traps: There is a hidden pit in this room,
covered by some rotting boards and scraps of cloth
(Search DC 20). The hole is about four feet across and
15 feet deep. The hole extends through the floor of the
sanctuary into the flooded mausoleum below. The fall
is about 15 feet, and the water is icy cold. Anyone
falling into the water will meet the boneswarm within
minutes. If Renfrow thinks he can get away with it, he
will try to trick the PCs into walking over the pit trap.
Anyone falling into the water will land in area 12, the
Ceremony Chamber.

Treasure: The Prelate’s holy symbol may look
tempting, but it is in fact quite cursed. It is made of
golcl, but the metal is jet black clean t}n‘ough. Anyone
who wears the syml)ol will be affected l)y the curse with
no save possible. Any cleric who chooses to wear the
item will immediately lose their clerical abilities until
they are freed from the curse and per‘nrm a proper

atonement.

The Prelate’s scepteris a mundane ol)ject of golc[ and

silver. It is worth 500 gp, though the Church of
Morrow migl)t pay thrice that to get it back. But what
kind of person would try to extort money from a
church, anyway?

3. OFFicE

his room looks as if it was once the church
office. A large desk sits beneath a shattered

window; outside is naught but damp earth.
Shelves and bookcases line the walls, but the

is white on the front and black on the back. If one

| page is made of a specially treated parchment, whwh‘ ‘

books and papers are all moldering. A large
tome sits on a podium placecl before the desk.

Description: This was indeed the Prelate’s office
centuries ago. The books and papers are all rotted and
useless, though the Prelate’s final note is just barely
preservecl enougl'l toread. Itisa scrap of paper on the
slate-topped desk. Anyone peering closely at it will see
faint writing in old Cygnaran. It says simply, “Liandra,
forgive me... [ will always love you.” The scrap will turn

to dust if anyone tries to move it.

The book on the stand is the Enkheiridion, the holy
text of hoth Morrow and Thamar. This copy, made with
exceptional materials, has stood the test of time well.
However, inside the words of Morrow have £ac1e|:l, leav-
ing only the passages of Thamar.

Treasure: The desk was once stout, but age has rot-
ted the wood and it will fall apart if it is searched—
same for the shelves and cabinets. In one of the draw-
ers the PCs will find two clerical "scrolls," etched onto
thin iron plates in a manner not seen in centuries. The
scroll plates contain control water and searing light, both

at 10th level.

Also in the desk is an unlocked iron box. Inside the
box is a well-preserved tome and a handful of strange-
smelling canvas sachets—some kind of preservative,
apparently. In the book are recorded the names of all of
the honored dead below, what branch of the Church
they were from and the date and cause of their demise.
These records were lost when the Luilding was aban-
cloned, and any Cleric of Morrow who returns this book
to the authorities should earn a hefty XP reward (and

make some guo& connections in the process).
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4. PrReLATE'S QUARTERS

Time has tl‘loroughly ravagecl this room, but
it looks like it used to be someone's ]iving
quarters. You see the rotting remains of a bed,
dresser, table and chairs before you. There is
also an irregular hole in the middle of the stone

ﬂ (00) o

Description: This room is just as it appears, and
there is nothing of value here. The Prelate’s abridged
bedside Enkheiridion lies in plain view on the dresser,
but it will fall to pieces if anyone tries to pick it up.
Renfrow avoids this room because the boneswarm’s lair
is below it.

Tricks & Traps: The gaping hole in the floor is a
result of age and shifting earth damaging the building.
Like the pit in the Sanctuary, this shaft is about 10 feet
deep with Cruml’)ling stone sicles, and there is black
water be]ow. Remember t}le ]:)oneswarm, W}liCl‘l wiH ]:>e
tracking the PCs, trying to stay beneath them. The
chamber beneath is area 17, a Chamber of Rest (and

the lair of the Loneswarm).

,hTreasure: In the bottom drawer of the dresser is a
treasure that used to belong to Liandra—a magical sil-
ver music box of Elven design. Inside the box of hypnot-
ic music is a place for a matching silver necklace, an
whoever wears it will be protectecl from the box's
enchanted music. The necklace is missing now, but it
can be found on Liandra's ]Jody in area 15.

When the box is wound up, it will play for two min-
utes, tl'xoug}l the operator can re-wind the spring ear]y
without stopping the music. The music acts as a lzypno—
tism spell cast at the 8th level of ability (PH 215).
Listeners can make a save each round (Will DC 20) to
shake off the eﬂects, though tl'ley will not realize that
the box was altering their tl')inlaing unless t]'xey make a
sul)sequent Wis check of DC 18.

The box and necklace are worth 20,000 gp; the box
alone is worth 16,000 gp- T]:ley were a wedding gift to
Liandra from her brother, who was something of an
adventurer. Liandra knew a bit of the box's abilities but
never used them on her husband, because she was afraid
he would find out about her tricleery. The box may have
been unused, but Liandra frequently wore the neclz]ace,
which she considered quite fetching. (The necklace is
magical, but its enchantment is worthless without the

box.)

Engraved on the underside of the box is the maker’s
name: Teslar of Shyrr.

5. STairway

inely crafted stone stairs slope sharply
downwartl, the passageway l)encling to the
left as it goes.

Description: As this staircase turns and descends it
passes underneath Father Cappus’ old quarters. There is
notl-ling especially interesting about the staircase, but
after about 20 feet of travel the PCs will encounter the
water level in area 9.

6. KifcHEn

n unidentifiable mess of garl)age litters the
floor of this room. Another broken win-
dow looks out onto the earth that surrounds

you.

Description: This used to be the kitchen and dining
room shared by the Prelate, his wife and Father Cappus.
Anyone searching the trash will find the remnants of
old cooleing vessels and silverware. None of it is worth

any‘tl]ing.
7. STorREROOMmM

ore old filth litters this stonework room—
Mscraps of rotting wood, unidentifiable bits
of fabric, and the remains of dozens of books.
In the back corner of the room the floor has
fallen away, malaing for a hole at least five feet
wide.

Description: This used to be the church’s storeroom.
Among t}le ancient trash are lnymnals, c]erical vest-
ments, candles and trappings for the altar, tl-mug]-x none
of it is salvageable.

Tricks & Traps: Like the other pits, this shaft is
about 10 feet deep (with an additional five feet of drop
to the water level ]:ie]ow). The chamber beneath is area
10, the Preparation Storeroom.

Treasure: Renfrow has stashed some of his more
valuable bits under a loose stone in the floor. The stash
hasn’t been opened in years—well, until a few minutes
ago, when Renfrow saw the PCs enter the church. He
ran here and recovered the enchanted pistol LaJy Lucle,
a prize from an old victim; he also put on his ring of pro-
tection +2. He left behind 2 potions of cure serious
wounds, in archaic brown glass bottles. Locating the
stash will take a Search check of DC 26.
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8. FatHER CaPprus’ QUARTERS
hile the rest of the church is full of rot-

ting remnants, this room looks recently

lived'in. ln one corner iﬂ a nest ma(le 0{ ])its O{
clothing. A stone chest and a stained canvas
sack sit in the opposite corner.

Description: Once this was Father Cappus’ quarters;
now his lacl:zey Renfrow lives here. Astute PCs may
notice that there is no light source in this room, hinting
at Renfrow's nature. Less astute PCs will still notice the
smell—it smells like a slaugl'nterhouse.

Renfrow will not let the PCs come here without him.
If tl1ey want to search the room, he will protest, since the
things inside are his. Renfrow has some nasty bits hidden
here, and he will do his best to get the PCs out of here
before they get wise to him. He is afraid the PCs will find
the gnawed bones stashed in his bed, the fleshy skulls in
the sack, or the withered internal organs preserved in the
stone chest. If the PCs find these gruesome gooclies, tl-xey
will notice that some of the remains are rather fresher
than the rest—this is what remains of the man they saw

getting dragged to his doom earlier in Act 1. They may
even find his head in the sack...

Consequences: Renfrow will become violent if the
PCs uncover his true nature. This will force Cappus’
hand and combat will erupt.

%Treasure: There is one magic item in this room, lying
in plain sight on the floor. It is a deck of cards that
Renfrow took off a victim. Currently, the deck is being
used in a solitaire game, which is almost over (and almost
won). The cheater’s deck (5,000 gp) will ensure that its
owner wins nearly every game they play with it. While this
seems like a great thing, there are two problems with the
deck. One, it’s easy to get too lucley. That's how the deck
got here—the cheater was caught and fed to the Ghost.
Two, the deck is {iclzle, and it is apt to reverse itself after
a hot winning streak, malting its owner lose badly. The
cards radiate both faint magic and faint evil.

Renfrow has had the deck for years, and fancies him-
self a skilled solitaire player. He has no idea that the deck
is magical.

9. Tur Water

A{tet you have descended perhaps 30 feet,

the staircase meets black water—the lower

level must be flooded.

Description: What you see is what you get—except for
the boneswarm, which will likely be here within minutes.
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Enemies: The boneswarm will
rear itself out of the water and
attack the PCs if they linger here.
It is unable to reach them on the
upper level, but it is easily capa-
ble of engaging anyone at the
water's edge. If a fight breaks out,
Cappus will observe it carel:u"y
and consider attacking the PCs
as well. (The boneswarm is not
friendly to Cappus or under his
conttol, but it has learned over
the centuries that attacking him
is ’fﬁutile‘)

10. Prerparation
STorREROOM

The floor of this room is lit-
tered with broken crocks and
rusting bits of metal. Nothing
protrudes from the cold, inlzy
water.

Description: When the mau-
soleum was still operating this is
where various supplies for the
preparation of bodies were kept.
A Search check of DC 18 reveals
a golden holy symbol of Morrow
concealed in the broken ceramics
(1,000 gp due to its age). This
was Father Cappus’ sym}Jol, and
he dropped it when he fought with the Prelate. Later,
the ghost of Cappus flung it down here, out of sigl'xt; he

can't bear to look at it anymore.

11. PrReparation CHAMBER_

Beneath the water’s surface are three old
stone tables and the broken remnants of
some stone coffins.

Description: Church morticians prepared the hon-
ored dead for burial here. The slimy, slippery stone
tab]etops are four feet above the floor, which will allow
all but the shortest PCs to stand on them with their
head out of the water.

Treasure: Inside one of the coffinsis a complete set
of church mortician’s tools—knives, needles, plat-
inum thread and other objects that will seem strange to
the layman. The tools are platecl in gold and are in
excellent condition. Each is engraved with the name of
the owner, Brother Nathaniel. The set is worth 500 gp

toa collector.




memory of all who are laid to rest in
the mausoleum, as well as commemo-
rating others who died in the ser-
vice of the Church but who are
not interred here. There is noth-

ing in this room.

14. HalLL OF
HEROES

% The Witchfire Trilogy &

12. CHAPEL statues protrude from the frigid water before

you, showing larger-than-li{e figures of people
who must l)e }:eroes of tl]e Churc]'l.

At the far end of the room another stone
block protm&es from the water. A huge sar-
cophagus lies upon it.

T]le walls and ceiling of this
room are lined in ham-
mered gold sheets, but noth-
ing of interest remains below

the water.

Description: This is the Hall of Heroes, the resting

Description: Here, final cere- p]ace of seven honorable dead inc]uding Kohlasa, Friend
monies were once said over the of Corvis and Knight of the Prophet. Six 15-foot tall
honorable dead before they were bronze statues are inside this room (Climb DC 16). Each
laid to rest. Toflay "C’tlling depicts a noble warrior of the Cl—mrch, and there is a
remains but the elegant wall cover- plaque listing their name, rank and other particulars at

ings, which are too thin and deli- their feet (which is of course below the waterline).

cate to be removed. .
Upon Kohlasa's sarcophagus is engraved this, in

Treasure: The hammered go]d ancient Caspian:

Here lies the giant Kohlasa, friend of Corvis, slayer of

[Jeasts, craftsman and true servant of Morrow.

‘fagac‘le cannot be removed intact,
as it is far too frail. Anyone who

picks the gold off the walls (one
I per 10 foot square) sl The stone lid is very heavy, requiring an assisted Str

recover 1,000 gp worth of the check of DC 22 to shift. Inside the party will see the
natal fortheidrouble. titanic form of the dead giant, now reduced to a ragged

skeleton. The hammer Duteous lays beside him, and
Kohlasa has one hand upon its haft.

Enemies: Kohlasa himself
is now a menace to the
party. Despite his good
spirit and past (lee(ls,

I13. HaLL oF HoOnoRrs

his chamber is linei in slabs of black
and white marl)le, unlike the plain

granite seen elsewhere. Countless

names are engraved on the walls.
Opposite you, stairs climb up out of
the water.

centuries of steeping
in the mausoleum’s
evil have made his

corpse restless.
When his body is
tampered with, it

Description: This room honors the

will arise attempt to
crush those that
have disturbed him.
The poor giant is
not really aware of
what is going on, as
his soul has been
delivered to
Morrow and Pl’o—

hen you ©
Wreach the top
of the stairs leaving
the marble-lined
room, you find your-

self atop a stone block at
one end of a I]uge cham-

tected by ancient
ceremonies—but
the evil of this p]ace
has made his old

l)ones (lance.

If the PCs flee
this room, Kohlasa
will not be able to )(.ollow,
but theyll have to deal

with him sooner or later to

ber. In front of you, stairs
descend into a lake of jet-
black water. Overhead is a 0
vaulted cei]ing, decorated with

the images of the moons and stars. Many stone get Duteous away from him.

h@
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Kohlasa is 20 feet tall. He has the same combat sta-
tistics as a gargantuan skeleton (not a huge skeleton,
even though he is only 20 feet tall). Instead of using a
claw attaclz, he wields the huge stonesmasher warhammer
43 Duteous: attack +10, c].a.mage 21:110+9 (+6 Str, +3
magic). See MM 165 for the rest of the “gargantuan”
skeleton stats.

Consequences: Because of his great size Kohlasa is
not as hampere& }Jy the water as the PCs. If the party
tries to flee from him or fight while they are in the
water they will be in big trouble, since they will be in
over their heads and he will only be up to his waist.

Treasure: The hammer Kohlasa wields is the mag-
nificent weapon Duteous, and the prize the PCs were
sent here for. Getting it out of the mausoleum might be
an adventure in itself tllougl'l, since it weighs 400 Ibs
and is 12 feet long.

I5, CHamBER OF REsT

H:re tl1e water conceals tl'le s}lapes of four
tone coffins set upon pec[estals. The walls

are a.lso arrayed W'i.t}l scores 0{ square marl)le

sla})s—crypts ]mlding more of the honored dead.

Description: If any of the crypts are pried open, the
PCs will find the remnants of a body. Bodies below the
waterline have been reduced to cruml)ling bones, while
those interred above the water are well preserved. Only
about tl'lree—quarters of the crypts are occupied, and
none of the bodies have anyt}ling of value on them.

The coffin to the extreme right of the entrance holds
the bodies of Liandra and Father Cappus. Liandra’s
body is in a terrible state, nothing more than fragile
l)ones, like the rest of the bodies under the waterline.
PCs maleing a Spot check of DC 20 will see what looks
like a wedding ring on her }Juny ﬁnger.

Father Cappus’ l)ody 1s in remarlzal)]y goocl sl'lape. It
is bloated, discolored and waterlogged, but it is intact
and has not decayed much. There is nothing of value on
it.

Enemies: Father Cappus will immediately attack the
PCs if they meddle with his body. His ghostly intuition
tells him that he is in great danger if it is destroyecl—
and he is l’ig}lt, as that would permanen{ly banish him
to the netherworld. However, he still has a mind, and
it's just possible that he'll agree to let them destroy the
corpse and end his captivity in this place, if they make
a goo& case. This should not be an easily won argument
for the party! If they do manage this through excellent
role-playing, they aren't out of the woods yet. Cappus
will helplessly gointo a berserk rage if his l)ocly is dam-
agml or removed from the l)uilding. He can't help it,

despite whatever he may have agreed to—but the PCs
may at least be able to get his corpse upstairs where it's
dry. Also note that Renfrow will violently oppose any
scheme to destroy the })ody of Cappus, though he will
pretend to go along with it at first.

Consequences: If the PCs crack open any of the
receptacles, the boneswarm can fortify itself with the
parts therein. Each crypt below the waterline has
enuugh bones for 10 lxp of hea]ing, and each &ry crypt
has 20 l‘lp worth of old bones.

Treasure: Liandra's ring is ancient and in goo& con-
dition. Due to its age it is worth 1,500 gp. She also
wears a silver necklace that accompanies her music box.
See area 4.

I16. CHamBER OF REsT

Four stout stone coffins are on clisplay in this
room, thougl'l tI-Ley are now covered l:y the
ever-present water. The walls hold crypts for
the placement of yet more bodies, and dozens
of the marble slabs sealing the teceptacles are
now missing.

Description: This room is much like area 15,
though there are no special surprises in any of the
coffins or crypts.

17, CHEamBER OF REsT

T]’le ceiling of this room sports a ragged hole
in the thick stone, and the walls are lined
with crypts. Four stone coffins lie in disarray

on the floor, their lids knocked off.

Description: This room looks just like the other crypt
chambers, area 15 and 16. However, this is the
boneswarm’s lair. When injured, the creature retreats here
to heal itself with all of the extra bones it has stashed. The
hole above leads to area 4, the Prelate’s quarters.

Enemies: If the boneswarm has been injure& in a
previous combat, it may be here healing itself. If it has-
n't been encountered yet, it should be soon. ..

Wrapping Up

Once the PCs deal with the nastiness in the mau-
soleum, they still have to get that big heavy hammer
t]'lrougl'l the water, up to the church level and then up the
40-foot bell tower. The DM should remember that the
chains hanging from the roof are unreliable and that the
rungs of the ladder are weak as well (see area 1).

The PCs may have made any number of arrangements
before clescending into the (lungeon. T}ley may have paicl
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some people to guarcl the bell tower
entrance, for examp]e. It 1s suggest-
ed that the DM not make their
escape too easy. Random Unc[ercity
hired l‘lelp may have locked them in
and run off, for example. Or they
could even encounter “Mad” Malek
upon exiting the bell tower—word
got to him that his old friends from
Fool's Errand were cheelay enougl'l to
come into his Undercity. The possi-
bilities are endless. Only parties that
have gone to great lengtl'ls to act
with the full approval of the
Griffons should be rewarded with an
easy egress.

Even if the PCs managed to
sneak in and out of the old church
with no one the wiser, they will have
an additional challenge ahead of
them getting the hammer Duteous
topside. The kuge object will attract
a lot of attention on the way to the
front (lour, even if it's wrappcd
up. The DM can make this
part of the trip as easy or as
hard as
desired.
M uc l'l
will depend on how the PCs
have behaved themselves in X

the Undercity earlier. ’

1f the Griffon loaders ¢
learn after the fact about
the PCs trip behind the door,
they’]] be angerecl but also
impressed at the group's for-
titude. A
meeting
with

OICC(_{
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Selar is likely, and she will demand to be told the whole
story. If the PCs are honest with her, she will reward them
]:y cooperaﬁng—kt}iey'll be allowed to leave the Unclercity
and continue their mission. The reason is simple;
Ralethorne’s influence is bad for business, and if some
people are going to try and drive his forces out of town,
well, Selar isn't inclined to stop them. She will give the
PCs safe passage 1n Filchers' Crossing, but no other aid.

If the PCs used the Gertens tunnel or the “back door”
to enter the Undercity, they may be able to sneak to their
exit of choice without encountering too many peop]e. If
t}ley incapacitate those who witness them, tlney may be
long gone before the alarm is raised. This won't build a
good relationship with the Griffons, but it is definitely an
option. (The PCs will find that the hammer fits in the
alternate exit passages, tl’xough just Larely.)

Once t]'ley have escapec[ the Unclercity, the PCs can
remain in Filchers’ Crossing inclefinitely, if tl'xey are care-
ful not to attract attention to themselves. There are a lot
of abandoned buildings to hide out in, and as mentioned
carlier the law almost never comes to this part of town.
Tl‘ley'“ need to be careful not to attract attention from the
Griffons, ll’wugh if ﬂley have an arrangement from Selar
even that won't be a problem—as long as they don't
screw up. ‘If vou lot bring the heat into the

llave your eyes on a

you be for now, but
we wi e wawiing you. Even this arrange-
ment does not preclude a rumble with “Mad”
Malek, if the party has a history with him.

The PCs may have a]reatly learned the location of
the Tomb of the Legion of Lost Souls from Fatller
Dumas. If not, t]’xey will need to return to Capt.

Kurgan's and speak with him. Once they know

where t]'ney are going, tl'ley'l] need to devise a way to
sneak Duteous out of the city. The gate guards make
a half-hearted search of every wagon that enters or
leaves, and a giant silver hammer would certain]y
attract attention. For that matter, so will the PCs’
aclventuring gear and weapons. Remember, swords
are still l)eing confiscated!

P, A
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Wherein the bold adventurers undertake a journey frauglzt with pen/ to the s}nad’owy Tomb af Lost Souls to deliver Corvis
)[rom the threat of the Skorne.

Now that the PCs have extracted the massive weapon
lmown as Duteous {rom the catacom]: ]:)eneat}l tl’xe city,
t]'ley must work out just how to reach the Tomb of Lost
Souls with it in their possession. OLviously, this will be
no simple task. The hammer is enormous, and they've
certainly struggled to get it to the surface. Currently
they are tasked with the trouble of lugging it across the
extreme]y clemancling Cygnaran lanclscape west of the
Black River and south of the Dragon’s Tongue; accord-
ing to their informant from Act [—most lileely the
goocl Father Dumas who subsists in }ﬁtling in the attic
of a waterfront haberdashery, although it may be Alexia
or someone else if Dumas is no longer available—the
Lost Souls are hidden somewhere in that direction. The
rumor indicates that the tomb is concealed cleep within
a desolate and barren mountainscape the Cygnarans
call the Dragonspine Peaks, a place infamous for its
harsh conditions and untamed wilderness. It also has
an older name— Fangmor Daritk—that hails back to
the days of the ancient Orgot]1 Empire, rougl'xly trans-
lating as the “Place of Much Dying.” The DM should
place emphasis on the fact that this is far from a vaca-
tion retreat. The Tomb of the Legion of Lost Souls,
and the surrounding landscape, are sure to test the lim-
its of the party’s resourcefulness and resolve.

Act Summary: Clear]y the best approac]'l is for the
PCs to stash the hammer until they can deduce how to
get it outside of the city without ]:Jeing hailed by prying
Inquisitors. Duteous is roughly twelve foot long, after
all, and will be tough to hide as the PCs make their way
t}lroug}l Corvis. Tl’ley are free, of course, to think of
other alternatives to conveying the large weapon.

In all likelihood, the PCs will return to Dumas for
the rest of the results of his researcll, which includes a
map with directions on how to proceed to the Tomb of
Lost Souls, and any required gear, especially some kind
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of conveyance for the hammer. Upon entering the
Corvis waterfront, they will literally have a steamjack
fall into their laps and, if the scene proceeds optimally,
they will have acquirecl it as a wielder for the giant ham-

mer.

The party will then proceed into the harsh moun-
tainscape called the Dragonspine Peaks in search of the
Tomb of Lost Souls. They will encounter precarious
happenings on this search, by no means the least of
these are covetous, opportunistic btigands, denizens of
the un{orgiving landscape, and a tribe of boarmen
raiders called the Tl—xey will encounter a
strange environment surrounding the tomb and also

“£arrow."

make the acquaintance of a hermit who might be able
to enliglﬂ:en them somewhat.

Inside the tomb, the PCs will be introduced to a
series of obscure traps and, further in, tomb guarclians
and unwelcome invaders who have pervaded the tomb
in recent years. This will be a demanding exploration
into the depths ofa great mystery that has existed as lit-
tle more than mytl-xo]ogy for the past few centuries.
This means it won't be an easy task, but with some
shrewd deduction and a bit of luck from the clice, it’s
one that the PCs should be up to (or else Corvis may be
doomed!).

Once they've penetrated into the heart of the mysti-
cal tomb, Alexia should arrive in time]y fashion—and
possil)ly to offer some aid if some particularly vicious
DMs overwhelm the hapless PCs by this point—-and
she will draw on the Witchfire blade to bring what
remains of the warriors to “life.” Stemming from this
impressive feat, the company of grim and gaunt soldiers
will gat]'ner their arms and pennons and then look to the
PCs to lead them into battle. From this point, it's
onward unto the final act of the IVftchfire Trflogy.
“Forward March!”
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Once More Unto the Breech

Is that a Big Hammer or Are You Just
Happy to See Me?

Where are the PCs going to find sometl'ling big and
strong enough to wield Duteous? This is, after all, a
12-foot long hammer that weighs 400 pounds! In fact,
how are they going to transport the thing? This is
something they will obviously discuss.

What can wield it?

» A gorax? Maybe. That is, if you can find a gifted
beastmaster who has one aclequately trained.
Still, you're going to have to do some heavy
convincing—the beast would probably be
more interested in eating a PC rather
than listening to him jabber—
and PCs might possibly
have to throw in an
enlarge spe]] or two! See
TLN 56 for stats for a
gorax. The DM may

ture, making it stronger
and toug}\er as per
“Advancement,” MM
12.

» Obviously a steamjack
is a viable candidate. In
an upcoming scene, there
is an opportunity to take
advantage of this instance,
but in case they don't, there are
other possible options. They :
could try renting or Luying one.
This may be difficult since
steamjacks don't come cheap.
Tlley could try stealing one, but
they had better have a skilled £
craftsman among them to
re-train the
cortex to comply with a
new handler’s directives
(Craft: Steamjack Handler DC 15).

» An easy solution is to beef up the biggest and
strongest member of the party. An en]arge and
strength apell cast on a Lrawny fig}lter may do the
trick, but all spells expire eventually and the
enspelled PC may run out of magical “steam” before
he can complete the required tasks.

machine’s

What can carry it?

Even if they do manage to acquire a wielder for
Duteous, conveying such a beast or item—at least a

large creature—as well as the hammer, requires an
industrial wagon and at least four draft animals. After
all, a steamjack alone weighs two tons! This could turn

out to be an adventure within itself!
The remainder of this scenario is

going on the assumption
that the PCs will take
advantage of the
“Scuffle at the Docks”

to acquire a steamjack.

Encounter:
The
Waterfront

Timing: This scenario
should be the first encounter
after the party acquires the ham-
mer and should precede their
meeting with Father Dumas.

Purpose: This is to make
the PCs conscious that the
people of the city are far from

ignorant of imminent danger.
Many of them are utterly aware
| just what the re-appearance of
Vinter Raelthorne means, and
they are getting out while the
getting’s good. The PCs will have
a chance to spot a familiar face

from TLN in the crowd.

uring the day, up and
down the docks along
the Larl)or, it is
l)ustling‘ Constant swarms

river

of people are in the process
of ﬂeeing the city in efforts
§w to evade the peril called
& J Vinter Raelthorne. Even in
2R/ the hours following sun-
down, the waterfront—nor-
mal]y a seedy place to find
oneself at that time of day—is uncommonly
busy. The Elder's arrival has apparently dis-
placecl the common people's fear of rislaing the
criminal element among the wharfs at nigllt.
The past few days tl’xey have excitedly battered
the harbor in clroves, l;iclzering with sailors,
loading belongings and other wares onto ships,
and weepingly attempting to convince loved
ones still devoted to their home to accompany

them in their ﬂight.
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Some of the buzz the PCs are bound to overhear on
the waterfront, or perhaps elicit by approaching some-
body, are:

» “Itonly be a matter of time afore the Elder closes the
waterways and secures the city altogetl’ner. Come, my
dear, let's leave this place!”

»  “Opy'ear s got an ah'mee ‘proachin’ da city neh! Oy
tink dere’s ginta]::ee a'whir.” [Translation: “I hear he's
got an army approaching the city now. | think there's
going to be a war.” This fellow is a swampie, and if
the party attempts to gather more info from him,
they may not understand another word. He'll quiclz—
ly get fed up, dismiss the PCs with a wave, and board
a l'Joat.]

» ‘I seen Inquisitors runnin’ off from the cathedral
afore it ]Jume&, I did! I swear it on me dead pappy’s
watery grave!”

»  “My cousins in the Watch, and he told me he's seen
some fiendish looking things with the Elder up there
in the citadel, but nobody dares say a word, else they
disappear. That's why I'm taking control of making
myself scarce...you l:mow, before I get scarce against
my will and all.”

At some point, the DM should have the players make
Spot checks (DC 15) for their characters. A success
reveals the figure of Gunner Wadock (Appendix B),
their former emp]oyer whose caravan they signed on to
protect when they first came to Corvis. The signifi-
cance of this person will be lost on any party that did-
n't play TLN or use Gunner as part of the intro, but the
DM should feel free to present the following scene as
part of the bustle of the crowd:

oolzing down the docks, you see a familiar

face, the feisty and grizzled Gunner
Wadock. Apparently he is engaged in an argu-
ment with a man stam].ing on a massive, iron
reinforced wagon. The man is very much a
broader and heavier version of Gunner him-
self. It seems tlley are quarre“ing over a broken
wheel that has immobilized the wagon. The
wagon is on the docks next to the river wharfs.
It has four ]:)urly Ordic draft horses hitched to
it; its wares pile& ]'Iigl'l and covered in l'leavy
canvas (lrapery secured I)y several chains.

If the PCs left company on good terms with Gunner
Wadock, he'll greet them with a smile and introduce his
barrel-chested older brother, Rorgun (Appendix B),
who will choose to remain on the wagon and quietly
peer down his nose at the PCs. If asked about the
absence of his right-hand man, Viggo, Gunner will
inform them that he's hopefully halfway to Five Fingers
by now (see “Catching Up with the Wadocks”). Within
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moments, Gunner will remove his
hat and use it to wipe beads of
sweat from his forehead, and then
apologize that he has little time to
be social. He'll shake hands and
return to fidgeting with the wagon.
He'll decline any help from the
PCs but will say, “If you ever find
yourselves in Five Fingers—
Morrow wil]ing you get out of this
blasted city alive—look me up in
the Emerald district. | can a]ways
use valiant blades like yours! Take
care of yourselves, lads! I've got to
get this wagon amoving before the
ship leaves off.”

Encounter;: Dumas
Timing: After the PCs get the

hammer and experience the bustle
on the docks, this scene will place

them inside Captain Kurgan's
Goods & Wares.

Purpose: The PCs—at least
some among the party—slloulcl
return to Captain Kurgan's and
visit Father Dumas (or whatever
other contact has taken his place
in the event he is no longer avail-
al)le) to report that the hammer
called Duteous is in their posses-
sion, and more importantly to get
the rest of the results of his inves-
tigation as regards the Tomb. Dumas will now be able to
provicle a rough map and a cryptic warning about pos-
sible traps in the tomb. He will also offer some minor
aid, as well as arms from Captain Helstrom.

Upon entering the attic of the sl’xop, Father
Dumas sits back from his table by the win-
dow and puts forward a smile, albeit a grim one.
White bristles upon his face and eyes rimmed
with dark circles, fatigue is etched quite starkly
upon his features. StiH, the g’ood father man-
ages to get to his feet and greet you with his
habitual courtesy.

“Ah, my good friends, how fortunate it is to
see you once again, intact from your expedition
for Kohlasa’'s hammer. Your very presence here
instills me with confidence that you have
acquired the artifact, yes?”

Father Dumas will await their reply. He may also
inquire about the sunken church from Act I, as]zing
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them to relate their tale in full and finding the particu-
lars {ascinating. If the PCs reveal any of the religious
treasures tl'ley acquirerl, he will ask to inspect them. The
cursed vicar’s ]1on syml)ol will garner his interest and
he'll wish to keep it at length and study it if the PCs will
allow it, but what grabs his attention more is the unusu-
al Enkheiridion. If shown this item, he will almost insist
on keeping it, wishing to study the tome in-depth, espe-
cia“y the black pages of Thamar. The DM may wish to
consider an XP award if the PCs decide to turn these
things over into the good father's hands permanently.

After roleplaying this bit, Dumas will offer them some
wine or water and then say:

Tlﬁs city owes you all a debt of such enormi-
ty...] owe you such a del)t_..l fear we can
never honestly repay you for your services.

And, still, there is so much ahead...”

Father Dumas reaches amidst the books and
papers upon the table and draws forth a yel-
lowe(l parc]‘nment Cﬂ.l’eﬁl]]y Temoved {rom one
of his tomes. “I have found this. It is a map; the
only one I could find. Purportedly, it sketches
out the general location of the Legion's Tomb.
If you follow tl'lis, you should find that mytln'-
cal place upon which we are all pinning such
llope. Alas, I have found little more except for
a cryptic warning to ‘heed the Five Challenges
of Morrow! There is no information I could
find in these books about these tria]s, but 1
expect tlley may be some type of defense—
traps? [ don't know. If only I had more time to
invesﬁgate...})ut you all know as well as I do,
there is little time left. The Elder's armies will

n
soon l)e upon us.

Father Dumas will then pause, and the PCs have a
chance to role-play ]:)rieﬂy if tl'ley wish. He may offer
them drinks and, if any look the worse for wear, will apply
his healing spells. In fact, depending on the party’s con-
dition and numbers, the DM might want to load them up
with some other healing magic courtesy of the goo&
Father. Dumas has (at least) 1d4+1 potions of cure criti-
cal wounds in his possession, which he will gladly offer if
the party is in particular need of such.

A topic that may arise is whether or not Father Dumas
has an idea how the party can utilize Kohlasa’s hammer
to access the tomb. If they ask, he will reply as such:

his is indeed a dilemma, I know. I've gatl’x-
ered that somewhere within the tomb—
perhaps after the Five Challenges?—you will
be faced with some kind of barrier. 1 believe
that Duteous has the power within it to break

down whatever barrier should stand in your
way. Surely a wielder of incredible strength is
required, however, and as strong as some of you
appear, unfortunately I have no clear answer
for you regarding that. But you're a resilient
crew, and through the grace of Morrow I have
placed my faith in you. We are all in your

hands.”

No pressure, rig}:t? To conclude the scene, the DM
should read the following aloud:

My niece has disappeared to tend to matters
of her own, but claims she will return to
gatller what information I've g‘leaned regartling
the whereabouts of the tomb. When she revis-
its, I will send her on your trail so she can...”
the father pauses a moment, and then contin-
ues with evident distaste, “...so she can use that
damnable blade to do what must be done. I'm
still not resolved completely with this part of
our design. It reeks of sacrilege. I had hoped to
find some other method to ful[‘i]ling the vague
ptopl-xecy but alaa, 1 have found no other means
to achieve this. .. undertalaing.'

If, for some reason, the PCs are poorly equippefl,
read the {o]]owing:

A{-ter another brief pause, he ].ig}xtens some-
what and says, “Oh yes, while you were
away, Phineas and I received a visit from a
friend: good Captain Helstrom. He wishes you
immense fortune in this quest. Realizing the
danger, he left behind some arms and ammuni-
tion. He is quite aware of how hard such things
are to come ])y these clays. Phineas has it all in
his keeping downstairs.”

And then a brief farewell:

Fatl'ler Dumas then imparts a blessing on
each of you, and bids you to walk with
Morrow. “Farewell, my friends. I look forward

very much to your return.”

Whatever Phineas Kurgan has for the PCs is up to
the DM—ammunition, firearms, even explosive lzegs

or magic items.

Encounter: Dockside Scuffle

Timing: Run this encounter immediately after the
PCs have acquirecl the map and depart from Dumas’
hiding place on the docks.



Purpose: This encounter presents the party with
some potential allies, but natura"y they won't come
trouble-free. A dockside {ray inevital:ly takes place,
involving an Inquisitor and several Watchmen, and the
party must 1’1urry from Corvis upon a steam }Jarge
[n]ong with Wadock, Rorgun and the remaining steam-
jack) as reinforcements arrive.

When the party leaves Captain Kurgan’s, the PCs
will notice that Gunner Wadock is having more diffi-
culty now than simply a broken wheel. Almost clirectly
across the dock upon one of the wharfs, a group has
collected. It's immecliate]y apparent that several
Watchmen led by an Inquisitor are within the gather-
ing, as well as the Brothers Wadock. There appears to
be quite a bit of feverish gesticulation and a look of
anxiety on both of the brothers’ faces.

A&et your farewells to P]'lineas, you move
down the steps of Captain Kurgan's Goods
& Wares to see that the Wadock's wagon hasn't
moved, alt]'noug']l the Wadocks themselves have.
In fact, the wagon itself is empty and a large

portion of their blanketed wares sits upon the

deck of a wide steamboat next to the docltsi(le,
as do the four lmrly steeds. The remaining bit,
still swathed in canvas, ropes, and cllains, is sus-
pended from the iron davit of a pierside crane.
It ]nngu midway between the dock and the s]1ip,
although something more important grabs your
attention; a handful of Watchmen and a black
robed Inquisitor are faced up to Gunner
Waclocli, and his brother Rorgun looks on from
near]:vy, twisting his hat with nervous hands.

There’s little chance of getting out of this one with-
out a fight. The Inquisitor is set on seeing what the
Wadocks are trying to take out of Corvis and the broth-
ers are dead set against showing him. If the steamjacks
are discoverecl, they'u be requisitionec{ in the name of
the Elder, and the Wadocks’ plans for a future in Five
Fingers will be shot. Of significance, one of the
Watchmen is a female named Megan Wadock—
Gunner and Rorgun's niece—and she’s i:ully aware of
what tl’ley’re hiding. In {act, the previous nigl'lt, she
expressecl rather harsh farewells to her uncles and
rebuked them for what they were attempting, calling it
‘dangerous and idiotic!” She didn't anticipate that the
next &ay she'd be part of the Inquisitot—led patrol on
the docks that would come upon her bickering relatives
as they debated over the crane controls. A successful
Spot check (DC 25) will reveal that this pretty female
Watch gua.rd is l)i’cing her lower lip and looking nearly
as tense as Gunner and Rorgun.
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Thus, the situation at hand is as
follows: Gunner and Rorgun
Wadock are confronted by six
guarcls (3 Frtl, 3 Ftr 3), which
includes Megan Wadock (Ftr3,
Appendix B), led by one Inquisitor
(Wiz4), whom of which has
instructed two of the guards to
board the boat and remove the
canvas. A tall wiry man stands
behind one Watchman, gesticulat—
ing wildly over the guard’s shoul-
der. He appears to be leveling
some kind of accusation at
Rorgun. This man, Iarvis Galman
(Exp4), is the unluclzy Cllap who
lost his pair of steamjacks to
Rorgun in a game of chance.
Knowing of Rorgun’s lack of cre-
dentials for the jacks, Jarvis has
now involved Corvis' city officials

in his quest for “satisfaction.”

They should be in the process
of boarcling as the PCs approach
(assuming ’c]ley do approach). The
chains that were used to secure the
covered “wares” to the wagon are
now securing the large mass suspen(].e& from the crane,
ma]zing it rather easy for the two guar&s to remove the
canvas from the other “wares” on the boat.

A fight is about to begin, and the PCs should decide
quiclzly to get involved or not. To add a further ele-
ment, any PC that succeeds in a Spot check (DC 20) at
this point, will notice something odd about the sus-
pended mass of canvas over the docks: something is
pu]:zing out of one side through a tear in the canvas, and
it looks a lot like part of a steamjaclz arm!

Whether the PCs do or whether t}ley don't get
involved directly, these few tl-lings will transpire in the
su]asequent rounds:

>  Asthe guarcls on the boat begin pulling the canvas to
reveal a soot-stained, inactive steamjaclz, the overex-
cited Gunner Wadock will curse, haul off and puncll
a Watchman in the face, and call for his brother to
“get on the damn boat!”

» Contrary to his brother's directive, Rorgun will
immecliately dash for the crane controls. There's no
way he intends to leave his second steamjack dan-
gling over the river.

»  Megan Wadock will mimic her uncle Gunner's curse
and turn on her fellow Watchmen. Seemingly as far
as she's concemed, blood is thicker than her sense of

dui‘y. As one of the guards turns to chase after




Rorgun, Megan will throw her
shoulder into the gua.rd, who will
then flounder off of the wharf and
into the river. One less to worry
about!

> One of the guards will begin
blowing a whistle, alerting others in
the trouble. The

Inquisitor will avoid al] comiaat,

vicinity to

charge the remaining guards to
attack, and hightail it. Almost
two
rounds—four to six Watch rein-

imrnecliately—witl'lin

forcements will come into view and
begin running toward the scuffle. If
the PCs insist staying on the docks
slaying Watchmen, eventually more
powerful reinforcements will arrive.
Lord Lorimer Kex (Wiz10) a col-
laborator within the Fraternal
Order of Wizardry will arrive, furi-
ous over laeing roused from his
studies, and ready to blast some
miscreants!

> Before Rorgun is able to
move the suspended steamjack, one
of the guards—or perhaps a previously unseen
one— lays into him while he is at the crane controls.
The DM may wish to roll a few meaning]ess die but
the suggested result of this match is a dynamic one.
Rorgun is knocked into the levers and part of his
]30(1}1 activates the ]11) release. Aye, that's one very wet
steamjack coming up, matey! Indeed, the arm lets
loose of the “wares” and Rorgun bellows

“Nooo!” as his steamjack plunges into the
Black River, making a very big splash.

> lmmediately fo“owing the steamjaclz p!unge,
Gunner and Megan have boarded the steam-
boat and are {iring up the engine. If the
PCs involved themselves in the
fracas, Gunner urges them
empliatically to
get on board! The
boat begins to
surge away from
the dock, perhaps
forcing the he{ty
Rorgun to make a dynamic
leap, and there’s no promise (with his jumping abili-
ty) that he might not get a little wet.

This scene finishes off with the PCs aboard Gunner
and Rorgun'’s steamboat, along with a silent and glaring
(at her uncles) Megan Wadock, one dormant steamjack,
and four nervous Ordic steeds (see heavy horse, MM
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197). Althougl'x this sounds crowded, the boat is a size-

able one and there is enough room to move around.
There is even a semi-comfortable below deck with six

l)u leS.

As the boat chugs away from the waterfront pier, the
Watchmen mill about. If the scene took place cluring the
day, there’s even a chance that the scuffle set off several
other Lrawls, and the Watch may have their hands full
with rambunctious leave takers and spirited sailors
looking to relieve a little frustration. These options, or
some other alternatives devised hy a creative DM,
should ]geep the Watch from (immecliately) l)oarding a
boat and giving chase. Once there’s a little distance
between the boat and the pier, Rorgun will take the
opportunity to lament his lost steamjack and Megan will
snap at him, pointing out that she just lost her career.
Gunner, meanwhile, will keep his mouth shut and steer
the boat westwarcl, toward the Dragon's Tongue.

The DM may wish to include an exciting boat chase
in the adventure by having the Inquisition pursue the
PCs. The Inquisitors have within their control many
faster boats that could easily catch the steam Large.
Tl’ley'l] only do this if the PCs actions warrant it, if any
Watchmen or lnquisitors are lzi“ed, for instance.

Some Possible Predicaments
“We didn't plan to beat such a quick retreat!”

The “Scuffle at the Docks” scene was created to give
the PCs several opportunities to make pivotal deci-
sions. Primarily, this scene offers the party a conve-
nient and expedient way to leave Corvis and submits
the possibility of having a steamijack at their disposal in

S0 Act II (which may be needed to wield the hammer).

O£ course, tliere are potential
prob]ems with

scene. If the PCs have
stashed the hammer in the city,
they won't have it with them. If they planned to take
additional equipment not yet acquired (weapons, gear,
steeds), these will also be non-present. It is suggested,
in this case, the DM think of something creative such
as l-laving Gunner know about a secret place to anchor
in a semi-sunken part of Corvis (a half-submerged
warehouse or other open Luilcling they can pull into,
which may be near or within the Filchers’ Crossing dis-
trict perhaps). Convincing the Wadocks to dally within
city limits may take a little doing, however.




Encounter: River Ambush

Timing: Encounters in the southern bogs should
take place roughly a day after leaving Corvis but before
entering the Boar Tusk Pass indicated on the map.

Purpose: In this encounter, brigands open fire (they
have rifles and crosahows) from the north river bank
with the possil)le intention of getting the steamjack.
From the cover of dense go]iage and large riverside
boulders, bolts and bullets fly. Gunner’s brother will
have indicated that Raelthorne the Elder is paying
excellent coin for the kind of equipment on board his
barge, probably even earlier on, and his trepidation is
now being realized.

After ta]zing care of matters within Corvis—such as
stopping to retrieve the giant hammer or any other
gear—tl‘xe party should be c]-mgging alcmg down the
Dragon’s Tongue, I'lastily continuing southward toward
the mountains as per the directions on the old map
Sven to them by Father Dumas. Read the following

oud:

he Dragon's Tongue—a wide and mighty

river that branches off from the Black
River and streams quic]zly westward—bolsters
the speed of your barge. Moving along at a fair
clip, you consider yourself well off that you're
not waist deep in the muck of the quaggy and
nefarious moors just to your right and south of
Corvis. In fact, as the city fades behind you, the
thicker the vegetation of the ljogs become.

The PCs can interact with the Wadocks if they
haven't up to this point. Gunner will also thank them
for their intervention, although Megan'’s tirades have
q'ue"ed any of Rorgun's moaning over the loss of one of

’. b}
“ @ "
\J 4

) The Witchfire Tlrfl]logy S

his steamjacks. At some point,
Megan Wadock will ask the PCs
what they are a.n al)out, and this is
the per{ect opportunity for them
to talk about their mission. If tlley
choose to do so, the Wadocks will
be all ears, since they despise the
Elder and his Inquisition. If the
PCs mention Father Dumas, this
will further impress the Wadocks.
Gunner will admit, “Sounds like a
long shot, but even a gl'lost of a
chance—no pun intended—is
l)etter tl'lan none at al], el'x iads?”
He'll ask to “eyel)a“ their map” and
offer to “put in” near where it
looks like the Boar Tusk Pass might be found. Rorgun
will not be 100% supportive of this gesture and begin
to obiect, but glarea from both Gunner and Megan
reduce him to muml:lings and gruml-:lings under his

breath.

Once a good bit of this interaction is out of the way,
it's time for more action. Read the following:

t's been several hours since you left Corvis,
Iand the landscape around you has become
larg’er in many aspects. To your rigllt, the
marsh adopts an ever-thiclzening timberland as
its latest element, rife with tall elms and black-
leafed shadowbranches. And to the le&, the
marsh has given way to muddy hills and latge
boulders cloaked in moss and foliage. The land-
scape here appears to be on a perpetua] incline,
and in the short distance, the towering moun-
tains of the Dragonspine Peaks can be seen.
They are impressive in size and scope, and fore-
Loding, as thick clouds obscure the tops.
Somewhere within them your destination lies,

secreted away, waiting.

Standing vigi]ant at the prow for the last
hour, Megan Wadock suddenly breaks the
silence, or what passes for silence beyond the
loud c]‘mgging of the slﬁp's engine. The woman
runs the ]ength of the boat and gra}xs her shield
and helm. “Prepare yourselves,” she says. “We've
got company! Starboard side!”

Both brothers crane their necks toward the
trees to the rigl'lt. “Blast!” Gunner shouts,
“Flamin’ thrice-damned filchers! Take cover,

mates!”

Enemies: About half a ]eague baclz, an advance scout
for a band of enterprising Lrigand spottecl the boat and




rushed ahead to rally his comrades.
Now, from the cover of the wooded
the right,
scoundrels (War3) have five cross-
l)ows, tl'u'ee riﬂes, a.ncl two "tether—
ing-ballistae" leveled at the boat.
The riflemen are targeting the
engine (DC 12), which has a
Hardness of 10 and 60 hp. Thirty
hit points of damage is sufficient to
stall the engine, which will then
need repairing. The crosshowmen,

riverbank to ten

of course, are targeting the crew

(including the PCs).

Interesting contraptions, the
“tethering-ballistae;” shaped like
oversized metal crossl:ows, they
launch fluked iron grapne]s on a
length of chain that the brigands
have tethered to a coup]e of boul-
ders. They will fire high in an
attempt to l)ury the grapnels
somewhere into the top of the boat
like in the cabin and avoid the per-
forating the hull. The point is to
spear the ship and hold it fixed
while they can row out in their (at
present unseen) dinghy and clam-
ber aboard. Tl'ley get one shot with
each ballista. Assuming the boat is
near the middle of the river, which
is 300 feet wide at this point, the
ballistae operators are —2 to hit
the boat (DC 14) with no modifi-
cations (DMG 151). The difficul -
ty is not so much hitting the boat
but the chance of the grapnel actu-
ally fastening to something fixed.
Take into account there’s always a
chance that someone among the
crew could get hit! If a ballista suc-
ceeds in acl]iering to the l)oat,
attempts to dislo&ge it will consist
most likely of breaking the chain
(Hardness 10, 5 hp). The boat will be out of the brig-

and’s range within 5 rounds.

Encounter: Hell Hath No
Fury Like a Group of Skorne

Timing: This encounter should take place early on
the second clay.

Purpose: There are a few options left up to the DM
on how to run this encounter. It may or may not involve
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combat, depending mostly on whether or not the party
is on foot or on the steam ]:)arge (which may be cla.maged
by this time).

Near the end of the first clay or early the second day
away from Corvis, the PCs will see and be seen by a
Skorne patro] on the north side of the Dragon's
Tongue.

s the boat rounds a l)encl, you spy a group
A.o‘f fig‘utes mi]ling about the river's edge.
Tlley appear to have seen you as we“, and tlley
stand stock still as they watch your approac]l.
You count at least half a dozen Skorne,
bedecked in black armor. T]'ley make no move-
ments, but simply watch you with impassive
eyes as you go l’ry

Enemies: This Skorne patro] will make no move to
attack the PCs, since it would really serve no purpose.
They will all be under the yoke of Skorne rule soon
enough. If the PCs decide to initiate combat, the
Skorne will still see no sense in it and simply disappear
into the thick woods.

Encounters: The Rough and
Barren Boar Tusk Pass

Day One

As per the map, Gunner will drop anchor and extend
a wide gangp]an]z to the shore close to where the for-
gotten Boar Tusk Pass is believed to be located. Gunner
and Megan will speak to Rorgun and convince him that
loaning the steamjack to the party is the “right” thing to
do, plus if they have a hand in delivering Corvis from
the despot, it could be good for their reputations, and
hence business. There is a cart on the barge expressly
made for transporting steamjacles. It can be battened to
the cart and the cart then secured to the four Ordic
steeds. As the cart is being put together on shore,
Rorgun—wllo has given in but is less than happy—wi"
fire up the steamjack and re-train it to obey the direc-
tives of the elected leader of the PCs. Rorgun will call
over whomever the PCs decide will be the primary han-
dler, or a party member with the Craft: Steamiaclz
Handler skill, and guide them gruffly through the re-

training process (see callout “Cl’langing Steamiaclz
Conb:ol”).

Once the steamjack is fired up, it will move itself down
the gangplanla, onto the cart, and then shut back down.
The PCs had best conserve the machine’s energy usage as
much as possible because they have a limited supply of
coal and water—around 35 pouncls of coal and two 15-
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ga]lon drums of water—on the wagon; this is enougl'x to
run the steamjack for a little over five hours.

Rorgun’s last words to the party are: “‘Bring it back in
one piece!" Gunner's, l10wever, are a bit more courte-
ous...

Despite gootl reason,” Gunner Wadock says,
as he and Megan withdraw the gangplanlz,
“methinks we'll be seein’ ya back in Corvis!
Good luck to ya, mates!”

Megan Wadock adds, “Morrow smiles on

you!” She waves as tlley raise anchor and, short-

ly, the steamboat drifts out of sight.

As the PCs make their way from the
riverban]z, the clamoring cl'lug of the
steamboat’s engine having drifted away
on the wind, read the following:

he terrain is difficult here.
The base of the mountains
is wet and wildly dense with
tangled brush and boulders
blanketed with thick moss.

Various streams flow down the

\$

mountain [aCe, an(l you are forcecl
to struggle with the animals and
the cart to attain some semblance

of level ground. Movement is very
slow, but you check
the map and from
all indications, it
you're

the

appears
headed in
rig]'lt direction.

The party will be
unable to move very
quickly until they reach the pass. DMs
can refer to PH 142-144 for rules on

Movement.

After a bit of truclging along, PCs should roll
Knowledge (geography) or Wilderness Lore (DC 15).
Success uncovers an old trail that event'ua"y leads to an
overgrown stone bridge. The bridge is ancient and
spans a broad rivulet that originates from a loud and
10&}' waterfall. The l)riclge is sturdy and will bear their
weigl‘lt easily (inciu&ing the cart and horses). At the
other end of it is a large stone marker covered in vines
and ivy, which can be cleared away to reveal carved
symbols. They are an ages-old dialect. Decipher Script
(DC 25) brings to light an outdated Caspian trade
dialect wiclely used Ly travelers hundreds of years ago.
Apparent]y, Corvis is “that way” (east) and “Tusk Trail

is that way’ (soutl‘x). A few hundred yards througlm some
{'oliage, the pass ]itera”y opens up before the party, and

movement becomes somewhat drier and easier.

Tl‘le ruins of two squarish watchtowers
soml)erly procla.im the opening of Boar
Tuslza Pass. T}lese towers, once proucl ancl tall,
are now husks of collapsed masonry choked
with prickly vines. The pass itself ascends
t]-n-ougl'n a cleft in the towering rock. It appears
to have been divided l)y the blade of an axe, per-
haps wielded by an ancient god. Beyond
the opening of the pass, the
Dragonspine Peaks vanish into the

heavens and, simply l)y
the scope of their vast-
ness, everything else

aroun you
seems dimin-
" f ished and
' 7 less sig-
nificant.
—
N .
- %/ Inspection
= of the tow-
e ill
- ers wi
2 reveal noth-

ing of inter-
Tlley
have long
been empty

")

o\
;’:’ 2 est.
= -

. =" and unseen.

The

itself is over-

pass

grown, like everything
else on this side of the
‘Spine, but movement
overall is generally

easier since the pass through
this part of the mountains has been worked. The trail
meanders and inclines up into the mountains for sever-
al 1eagues. At some point, miles into the pass, it narrows
consicleral)]y. Cavern walls close in on the party and the
once-dense £oliagc drops off sudc[enly, as does the
moisture. The pass becomes rocky, barren, increasingly
featureless and much less worked.

The first night's camp will be devoid of encounters,
but the DM should consider llaving the PCs make an
casy Listen (DC 10) check some hours after the dark-
ness has fallen. A success will divulge the sound of
fauing rock. Investigation will reveal notl-xing, but the
PCs should not he able to shake the feeling that they
“are ]Jeing watched l)y sometlﬁng." The £0110wing clay, a
successful Spot (DC 15) check will reveal what appear
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to be fresh tracks in the rocl:zy soil some yards from the
camp. The prints seem to resemble cloven hooves.

Day Two

Random Encounters on Day Two

Now that the PCs are into the wilds of the
Dragonspine Peaks, the DM should roll 1d8 on the

{:onowing chart two or three times for encounters.

1 A pair of saqu (Appendix A) roaming the narrow

caverns in search of food spots the party from an

obscured ledge above. After announcing their find

with reverberating calls, they hop down for dinner.

Some humanoids should be spotted following the

party. Several rounds later, a band of farrow

(Appendix A) ambushes the PCs, leaping out from

crevices in the rock walls or up from hiding places

in the dusty soil.

6 A sudden dust storm (DMG 88) brews up.

7  Because of the dry, cracked earth, part of the pass

- is decimated with massive ruts. Consequently, no

matter how careful tl'ley are, one of the wheels on
the cart breaks, snapping the tethers and clumping
the s’ceamjaclz onto the ground. Luclzi]y, there is a
spare wheel in the cart.

8 A sudden rock fall makes walking in the pass below

a lot more interesting. Take cover or take clamage

(DMG 89)!

2-5

The Spine Of
The )mg@n

Unto the Barrow Whilst
Harried by Farrow

Day Three

Within the twisting pass, the farrow tribe continues
to follow the party. They've been stalking the PCs since

the eve of the first clay. If the farrow were not seen on
clay two, they certain]y will reveal themselves on the
third day by chancing an attack or two. The PCs may
figh‘c them off, but the persistent beasties refuse to
abandon this new quarry.

The farrow are becoming nervier as they progress
deeper into the mountains. Their numbers appear to be
growing, first from a handful of six or seven at the
beginning of the pass to an entire tribe totaling more
than fifty by the third day. The first attack on day three
will come in the form of 10-12 of the meanest and
‘coug]lest farrow attempting an ambush. If the PCs suc-
ceed in s]aying them or causing them to retreat, the far-
row will fall into a succession of ambushes from a dis-
tance, casting stones and hurling spears from high rock
shelves 80 to 100 feet overhead. Some of them may
also have short bows. They will run out from cover from
behind the PCs and fire off a vo”ey of arrows, and then
retreat back into their hi&ey—ho]es,

Overa”, the farrow's a.m])us}: tactics are pcrsistent
and extreme]y obnoxious. In fact, as the &ay goes on,
assuming the party continues {onowing the pass, the
farrow attacks will become more JErequem& and l)razen,
as t}*ley are l)ecoming clesperate to stop the party before
it enters the dreaded “B]igh{'."

The Tomb of Lost Souls—
Crossing the Threshold or

“The Blighted Earth & An
Arrogant Fossil’s Fossil”

The “shelter” of the Blight comes none too soon, as
the farrow have gat}lerecl enougl-l numbers—rough]y
80 of them—to guarantee certain doom. Chased l)y
this persistent horde tl'xirsting for their blood, the party
will stumble into a blighted landscape at some point on
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the third day; it is an area that the pursuing farrow ble twin warriors, gau.ntlets resting upon the
refuse to enter. hilts of down-turned swords. Various sigils of

unknown nature decorate the facing from edge

wisted tree trunks and scorched earth por- to edge, and inscribed largely in the middle and
tray an eerie l)aclzdrop. Closer inspection up high, an old depiction of the Cygnaran

of the trees reveals that t]'iey are petrified, liter- swan. Above that is the celestial sign of
auy turned to stone. The entire landscape is Morrow. A dark aperture in the center of the
devastatecl, and the creatures that have harried tom]:: face mars this magnificent work of cra{ts-

you to this point are nowhere to be seen, as if manship.
t]'ley dare not enter this unnatural, g‘hostlilze
region. Everytl'ling is still here, aside from a
sligllt breeze t}xrougll the narrow passages and
across the cavern tops, droning like some
mournful, restless spirit. This must be the place
indicated on your map as ‘“The Blight.'

But apart from the tomb,
even tlioug]'l it represents all
that you are seelzing‘, cleatly
something else seizes your
attention. A massive piece of

macllinery is sprawle(l out in

J : 1 th tually k front of the tomb face. At
cuearging oowsrs; e paty svstuially Mappens first, it resembles some kind

upon the entrance to the Tomb carved into a cliff with-
in a gorge, of which they are in the bottom. Qutside of
itisa la.rge husk of some type of old mechanika, some-
what reseml)ling an unusual cannon or telescope, and

of large steam fumace, made
of iron and rivets and black-
ened I)y fire. But then you
note the absolute strangeness
of the machine, realizing’ it is

in a state of ruin, and you

not far from this lays a petrl{ie(l corpse and a blasted
trunk (which is empty).

ina“y, you are within sig'l'lt of the fabled wonder about its true puxs
Tomb of the Legion of Lost Souls. The face pare-
of it is carved into a ]Iig]l cliff sic].e, etched That is when you notice
exquisitely in granite. Massive columns resem- one other Ofl‘lity not far from

the machine... a dessicaterl,
mummified corpse.

The hole in the tomb face

appears to have been created when
the wizard’s mechanika device was
activated and melted a potion of
the stone. It is ringed by now-
hardened magma. A Craft:
S’tonemasonry (or other relatecl)
skill check (DC 15) reveals that
there also appears to be signs of
hammering and chiseling around
the circumference of the hole. Of
interest, the entire area around the tomb is coated in a
peculiar dust. It is very fine and bits of it flicker when
it catches the light at certain angles.

The corpse was once an innovative and arrogant wiz-
ard, responsil)]e for the machine, and also for bringing
the farrow of the ‘Spine into being. Roughly two hun-
dred years ago, this adventurer sought the Tomb of the
Legion of Lost Souls in order to acquire its secrets and
p]umler its riches. Obviously, he failed. Of interest, as
the PCs examine the petri{:iecl corpse, t11ey will notice
an overturned chest. It is open, but the contents of it
have long since vanished.




The ruined mechanika was once
an ingenious focusing device of
solar energy, basically a primitive
energy weapon. It utilized a mag-
nification crystal, now trangely
absent—see mention of the soil in
the ensuing entry—to harness,
store, and then re]ease the sun’s
rays. The wizard had created
llyl)ticl servants iay magically
l)lenrling boars with men (hence
the farrow) to tow his device
through the ancient Tusk Trail.
However, when the moment came
for him to employ the device to
access the tomb, one can only view
the destruction and speculate what
must have happenecl. The L]ightecl
landscape attests that it must have
been something terrible indeed.

An Unexpected Loner

As the PCs are investigating the
area, at some point, a dry wind will
Cyc]one tl'lrougll the gorge, W}lip—
ping up the dust (both natural and
crystal) creating an effect similar

to a ghitterdust spell (PH 209).

Fo”owing the duststorm, a {ig—
ure appears and walks toward them. Resting a custom
carbine under one arm, a man lowers his goggles and
squints at them: “Damn {ools, what are you r:loing out
here without goggles?”

Introducing himself as Seth, the man is human, a
loner out here in the wilds of the Pealza, decked out in
piecemea] leathers, scavengecl gear, goggles, farrow tusk
necklaces, charms and furs, a scruffy white beard and
thinning white hair. He seems amicable enough and, if
the PCs are friendly, he'll offer them some jerlzy (tastes
like bacon!), and explain that he’s the lone survivor of a
caravan that was long ago assailed by the “piggies.” He's
lived out here since, “making ‘em pay for the death of
my dear wife, Ilya, and our daugh-
ter” and hasn't seen a human in the
time he’s been out here—which the
PCs can hazard to guess is a long,
long time... nearly 20 years, in
fact. After some introductions,
Seth will ask for a swig of water. If
the PCs are forthcoming, he'll take
a long drink. It's not quite true that
he hasn't seen a human in a long
time, just not a "]iving" one. Seth
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once ventured inside the tomb and will admit it. Read
the following:

eth's eyes appraise each of you. The g‘rizz]ecl

man seems to make a (Iecision, nods to him-
self, ancl then procures a tattered leat]’xetl)ouncl
book from one of his pouches. “I found this on
one of the bodies inside there...” he tells you,
indicating the aperture in the tomb. “Think it
may have come out of the mummy's box over

there,” he says, jerking his thumb at the over-
turned chest by the petrified mummy.

“Yeah, I went in there a while back. Didn't
gdet very far. Bodies layin' around— some of ‘em
in pieces—adventurers like yerselves. Figgered
I was out of my depth so I just went through a
few of the dead'uns poclzets. Found a few little
trinkets...and that book. Maylr)e you']] find it
useful. May])e not. Either way, goocl luck to
yun's. I hope ya get whatever yer after.”

The journal is written in an argot of Old Ordic. Seth
doesn't claim to understand much of it, if any, and he
thinks it probably belonged to the “mummy.” A suc-
cessful Decipher Script check (DC 30) will divu]ge

annotations on the wizard’s planning, clues about the
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origin of the farrow of the ‘Spine, observations regarcl-
ing traps and treasures within, and more history about
the tomb itself (see cal]out). There are also some
obscure notes on the usage of mechanika with crysta]s
and solar power.

If the PCs are belligerent toward Seth, they'll likely

miss out on this important stuff —unless of course they

just kill him and take his gear. He's no pushover,

t]xougl'l, and hope{u”y hell take a few of the bastards
down with him!

Task: Exploring the Tomb of
Lost Souls

The Perilous

Challenges
Inside the Tomb of Lost Souls, the PCs will

encounter several preliminary chambers. This is the

Perilous Hall of the Five Challenges. There will be

not!-xing alive or moving within these early passages,
just traps, cryptic carvings, dust, and moldy corpses.

Hall of the Five

There is evidence of damage done to the Tomb,
cracks along the walls and floors that seem to widen as
the PCs progress. When the wizard’s contraption
flashed the Tomb, even though the facing held sound,
the discharge of force created tremors that severely
&amaged it. The more the party proceeds, the more evi-
dent the clamage. Of note and unbeknownst to the
party, this is also what gave the underground crypt spi-
ders access to the Tomb.

I. Emfry CHamBER - THE VOicCE
ofF MorRrOW

hining your light source inside the gaping

hole rent in the tomb face, the first thing
you see is a long-cleacl corpse lying face down in
the dust and sand that layers the entire floor of
this chamber. Peering al)out, you observe the
walls of the room, adorned in the style of
ancient Cygnar. Murals span the entire perime-
ter of the chamber walls; they depict a great
lJattle, but are now defaced ];)y long and wind-
ing cracks. Ensconced in the far wall is a pair of
latge doors; upon them is the relief of a wiz-

ened old man reading aloud from books, one of
which he holds in each hand.

Description: This room and all the rooms that fol-
low are lined with long, wide cracks resulting from the
wizard’s magical backlash. Further investigation of the
walls and door reveal an inscription in Caspian

(Decipher Script DC 28): “Constructed by the grace of

Morrow in the year 295 AR in honor of the fallen host
of the Eternals, once called the Kingmakers. We, the
Roya] Knig]‘lfs of Cygnar, praise Ascended Primarch
Brofar, the holy Archon who guided our hands in this
task.” Also inscribed at the base of the door: “When the
Voice of Morrow Beckons, Man Must Heed,” and above
the door, “Whosoever is Faithful of Morrow, Enter Yon
Perilous Hall and Fear Ye Not.”

The corpse is an old and dusty skeleton in tattered
robes. The skeleton has a cloth satchel around its shoul-
der but is empty. If, for any reason, Seth is with the
adventurers, he will indicate that the skeleton’s satchel is
what held the journal he gave them. It may be conjec-
tured that this was a scholar or wizard who had taken the
journal from the empty chest outside, but olwiously did-
n't make it very far with it. This is indeed the truth.
Once, the corpse was a scholar l)y the name of Ciayven
Melhuse. He had been sickly when he entered the tomb
and when the trap went oF{, it was too much for his
a.lread.y fast l)eating heart to withstand. He had sirnply
gral)}:e(l his chest and droppecl dead. The rest of his cow-
ardly party—retainers mostly—tl'xen fled.

A successful Search (DC 12) of the thick dust and
sand on the floor will yield an old stoneworker’s ham-
mer and 1 to 3 iron chisels.

Tricks & Traps: The trap laid upon the door with
the relief on it is the “Voice of Morrow,” a sonic trap.
The door is locked, of course, and the complex puzzle
lock, involving a series of mechanikal tumblers hidden
amongst the stonework, has a DC of 38 for any Open
Lock checks. Tampering with the lock without first dis-
arming the trap (Disable Device DC 28) triggers a
mechanikal trap that consists of a large gong concealed
in the stone doors. The clamoring din issues from the
carving’s mouth and reverberates very loucﬂy tln'ough—
out the solid stone chamber. This has the effect of a
shout spel] cast at 11th level (PH 252). DMs may con-
sider that the noise upsets some large stonework above
that was already severely damaged, causing a hail of

masonry. PCS Sl‘lOu](l malze Re{lex saves (DC 18) to

SRl |

‘Twas good fer squashin’ them damn devil rats what
plagued our mighty halls!

—Onar Delver, regarJirzg his hammer, Ratsmasher
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avoid getting pummeled by {alling stone in a range of

sizes (DMG 89).

2. First AnfecaamBER - THE
Hanp or MoRROW

You stand upon a short stone landing, coat-
ed in the same dust as the previous cham-

ber. It is very dark in here. Before you, down
roughly a dozen steps, lay an enormous pair of
carved stone hands cast in shadow. The massive
hands are wrist-to-wrist with palms upturned,
and tl'ley form a l)riclge of sorts that spans what
appears to be a great void. The tips of the fin-
gers on the far hand are swallowed by darkness,
and the entire opposite end of this cavernous
chamber cannot be seen.

Description: This is a large, circular chamber with a
“well room” Lelow. The walls are J.Eea‘rure]ess, but the
floor in front of the bridge is inscribed in Caspian (DC
28): “Man is Uplifted in the Hands of Morrow.” The
hands are exactly as they appear: a hridge spanning a
chasm, and they, too, are trappecl. The briclge ends in
another set of double doors featuring yet another com-

plex mechanikal lock (Open Locks DC 36).

orben: A Ais’kinguisixed older man with
gwomed beard and wearing the robes of wizardry is |
shown bowing his head, eyes closed. In one hand isa

gilded scroll and, in the other, the Enkheiridion.

Behind him is a large closed doorway.
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On the landing at the ecige of the bridge
is another dusty skeleton sitting and leaning against
the door. There is an antique looking lantern sitting

Treasure:

nearby, and an open backpack. The pack contains a few
personal items and a pouc1'1 with 13 small rubies (25
£p eaCl'l) and 80 gp 1n various gold coins. There are
also a few empty ration tins lying on the floor and a
dusty set of thieves' tools scattered about. Apparently
this fellow got sealed in here, couldn’t figure how to
picl? the lock or how to get back out, and he starved to
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death. This was once Rellin Malvagor, a resident of
Corvis 85 years ago, and a thief... but not a great one.
His studded leather armor has dry-rotted and falls
apart if handled. He also has a masterwork shortsword
lying across his ]ap. The pommel nut of the sword is
twisted off and the grip is hollow. Most 1i12e1y, this is
where Rellin leept his thieves tools.

Characters falling into the pit or shining a light into
the darkness below may find the remains (Spot DC 15)

of another brave adventurer who met his fate in these




halls just a few decades after the wizard's contraption
opened the hole in the tomb face. The man’s name was
Brandon Cathmore of Ord, and the only salvagealale
item from his gear is a magnificent longsword,
Darkrazer. Darkrazer is a +4 keen undead bane
longsword.

Tricks & Traps: The trap in this room was damagecl
in the magical Laclzlash, thus the mechanika of this
room no longer functions properly. Originally, activat-
ing the trap would have caused the hands to c]ap
together in the span of two }Jreaths, per}laps smashing
all stan&ing on them and most certainly llumping

them into the well below.
Unless the trap is neutralized
before the lock is tampered
with, a loud grin&ing noise
will be heard, followed by a tremendous
shuddering across the bridge as the mechanism tries in
vain to fulfill its purpose. PCs must make a Balance
skill check (DC 10) to avoid tumbling headlong into
the well. The well is 40-foot deep pit, lined with spilzes.
Falling characters take 4d6 points of clamage and those
failing a Reflex save (DC 20) may be impaled on 1d4
spikes. The spikes are at +10 melee to hit and do
1d4+4 points of damage per successful hit.

3. SEconp ANTECHAMBER - THE
BRrREaTH oF ITIORROW

his dark chamber rests at the bottom of a

dozen steps and appears quite featureless but
fora large stone basin in the center. You sudden-
ly perceive the sound of droplets. Holding your

lig]'lt source aloft, you notice a clear liquicl spo-
radically dripping from somewhere in the shad-

owed ceiling above. They splash into a shallow
pool in the bottom of the basin.

Description: The basin is large enougl'x for a man to
fit in, possibly six feet in circumference. Carved around
the rim of the basin in Caspian (Decipher Script DC
28) are Worcls that read: “The Breath of Morrow
Cleanses Man.” The water clripping into the basin
comes from an underground spring that runs tlu-ougl')
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the mountain above. Fortunately, the spring periodical-
ly runs &ry ancl, at those times, explorers can pass
througl'l this room unmolested. Unfortunately for the
PCs, this is not one of those times. The doors opposite
the ones tl’ley entered have a DC of 36 to piClz. The
piclzer will notice that the floor in front of the doors
seems slight]y damp, as do the doors themselves.

Further investigation also reveals a large crack that
runs the full length of the floor, and characters inspect-
ing the ceiling with a light source will see a metal panel
set into the stone above. Water g]istens at the edges of
this panel, periodically dripping into the basin below.

Tricks & Traps: If the lock on the doors is fooled
with before the trap is disarmed (DC 30), the panel on
the ceiling slides open and a precariously balanced tray
containing two alchemical pellets is upended, spilling
them into the water basin. These pe“ets, when mixed
with water, create an effect akin to a cloudkill spe"
(PH 185). The deadly cloud will linger for two
rounds before air pressure causes it to sink into

the crack in the floor, ]uckily for any lxurting
PCs.

4, Tuirp AnNTECHAMBER -
THE CHALICE OF MORROW

pening the large doors to enter the
Onext chamber, a great msl\ing of
water impolitely greets you. Gallons of it flood
out of the room, t}n'eatening to upencl you all.
Riding the crest of the wave are two water-
Iogged corpses, reaclling‘ out to rake at you with
their ljony claws.

Description: Aside from a few carved murals
depicting various important figures in the Legion, this
very wet room is featureless. It does smell fairly rancid,
however, being that the two corpses decomposed in this
sealed chamber. An inscription on the wall (DC 28)
reads: “Drink Ye from the Chalice of Morrow and be
Quenched Evermore.” The DM might consider having
any lead characters near the door when it opens make a
Str check (DC 15) to remain standing during the surge

of rushing water.

Inspection of this room reveals &rainage holes in the
corners that lead to ancient mechanikal pumps that once
sipl’noned the water to the basin above. The exit door of
this chamber is trapped, but the trap no longer functions.
The substantial damage to the tomb did not allow this
room to drain and the standing water for the last 125
years has caused the mechanika on the door to rust. It is
going to be difficult to get through, as the lock is also
rusted shut. The door has a Hardness 8 and 120 llp.
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The corpses that come spi”ing out with the de]uge
are just that, corpses. They are no danger to the party.
One appears human and the other is a one-arme
dwarf. Once, they were Ambrosz Lesjk of Khador and
Onar Delver of Rhul, adventuring companions over
125 years ago, in search of lost treasures. PCs explor-
ing the room will find Onar’s missing arm and, along
with it, his magical war}lammer, Ratsmasher, a +3 thun-
dering vermin bane warhammer. Although Ratsmasher’s
enchantment did not actually help in fighting rats per
se, it served Onar well enough. Any character lucky
enough to wield this weapon against the crypt spiders
will witness its true purpose.

Of note, there are no more corpses of adventurers to
be found in the tomb, since no one has ever made it far-

ther than poor Ambrosz and Onar did.

Tricks & Traps: The trap in this room was rendered
useless as a result of the magical backlash. There is a
now-empty, downturned massive stone basin in the
ceiling of this chamber that held enough water to com-
pletely £ill the room, clrowning all within.

5, FourfH AnTecHamBER - THE
Gaze ofF MorrOW

rominent]y on the far wall of this smallish
Proom is the carving of an eye, inset with a
large sapp]-lire. It rests in the center of a large
pair of carved double doors. The floor of this
room has about a half of an inch of standing
water in it, most Iilzely washout from the previ-

ous cllarnl)er.

Description: The rear wall of this room is a giant
carving of part of an old man’s face. It is so large that
PCs must stand back and stucly it for a few moments to
be able to take it all in. The obvious feature is the
aforementioned eye. Also, within the eyelid of the carv-
ing is an inscription in Caspian (DC 28): “Gaze into
the Eye of Morrow and Be Judged.”

The surrounding walls depict all of the known
Ascendants of Morrow (see callout “The Ascendants of
Morrow”) that existed at the time of the creation of this
tomb. These are more than just mundane carvings, as
they contain some divine magic and are rendered in
incredible detail and color. Upon scrutinzing them,
they appear multi-dimensional and nearly alive!

Tricks & Traps: The whole “gaze” routine is merely
a ruse to get intruders to stand for two full rounds—
basically 10 to 12 seconds—on a pressure plate on the
floor in front of the doors while the mechanikal trap
powers up. The trap will trip at the end of the two
rounds, unless it is detected and disarmed (Search and

Disable Device DC 31). The trap generates a massive
electrical charge that is discharged through the gem and
jumps to the closest being. It has the effects of chain
’fgl;tm'ng, caster level 11 (PH 182). After the ligl'ltning
dissipates, the doors (which cannot be picked, but can
be busted down) open with a loud creak.

6. THE GatE OoF SovuLs

he hall ends here at a colossal door. It is
worked with a multitude of ancient sym.bols,
many of which are foreign to you, altl-mugll the
syml)ol of Morrow is prominent. There is also a
scene below the symbol of Morrow that depicts
armored soldiers bearing their fallen through an

arcl-lway, followed by clerics of Morrow, raising
their hands in veneration.

Description: The QGate of
Souls is a massive door at the end
of the Perilous Hall. It is
engravecl with the symbol of
Morrow over another symbo],
which seems to be that of the
Legion. The door reads in
Caspian (DC 28): “Beyond the
Gate of Souls Lies the Eternal
Host.”

This is a mystical door. The
only way it can be got tl'u'oug}l is
by the steamjack and the massive
stoneworking hammer, Duteous.
Without these items or equiva-
lents, the party will have a prol)—
lem. The door is sixteen inches of
solid stone, and is sealed }Jy
virtue of its construction; a mul-
titude of long iron teeth are
embedded into the thick stone of
the door and into the entire
breadth of the threshold’s
perimeter. The door has a
Hardness of 8 and 240 hp. It
also, being magical, has the abili-
ty to regenerate itself comp]etely
after sustaining damage unless a
certain amount of damage 1s
dealt to it; the door must take 50
hp of Huclgeoning &amage in one
strike, effectively destroying the enchantment. If the
PCs are putting Duteous to the task in the iron grip

of a steamjack, it shouldn’t take long to reduce the
door to rubble.
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7. THE HaLL oF ViciLance

tepping tlu‘oug]l the rubble of the destroyed

door, you find yourselves in the midst of yet
more debris. At the bottom of a dozen steps, a
shattered column lies across your patl‘n. Beyond
it, the floor ends unexpected]y; a fissure
descends into inky blackness. It appears that
the wizard's contraption outside yielded more
than just fractures along the stone of the walls
and floor. Apparently the rest of the tomb has
collapsed!

Description: Once the PCs get throug}l the Gate of
Souls, they'u come across extensive &amage to the
Tomb, caused })y the wizard’s attempt to get inside. The
damage done to the Tomb has created a rift before the
Hall of Vigilance, the original location of the Tomb
Maidens, and the PCs are now confronted with a 50-
foot descent. The PCs must move down to this fallen
level to continue.

Embedded in the upper portion, however, is a three-
foot tall lever fixed into the floor. The mechanikal
gears are rusted and the lever is hard to pull (Str DC 20
to activate). Two PCs can cooperate to pull the lever.
Once the lever is activated, it will open all of the doors
in the Upper Tomb for easy passage. After seven days,
the mechanika will reset and the doors will automati-
cally close.

Once the PCs are on the ground (Lower Tomb, area
7) and have time to investigate the area, they will dis-
cover several dead and decayed spiders on the floor of
the Hall. They’ve ol)viously been slain l)y something
other than the PCs, but l)y whom... or what? Further
investigation under a fallen column uncovers some
kind of 1arge mechanika construct that seems vague]y
humanoid but is, for the most part, unrecognizal)]e.

Enemies: As the party descends the overhang—
most lilzely via lowered ropes—theyyll notice a myriad
of we]a}aing just before several ]arge, semi-glowing
arachnids leap upon them! 2d6 crypt spiders have made
their homes here by suspending their webbing from the
lip of the steep fracture that has devastated this room.

8. Tue HarL oF TrutH

omething is moving in the darkness of the
hall beyond. You perceive a noise that
sounds like iron scraping against stone.

Description: Beyond the Hall of Vigilance, there is
a wide, web-draped hall on a somewhat steep grade.
While the PCs are descending into the next chamber,

they will suddenly become aware of noises below: a

tomb maiden that was on patro] is now embroiled in
combat with 2d4 crypt spic{ers. It's up to the party what
to do in this situation. Either way, the victor of the
combat will even‘cually turn on them.

Enemies: They may be able to bypass this scene, but
most likely the tomb maiden will dispatch the crypt spi-
ders and the party will face it sometime.

9. T WarRjacK ANTECHAMBER

host of antiquated steamiaclzs holds a
Asi]enl vigil in the inky blackness of this
chamber. At rest in some sort of centuries-long
formation, these antique machines of war are
clad in dusty banners, welded-on medals, and
adorne(l across their l)arrcl cllests, the ancient
Cygnaran swan. Six of the steamjacks in the far
rig’}lt corner have fallen. Tl'ley seem to have top-
p]ec[ over in a domino effect, resting against the
wall and each other.

Description: A half-dozen steamjacks are located
here. 'l'l'xey were made centuries ago for the express pur-
pose of war, hence the name ‘warjacks, Close inspection
of these mechanika ljy the PCs will reveal that t})ey area
bit cruder than today's modern variety. They're also
bulkier and fitted with large “axe & hammer” attach-
ments. PCs “in the know” may even be informed that in
overall appearance t11ey resemble the original mammoth
steamjacks of the ancient Rebellion period.

Off of this hall are the barricaded fuel and conveyance
chambers (QA). There are no doors to these c]'na.mlaers,
simply archways. The rooms are filled with a myriad of
supplies from wax-sealed stone casks containing water
for fuel, iron carts packed full of coal, dozens of large
shovels, coils of industrial chains, wheeled iron carriers
for conveying the warjaclzs, and other maintenance tools.

Enemies: Refer to the callout entitled "Maidens &
Spiders" for any possible encounters.

10. Tue Lecion Treasvry
Tlﬁs chamber is lined with rows of wagons,
some of them tilted and broken. In the
front portion of the chamber is a wide table
carved from the very stone surface of the room,
the symbol of the legion carved into the top of
it. Behind the last row of wagons off to your
right something metallic reflects your light
source back at you.

Description: This chamber contains the amassed
treasure of the fallen Legion from their previous battles
so many centuries ago. When they were entombed here,
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the surviving soldiers placed this treasure within the
Tomb. Tl'ley counted out the proper compensation and
placed it within leather pouches, then packed the
poucl‘xes into chests and loaded them onto wagons.
Being a mercenary company, the army held to the merc
tradition of entornhing their fallen comrades with the
appointed disbursement. This was borne of an old
superstition that stated if a fallen merc were left
unpaicl, the troubled spirit would haunt the emp]oyers
and l)ring bad fortune upon them. Most 1ileely, this
notion was cooked up by mercenary leaders of olden
times who wanted their coins counted out prior to bat-
tle rather than afterward.

When the wizard's contraption rocked the toml),
some of the wagon wheels snapped under the weigl'lt
and spilled their contents onto the floor. Several bro-
ken chests litter the grouncl in the back rigl-lt corner, as
well as pools of ancient gold coins and gliﬁering gems.

Enemies: Refer to the callout entitled “Maidens &
Spiders" for any possi]:)le encounters.

Treasure: The chests in the Legion Treasury contain
leather pouches, and each pouch holds 100 gp in coins
and gems. There is 47,000 gp in total. This is a sub-
stantial amount of currency, which will require three
heavy wagonloads to take out of here.

Consequences: If the PCs decide to stuff their
pockets full of ljooty—they pmbably won't be able to
haul wagonloads of coin out of this place—and vacate,
they are certainly welcome to do so. They will meet
Alexia Ciannor coming into the tomb on their way out.
If tl-ney are still intent on leaving despite her presence,
she'll berate them but then let them go. As far as she’s
concerned, tl’xey've done most of the work. She will pro-
ceed to raising the legion and lea.&ing them back to
Corvis. It is up to the DM to decide how much to
involve the villainous PCs in Act IIT (if tl‘ley even
return to Corvis!).

II. THE BuriaLr HaLL

he mechanika husk outside dealt massive

c{amage to this colossal hall. It must have
been the terminal point for the contraption’s
shockwave. The hall is lined with the remnants
of more than one row of columns, but very few
of these are still intact. The area is littered with
fallen pillars and a vast multitude of shattered
roc]a t]'lat rececles into the rlarlzness, ancl tlle
entire hall slants precariously downward.
What's more, much of the rock and ceiling is
t;lraped with a mass of sticky spider webs.

Description: The Burial Hall is a columnar chamber
and two rifts run the width of the hall, literally shearing
it apart. The first rift drops the hall five feet, and the rift

itself is about 15 inches across and no telling how deep;
a.ny‘f:l'xing dropperl into this rift is gone for goocl.

Enemies: Refer to the callout entitled “Maidens &
Spiders” for any possible encounters.

As the party descends into the Burial Hall, read:

§ you descend wa.rily into the enormous
Al‘lall, wallving amid the rubble and casting
your light source about, you notice all of the
walls in this chamber are covered in an enor-
mous fresco clepicting the fall of the Legion,
the march to the tomb, and their sul:mequent

interment.

The rubble-strewn surface ang‘les downward,
however, and you note the reason for this:
breaks extend the entire width of the hall. The
first rift is somewhat managea]:le, per]'laps
dropping‘ the chamber little more than five feet.

A second ri{t, seventy feet from you, drops
most of the rear of the hall into sheer darkness.

Description: The second rift in the Burial Hall is a
20-foot drop and the hall on the opposite side of it is
at such an ang]e that PCs who venture down to it must
make Dex checks (DC 20) or risk slipping and tum-
bling into the far corner, possibly chancing falling
damage and/or surprise attacks from any crypt spiclers
in the wel)lxing here, dependent on the DM’s wont.

Enemies: There are 2d4+42 crypt spiders in the
dropped rear area of the main Burial Hall.
I11A, B & D. Crypts I, 11 & IV

Read the {ollowing description for any of areas 11A,
11B, or 11D, depending on which one the PCs choose

to enter first:

You can't help but feel crestfallen. With all
of Corvis depending on you, this certainly
is not what you expected to find. The large
vault is lined with undoul)texﬂy a thousand
granite biers, but the soldiers that lay upon
them are devastated—dried out, broken ]'Auslu,
some of them tumbled from their stone
catafalques, many of them encased {-ully or par-
tially in a shroud of webbing. It appears the
Legion of Lost Souls has been ruined beyond

redemption.

Description: Inside each of these destroyed cham-
bers, 1,200 desiccated husks are sprawled in awkward
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positions on the
floor or hanging
shifted or
overturned stone
cata{a]ques. The
dead
equipment may be
salvagecl, but none
of it is worthy of
notice. None of
the soldiers will
ever walk

over

soldiers’

again
and many of them
are in pieces. The
DM may consider
handing out bonus
experience to any
cleric of Morrow
who feels moved
enough to do some
kind of re-conse-
cration ritual for

the defiled war-

riors.

Of note, Crypt I (11A) has a wide stone plaque that
has fallen from above the door and lies in the dust on
the ground. The plaque reads in Caspian (DC 28):
PHOENIX COMPANY, DIVISION IV. At the foot
of each bier there is an inscribed stone plaque (see 11C
for more detai]s).

Enemies: Crypt spider webs are everywl'xere in these
rooms. In fact, the ceiling is lost in an expanse of webs
and darkness and this room contains 2d8+2 crypt spi-
ders. Some are lurking amongst the biers and in the
webbing al)ove, but a few are in the back of the cham-
ber hunkered over the cadavers, suc ing what's left of
the precious marrow from cracked bones. If the PCs
enter several feet into the crypts, they may even hear the
snaclzing of the spiders and the craclzing of bones.

IIC. Cryp¥ Iil

fter you manage to pus}x the heavy stone
Adoor open, you find a welcome sig}lt. This
vault has been untouched Ly the Jespica]:le spi-
ders, free of their presence and their damnable
wel)l)ing. The vault is lined with decorative
catafalques and a soldier rests upon most of
them. The clamag‘e done to the tomb has uncer-
emoniously dumped more than a hundred of
them onto the ﬂoor, but for the most pa~t the
legion here is intact.

Description: The door to this room remains in
p]ace, on its l‘:inges. Inside, twelve hundred ancient
corpses lie in state on stone biers. T}ley are all clad in
fine armor and clutch their varied weapons at their
chests. The plaque above this door reads in Caspian
(DC 28): IRON WOLF COMPANY, DIVISION
X1V, and each of the catafalques }wusing a soldier bears
a stone plaque at the foot, inscribed with their name
and rank and, in some cases, additional comments:

Tarl Gunclel:z, Sergeant =*The Best m( Men"; Magden
“Blade Belcher” Fellimir, Soldier; Valice Sun&ralze,
Soldier; Ganeth Vreeson, Captain — “Like a Father to
Us”; Harridian Balincourt, Surgeon — “Without him,
we'd all be lying here.”

Waking the Dead

Timing: At some point after the party has accessed
the Burial Hall, Alexia Ciannor will appear. She may or
may not have the Witchfire in hand, depending on what
the PCs opted to do with the weapon.

Purpose: Alexia will come into the Burial Hall and
use the Witchfire to wake the Legion of Lost Souls.

j- s you are standing tl-lere, reﬂecting on the

expedition to this point, you're aware of a

sudden presence. You turn to witness Alexia
Ciannor wallzing out of the darlaness, toward
you. She smirks, saying, “I can't believe you
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a.ctually got into this place. You people just
keep impressing me.”

Description: As promised, Alexia has arrived to
realize the plan hatched l)y her uncle and herself. If she
doesn’t have the Witchfire and it has been held onto by
the PCs, she will once more explain that on]y she can
use it to raise the fallen soldiers. If ’cl'ley agree and hand
it over, Alexia will then ask the PCs to lead her to the
intact vault where the soldiers have been untouched by
the crypt spiclers. She will show remorse for the lost
warriors, explaining that their hodies are l)eycmcl any-
thing she can do for them. At the appointed time, read
the fo"owing:

ripping the hilt of the sword, Alexia

unsheathes the black-bladed weapon and
(lrops the scabbard to the floor. With both of
her hands, the young witch raises the Witchfire
above her head and closes her eyes.
Immediately the sword beg’ins to hiss with
necromantic force and strands of pale ye“ow
lightning crackle the length of it. Alexia’s lips
move, a silent incantation upon them. She sud-
xlenly ierlzs her head back and her black hair
dances with Cascading energy. In {act, you feel
your own hair standing; loolaing at your arms,
or your companion’s heads, you see the same
effect. The very air seems to bristle about you.
In an instant, the ]ightning is gone... and
then... the legion stirs. At first, a leg twitch-
es... then another soldier’s arm shoots out, a
skeletal hand g’ral)l:ting at air... and within

moments, some of them sit up, others stand.

Alexia lowers the Witchfire, the Iightning
that once danced across the blade, now simply
a minor sparlzle.

Before you all, the Legion of Lost Souls—
eye sockets now aglow like twin green flames—
stands at attention.

Description: After rising, the 1,200 undead ]egion—
naires (Appenclix A) stand at attention, awaiting their
orders. They are connected to the Witchfire, and Alexia
will need to use the power of the blade to guicle them.
The first order of business is they wish to be salaried
from their treasure stores, collecting past earnings,
before marc]‘ning from the tomb. The PCs should lead
them to the treasury for this and must dole out the pay-
ment. The DM may wish to have Alexia suggest this if
the PCs are entirely oblivious.

After they collect their due, the soldiers in c}large of
the steamjaclzs—ca“ecl Yack mars}lals—begin to fuel
and fire up the ancient warjacks, and they manage to get

a dozen of them running. Other soldiers begin affixing
chains to the operah]e warjacles in order to hoist them
out of the fallen Hall of Vigilance (7). Officers seem to
be giving silent orders and the evacuation of the tomb,
although it takes time (especially to haul out the war-
jaclas and their conveyances), will be orderly and pre-
cise. Indeed, once tl'xey get going, they go about their
duties unquesﬁoning]y and on the double, as soldiers
are apt to do. Before long, the PCs should be exiting
the tomb in the company of the Legion of Lost Souls.

Wrapping Up: The March
Back to Corvis

Timing: Once the Legion has been raised, they will
follow the PCs back to Corvis.

Purpose: Saving the King&om. .. the usual stuff.

After the army has taken care of matters in the toml),
they will assemble within the gorge outside of it. The
jack marshals recruit a contingent of pullers to cart the
warjaclzs on their iron conveyances, a dozen tireless
legionnaires to a wagon, holcling two warjacks and six
casks of fuel each. There are six warjack wagons, as well
as a dozen carts loaded with coal. The rest of the ]egion
will organize into divisions of a hundred solcliers, each
with an officer and a bannerman at the head. The
assembled host then awaits directions from the PCs and
Alexia, all of which they recognize as their generals.

While marching out of the Blight and through Boar
Tusk Pass, the farrow are nowhere to be seen. T‘l'ley may
be somewhat stupid, but not stupid enough to mess with
a war host on the march. If the DM wisl]es, Seth may
also join up at some point and accompany them. This
may be his only opportunity to get the hell out of the
mountains! The soldiers will use the old {orgot-ten road
at the base of the pass. It is very overgrown, but the sol-
diers will use their blades where need be to hack their
way through the foliage. It is a four-day march back to

Corvis.
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We have all been wicked in this world, but his mercy
endures. There is more to this than you could know, but no
one is beyond redemption in the eyes of the Noble Twin.
— General Kentigern Bannock, Royal Knights of Cygnar
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Act III

At this point the PCs should be feeling pretty good.
Alexia seems to be on their side and they have a big
army with which to contest Raelthorne’s control of

Corvis. There's still plenty of work left to do though!

Act Summary: This Act will keep the party on their
toes. The 10,000 Skorne are about to enter Corvis and
lock it down, in preparation for the arrival of a Cygnar
invasion force. The 1,200 soldiers of the Legion of
Lost Souls will be arriving at about the same time, and

the two armies will clash, with the party caught in the
middle.

Before the Legion enters Corvis, the PCs must
secure the North Gate, so that the enemy-controlled
cannons are neutralized. Afterwar&s, tlley should also
take out a couple of lookout posts within the city, to
furtl'ler conceal tl'xe Legion’s movement. Next, tlae PCs
will have to disable some mighty river defense cannons
that the enemy may turn against the Legion. At this
point, the Skorne will be moving to engage the Legion
of Lost Souls, and the party will get involved in the
Eray—tangling with a gigantic Skorne war beast and
Vinter Raelthorne himself. When the battle with the
enemy dies down, Alexia and Vahn Oberen will mix it
up, and the PCs will have to make some critical deci-
sions that will affect the fates of thousands. And as if
all that wasn't enough, the PCs will still need to deal
with Mayor Borloch as well...

All of these tasks are important for the PCs to com-
plete, but depending on how the adventure is panning
out the DM may wish to make some of these episodes
more event{ul tl'nan others, or even move the times and
p]aces of some events. The most critical tasks are get-
ting the Legion into Corvis before the Skorne move in
and garrison the city, and then {ighting the Skorne. The
rest of the Act 3 events can be modified to fit the DM’s

IIEECI.S.

==

Encounter: Captain Helstrom

Timing: This should be the first plot-driven
encounter of Act 3, t]'mugh a clever party mig}]t want to
address the city defense issue before they leave in Act 2.
In this case the DM should omit this encounter and stage
a conversation with Helstrom earlier in the adventure.

Purpose: Before the PCs can lead the Legion into
battle, tl’xey will have to get them sa{e]y into the city.
Their first task must be to secure the North Gate and
disable its defenses. Captain Helstrom will alert them
to this as t}dey approacl’x Corvis.

A few hours before the PCs get to Corvis, Capt.
Helstrom will meet them and advise them of their next
task. I&ea“y the operation to secure the gate should
happen at night, and Helstrom will advise the PCs to
delay their approach if necessary.

If the PCs are especially on the ]Ja”, t}wy may have
a.]reacly considered the city's defenses and how to bypass
them. If they try to speak to Capt. Helstrom about the
matter earlier in the aclventure, he will advise them and
offer whatever other help he can. It's even possible that
the PCs will arrange for a safe gate passage before they
leave to fetch the Legim1—perl1aps they will arrange
for Helstrom's loyalists to stage an attack at a pre-
arrangecI time. They may even be able to enchant }zey
figures at the gate defenses in advance of their
approach. Depending on what the PCs have done, the
jl?ollowing encounter may need to be modified.

s you march onwards, you notice a small
Apuﬁ of dust on the road ahead. After a
moment you can see a lone horseman, ri&ing'
towards you at top sPeecl.




Assuming the PCs allow the rider to approach, he
will soon be revealed as Capt. Helstrom. If the PCs try
to scare the rider away or attack him, the Captain will
attempt to identify himself as best as he can. Once
Capt. Helstrom has joined the group, he'll warn them
about the clanger that awaits them at Corvis.

Capt. Helstrom looks around, stunned at the
sight of the Legion. “Gods above,” he
exclaims, Gl | Lope we've done the rigl'lt tlﬁng."
He turns to you and continues on. “These...
troops won't do us any good if tl’xey get cut
down before they can engage Raelthorne’s
forces. The city gates are now all g’uardecl, and
the cannon on the walls would destroy an army
before it could enter the city. We'll need to send

an advance party ahead to secure the North
Gate.”
Here is a Q&A to I’lelp moderate the PCs’ conver-
sation with Helstrom. This is an important event,
because it 1ays out the scope of the PCs’ tasks for Act 3.
During this scene it would be helpful to have the Corvis
map from TLN 9 hancly. (1f you don’t have TLN, you

can download a map from privateerpress.com.)

Q: How are the gates guarclecl?

A: Each gate has at least six heavy weapons uverlonleing
the road.

Q: How many men can we expect at the North Gate?
A

I believe there are only about a dozen manning the
defenses at any time.

Captain Helstrom
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Q:
A:

=10

=0

=10

W]’ly sO few men?

Raelthorne is overconfident. He knows no Cygnaran
forces can reach him for weeks yet, and he is even
sowing lies to further slow and confuse the defend-
ers of Cygnar. His men are Leginning to practise

with the cannon, but fortunately the city is not well
defended yet.

How can we secure the gate?

Just inside the walls at the North Gate there is a
guan”iouse. If you can get inside, you can then get
into the spaces in the wall and onto the parapet.

What kind of defenses do the gate-guarcls have?
Each man is well-armed and armored, tllough they
are not elite. Most of them are cannoneers, not
front-line troops. The most clangerous tl'ling is their
flare-launcher. If there is trouble at the gate, the
guarcls are instructed to run to the roof and launch a
red flare. Do not let them launch the flare under any
circumstances! If tl’xey clo, Ralethorne’s men will
quickly reinforce the gate and we will be in serious
trouble.

Do you have any loyalists at the North Gate?

I have one man on the inside. He is a Watch lieu-
tenant Ly the name of Mudd. He'll be in a bar called
“The Dancing Swine” until he goes on &uty at mid-
night. (Helstrom will give the PCs a silver ring at
this point.) I've told him to help out anyone who
comes to see him with this. Perhaps he can get you
inside the gua.rcn'louse.
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Q: Will the North Gate be
open?

A: So far the gates have been
apen round the clock. Raelthorne
will probably begin closing them at
sundown soon, but the city is l)usy
and closing the gates is sure to
cause more unrest... and he thinks
he has weeks yet before any enemy
can approach. Fort Falk is the clos-
est Cygnaran outpost, and tl-ley will
only now be starting to march to us.

Q:  How much time do we have?
A: Only a few hours. I believe
the Skorne are on the march to
Corvis already. It is imperative that
your Legion enters the city before
the Skorne can secure it.

Q: When we get into the city,
what do we do?

A:  Head towards the East Gate,
for that is where the Skorne will be
entering the city. Do not take the
straightest path through the indus-
trial ‘bourg though—the North
Bridge there is too narrow, you
could only move across two or three
abreast at the most. If there are any
of the enemy about, tl]ey could piclz
you off easily. No, when you get in
the city, head south, through the
armorer’s bourg and cross the West
Bridge by the courthouse... then
move due east and cross the South
Bridge. The East Gate will be right in front of you
then.

Should we be worried about the North Bridge? Can
it be used to flank us?

The North Bric].ge is ancient and very narrow. The
enemy cannot effectively move their whole army

across it any more than you can—but if it is not
guarded some Skorne will certainly move across it
and harass you.

That sounds like a Lig “YES.” What can we do?
Find a way to guard the bridge. .. or destroy it. If you
can force the enemy to use the South Bri&ge tl'ley
will be much easier to contain.

And what will you be doing, Captain?

I will be doing my best to fool the enemy into think-
ing that nothing is going on, and collecting intelli-
gence from the handful of men T have left in posi-
tions of power. I have heard that Borloch is up to
sometl'ling, but I need to learn more.
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Once the PCs are up to speed, Helstrom will ride off
with a last warning.

Raelt]’xome the Elder has not been semling
out scouting parties that I know of, but be
wary. If any of his men spot your Legion before
t]’xey reach the city it will go hard for you.” With
that, the Captain gaﬂops back up the road

towards Corvis.

When Helstrom has gone the PCs will need to plan
their assault on the North Gate. PCs who have worked
as Watchmen will have a rough idea of its layout, but

the party is probably best off locating Helstrom’s man
Lt. Mudd.

The party will also need to coordinate the Legion's
arrival with Alexia. If the PCs are unable to make a
decision, she will suggest simply giving them a two-
hour head start. Rememl)er, Alexia cannot go with the
PCs. She needs to stay with the Witchfire in order to
keep the Legion animated.

Scene: Kaboom!

Timing: This scene should be described as the PCs
approac]—; the city walls.

Purpose: This is just for fun, and to foreshadow the
cannon fire the PCs will be involved in later.

As the PCs approach Corvis, they will see the North
Gate defenders taking a bit of target practice. This is
just to build atmosphere and foreshadow future
events—the PCs are not in danger unless they treat this
as an attack and do something foolish.

Witll the city walls of Corvis now visible
about a quarter of a mile away, you are
startled by a sound like thunder ro“ing across
the land. A puH of amoke drifts from tl:le wall
over the North Gate, and then an explosion
blooms about 200 yards from your position. A
splash of fire illuminates the wreckage of a
farm}\ouse, now shattered I)y a cannon shell.

A moment later another gun speaks.
Unseen, a shell roars by and the structure van-
ishes in an even larger cloud of smoke and
debris. Even though the impact is far away, its
report is terrifying, the sound penetrating your
very bones.

A few moments of peace follow, but the guns
of Corvis fire again. This time, the cannoneers
have selected another type of shell. There is a
blinding flash in the air, a crackling sound, and
the sud(lenly the damp fields short of the farm-
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Vahn Oberen

llouse are engulfed in flame. The gunners soon
reload and adiust their aim, and the next deto-
nation is squarely over the smolzing foundation
of the farmhouse. A rain of fire quiclzly con-
sumes the remnants of the ]'10me, then sizzles
out.

The distant {iring, which continues for a few more
minutes, may spook the PCs mounts. A Handle
Animal check of DC 12 will be needed to lzeep control

of any steed that is not acclimated to combat.

The gate defenders are actually showing the cannons’
operation to some Skorne who have come into the city
to pla.n the imminent occupation. The Skorne are curi-
ous about the human techno]ogy, though t]]ey have
their own similar weapons, powerecl by their own dark
magics. When the PCs attempt to seize the North Gate
defense position, they will encounter some of the
Skorne observers in combat.

Task: Secure the North Gate

Timing: The PCs must accomplisl‘l this task before
the Legion is within sig]-lt of the city walls.

Purpose: If the North Gate is not made sa£e, gun-
ners will rain hell onto the Legion as it approaches, and
there will not be enough surviving Legionnaires to

defeat the Skorne.

Once the PCs have made it back to Corvis, tlmy’“
need to get t}lrough the gate guards again. As always the
guards are bored and not ﬂlny attentive, so clever PCs
will easily be able to sneak their gear back into the city.
Depending on past events it is possible that some of the
PCs will be known to the authorities by reputation and
description. This will make passing through the gates
much harder. If the PCs are under suspicion, they will

be taken aside to a secluded area for questioning; this is
an opportunity for a brief combat to earn freedom. If a
brawl erupts right at the gates, matters will be much
more serious, and new Watchmen and Inquisitors will
show up in minutes. Each city gate is also guarded Ly a
basic steamjack (Appendix A), pressed into military
service. These steamjacks are only fired up about 25%
of the time—coal isn't free, you know.

If the PCs want to meet Helstrom's man Mudd, the
Dancing Swine is only a few minutes from the North
Gate. The PCs may have to ask a few locals to find it,
or anyone making a Knowledge (local) check of DC 14
will be able to find it with about five minutes of look-
ing. The inside of the tavern is a typical scene—revel-
ers of all sorts sit at round tables or at the ]:)a):, excl’lang-
ing stories and swilling ale. Helstrom’s man Mudd is
here, sitting at a table Ly himself in uniform. Helstrom
has told Mudd what the PCs look lilze, sort 0{:, so he'll
be on the lookout for a group that matches their
description. Helstrom's silver ring will assure him that

the PCs are on the level.

The other patrons give Mudd a wide berth, since
Watchmen are hated and feared nowadays. The PCs
will get the evil eye for tal]:zing with a Watchman, too.

If the PCs and Lt. Mudd join up, they can plan out
an assault on the North Gate defenders. Mudd knows
all about the ].ayout and staﬁing of the gate area, and
he'll sketch maps for the PCs if asked. He's willing to
help the PCs get inside, too; he can bring them in as
“prisoners,” for examp]e. He could also call in the
Watchmen standing outside the guardhouse, allowing
the PCs to enter without Leing cl’lallengecl. Lt. Mudd
will suggest these t}xings only asa last resort, if the PCs
are stumped or if they are coming up with some truly
suicidal plans.
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While Lt Mudd and the PCs sc]'xeme, the DM can
liven t}lings up })y })aving a pair of Inquisitors walk in.
These two men will know Mudd by name as they work
in the same part of the city. If the PCs are feeling too
comfortable in Corvis this would be a great way to put
them on edge. w25

The North Gate Assault

The North Gate guardhouse is attached to the inner
wall of the city, about 50 yards east of the North Gate.
It only has a few rooms inside, but it is connected to the
passages and chambers inside the wall itself. It is here
where most of the gate defenders can be found.

Once the gate is secured and the Legion has entered
the city, Alexia will lead them towards the East Gate,
for that is the direction of the Skorne army. She p]ans
to take the Legion directly to the enemy, and to seck
out Oberen. As it happens, the clash will not happen
outside the East Gate, but in the heart of the city; the
Skorne are already on the move, and the two armies will
clash atop the gigantic southern Black River Bridge.

The Guardhouse

Two Watchmen a]ways stand outside the door to the
guardhouse. Getting past them will be the PCs’ first
task. The streets here usuany have 1—4 people about,
but after dark there will be one minute in every 10
where no passers-by are in sight. The PCs can use this

time to subdue the guar&s, or tlley can hatch a scheme
with Lt. Mudd, if tl'xey have chosen to seek him out.

This station is used almost exclusive]y for the
defense of the North Gate, and it is unusual for offi-
cials to bring prisoners here. It does happen from time
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to time, when a local Watchman needs a secluded place
to sweat a suspect, but the men are instructed to use
other stations when possiblc. Assume that an average of
one Watchman per hour will visit this place for various
reasons (and Lt. Mudd will know t}xis). If the PCs clean
the whole p‘ace out, they will need to deal with these
visitors, who will raise the alarm themselves if tl'ley see
blood trails or other obvious signs of trouble.

I. THE InqQuisitor’s OFFicE

massive desk takes up the far corner of
At]ﬁs stuffy office. A burly man in heavy
armor sits at the desk, quill in hand and a sheaf
of papers on the desk before him. “I told you I
was not to be... disturbed,” he says, looking up

at you.

Description: This corner office is where the station
commander does his papcrworlz. Currently, it is occu-
pied by one of Raelthorne’s Inquisitors, who is supposed
to be overseeing North Gate security. Depending on
how quief]y the PCs got into the guarcﬂmuse, the
Inquisitor will either be doing paperwork when the PCs
enter the office, or he will hear them scufﬂing with the
guards and come see what is going on. He may even be
lured out of his office by Lt. Mudd; the PCs can do any
number of things in this situation, so the DM may need
to alter the written descriptions throug}mout this part of
the adventure.

Enemies: Overseer Hrothar, Ftr5, is the comman-
der of this station. When he realizes that the PCs are
here to cause trouble, he will l)egin hollering for more
guards to assist him. He will also start yelling some-
thing about “launching the

flare.”

Consequences: If the
PCs can't silence Hrotl’lat,
guards in the workroom
(area 2) will hear him and
come running. One of
them will make a run for
the stairs. If he manages to
make it to the second level,
he will alert the can-
noneers and continue run-
ning up to the flare
launcher on the third level.
If he launches the red
alarm flare, dozens of bad
guys will begin to arrive.
See the flare launcl'ler in
area 8 for more details.




Treasure: There are two useful t}‘lings in this room.
In the papers on the desk is a document listing the loca-
tions of two Inquisition watchtowers in North Corvis.
It has a crude map and these words: “Pittman’s” and
“Port Autl'mrity #6." For maximum security, the look-
out points should probably be silenced. If they are not,
the consequences are unclear.

In Overseer Hrothar's pocket is another piece of
paper. It has four cryptic lines written on it. “Alarm: 1
red. Attack: 2 red. All clear: 2 green. Summon com-
mander: 2 ye”ow." These are the codes for the roof’cop
flare launcher in area 8.

2. WoRKROOM

Several men in Watch uniforms sit around
this room, playing cards and conversing by
lantem-light.

Description: These men are lzi”ing time in the
manner of security guarcls througljout the cosmos. If
television had been invented, tlley'cl be watc]'ling one.

Enelnies: T]‘lere are [UU[ gua[(ls‘ Eacl’) iS a War3.
Two are extremely onal to the new regime, while two
are not, and are faking it so they don't get themselves or
their families killed. How exactly the two fakers act is
up to the DM: if they have a chance to backstab the
traitorous Watchmen, t}ley may well take it. On the
other hand, they will attack the PCs if it looks like they

need to in order to keep their cover intact.

Consequences: If a guard is able to get away, he will
make a run for the roof as described in area 1.

Treasure: Each guartl has a l:eey on him that fits the
cell in area 3.

4 The Witchfire Trilogy 5

3. jair CELL

i. door made of iron bars indicates that this
windowless room must be a iail cell. Inside

the chamber are nothing but a pile of damp
straw and a chamber pot.

Description: The cell is unoccupied. There is noth-

ing of interest in it.

| also be made harder as ti

invaders ]mow their faces! K :




4. STairs

wide stone staircase heads upwarcl at a
steep angle. The steps are worn from cen-
turies of use.

Description: The gate guns are 50 ft. overhead, and
there are three Hights of stairs to climb to reach them.

5. Lower Canrnon Bay

efore you is a large room with a }ug]'l ceil-
Bing, as if you were in some pocket carved
out of the massive wall that surrounds Corvis.
To your left there is notlﬁng but open space,
and you can see outside the city walls. A road
winds away into the distance, and you can even
witness the remains of the farmhouse you saw

l)eing attacked before I]urning Lrigl\tly.

Three low walls in front of you mark out
four cannon l)ays, and the giant weapons stand
at the rea(ly. A group of men stand in the mid-
dle l)ay, talking and spitting down onto the
road. It seems as if you must be stancling direct-
ly over the North Gate, among the cannons you

saw firing earlier.

Description: The lower cannon bay is one large
room. The two walls that separate the cannons are on]y
four feet l-ng]'! A small one-foot ]ip extends across the
width of the outside eclge of the l:)ay (with a rounded

profi]e to defeat grappling hooks from below).
The North Gate road is 50 feet below the Lower

Cannon Bay. Note that the cannons cannot be made to
fire straight down. Their muzzles can only be depressed
low enough to fire at something 50 yards away from the
wall.

s VRO
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Enemies: There are two human Watchmen in this
room and two Skorne Warriors (Humans War2, llp 9, 11;
DMG 39. Skorne hp 22, 23; Appendix A). (The can-
non bay is understaffed; each cannon needs a crew of
four.) These men are new recruits who are loya] to the
new regime, and they have been recently trained in the
cannoneer’s craft. Each human has a loaded military pis-
tol. (Military Pistol: 2d6 piercing, reload 18/DC8, crit
19-20/x3, range 80 ft., 5 lb. See privateerpress.com for
a free firearms rules download.) As earlier, a human will
try to get away to the flare launcher on the roof. One of
the Skorne has a Skorne Warhound (30 hp, Appendix
A), which he will let loose on the party.

Consequences: Again, if the alarm flare is launched
reinforcements will arrive within minutes. See area 8.

Treasure: The mi]itary pisto]s have a market value
of about 600 gp each. Each man carrying a pistol has
four extra charges for it (worth about 10 gp each). The
cannoneers also carry a L:ey that opens the doors to the
powder magazine (area 6) and the ammo caches
upstairs in area 8.

6. PowpEeER IMacazine

s you swing open the heavy iron door, a
Astrong peppery smell assaults you. Its mean-
ing is clear to anyone with combat experience—
blasting powder, and a lot of it. The darkness
within the room is smldenly punctuated lzoy a
flash of ligllt as someone sparles up a torch.

In the yellow ].ig’ht you see an old man, dressed
in a Watch uniform. Piles of cannon powder
sacks are all about him. “Hold it rigllt there,” he
says, ‘or | blow us all clean to Morrow's
doorstep.”
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Description: The powrler room has three doors. The
doors are norma“y locked (Open Locks DC 24 to
open, or take a key off a cannoneer). Inside are piles of
ammunition. Blasting powder is sewn into cylindrical
canvas sacks, and cannonballs of various sorts are
stacked in pyramids on top of brass trays.

Enemies: The man is Master Gunnery Sergeant
Hlar (Appendix B). He's no friend of the new regime,
and was happy enougl'l le‘t‘ting the turncoats in the can-
non Lay get p]asterecl l)y the PCs. Hlar is a gom:l man,
but he was forced to train the enemy in his craft, which
he did begrudgingly. His life was only spared because of

his immense skill.

Hlar isn't unl‘lappy to see someone contesting
Raelthorne the Elder’s men, but he does not know the
PCs’ motivations. Consequently, he is making a desper-
ate play—lig}]ting a torch in the powder magazine and
tl'lreatening to touch off the stoc]zpi]e, If the PCs can
convince him of their motives, Sgt. Hlar will throw in
with them. (If Lt. Mudd is with the PCs, Hlar will lis-
ten to what he has to say. The two know each other to
be good men.)

Consequences: If the powcler stoclzpile goes up, the
exp]osion will be heard across the city. The cannon
l)ay will be u‘cterly clestroyetl, and rubble will
rain down into the North Gate

T

AN
opening below as the floor gives Z :d"

way (8(’.‘6, RE[ save 16 {UI‘

half r.lamage, rubble will slow B 4
movement !)y 50% but the 2, | = 5
way will not be blocked and 7= g0 |

the gate itself will be unable g :ﬂ'fuiﬂ“i‘*:

to close). Anyone in area 6 . < 5
will be killed instantly, with 57

no save possil)le. Anyone in
area 5 will take—ah, who
are we kidding? Theyll be -
killed too.

A stockpile explosion will ):g 3 o
also destroy the spiral stair-
case that leads up to the
roof, area 6. The men top-
side will immediately send
up two red flares and remain
on the lookout for trouble.
Cut off from ]Jelow, they
won't be able to do much
else, tl'lough tljey can use the
cranes to escape or hoist up

reinforcements and supplies.

The

stoclzpile is worth many
thousands of gp, but the loot

TICBEUI’E! ammo

Mg~ |

is bulky. The cannonballs (there are 250 here) weigh
about 12 lbs each (therefore, these guns are “twelve
PULln(lel'Sn). A canvas Cylillcler (){ cannon powder iB 10
inches in diameter, eight inches tall and weighs five lbs.
There are 300 charges in the magazine. A cl’large that
is set on fire will explode in 1d10+5 seconds, doing
8d6 fire damage to anything it is in contact with; dam-
age is reduced by 2d6 for each five feet of distance, Ref
save of 16 for half damage. A cannon blasting charge
also has a 5% chance of explocling for every 1 hp of
physica] -;[amage that it takes. (Remember, gunpowcler
in the Iron Kingdoms is actually a combination of two
alchemical creations that explode on contact. Bach
compound is flammable as we“, but the biggest l)ang
comes from mixing them.)

Some of the actual ammunition consists of plain
iron cannonballs (75). There are also 170 “canister”
rounds (a thin tin can holds a multitude of round sl’)ot;
the can is shredded when 1(irecl, turning the cannon into
a giant sl’xotgun). These won't be too exciting to the
PCS, but tlwrc are 25 explosive cannonl)aﬂs here. quey

== 1
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have a built-in clockwork timer, and they can be set to
explode in 5-15 seconds (3d10 to all within 20 ft., Ref
save DC 16 {Or hal{ Aamﬂge)- T]'lese Cannﬂnhalls are
not filled with Llasting powders yet tl]uugl'l, and prepar-
ing one to explode takes a Craft (cannoneer) check of
DC 12 and two minutes of time. There are also five
incendiary cannonballs here. These have a clockwork
timer like the explosive ammo, but they are filled and
ready to go. When they explode, they cover a 20-foot
diameter circle with Haming goo that is the equivalent

of alchemist's fire (PH 113).

It's quite lili'.e]y that the PCs will make off with some
of the explosive loot. That's OK. Let them have fun
with it; this is the gran& finale, after all. Just make sure
that ‘tl'ley are held responsiljle for any misuse of the ord-
nance. It would be very easy to injure or kill innocent

civilians if the weapons were misused.

7. LoapinG PLatrorm

' large set of double doors stands open.
ABeyond is a ]arg’e chamber, one side open
to the air. You can see rooftops below you, and
you now stand even with some of the city's
spires. Overhead is the silhouette of a crane,
and a stone platform protrucles from the floor
about 10 feet out over the city streets.

Description: To move cannon from the gruund to the
lower cannon l)ay, the crane above winches them up onto

the platform. They are then moved by hand to their final
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positions (a laborious process that no Watchmen care
for). There is not]'ling of interest in this room.

8. Urrer Cannon Bay

he spiral staircase takes you up another

stretch to the top of the city wall. When
you step out of the covered stairwell, you imme-
diately see another three cannons loolaing over
the city walls. There is also a huge crane, its
arm extended over the city-side dropoff. On
the far side of this battlement is a strange appa-
ratus that looks like a metal tube, pointing
straig’ht up.

A few more Watchmen are ]‘IEI‘E, sitting

around one of the cannons gossiping.

Description: The upper cannon bay is built on top
of the city wall. Four cannons are here, each mounted
on a five—foo’t—high stone platform. A shallow ramp
leads from floor level up to each cannon. On the right
side of each platform is a three-foot tall iron door

(Open Locks DC 24, or take a Iaey off any cannoneer).

Also on the roof is a crane, used to move cannons and
pallets of ammo onto the loading platform below, or right
onto the roof—these materials are not brougl'lt up the
stairs. The crane is a confusing mass of chains, ropes and
pu"eys, and is powerecl simp]y l)y elbow grease. (No one
likes wor!zing ona Llay when the crane is used,) The crane
is currently rigged for operation, but it will take a Rope
Use or Disable Device check of DC 16 to figure it out.

tiaese guus aré lngger tl:an historical IZ-poumlers'

Hey, it's like Texas—everything's a bit bigger!)

N




(It takes 10 men 60 minutes to hoist a cannon up to area
1, and twice that long to the roof. As few as 5 men can
hoist a 12-pound gun with the crane, though the work
time increases in a linear fashion. It takes one quarter the

time to lower a cannon.)

The strange metal tube will be familiar to anyone in
the party who has worked for the Watch or used a can-
non—it is a flare launcher. Next to the launcher is a
wooden crate filled with straw. Inside the straw are a
dozen fist-sized clay cylinders, each marked with a spot
of red, green or yellow paint. One end of each cylinder
has an “X” marked on it. These are self-propelled
flares. Operating the launcher is simple: a flare is
J.I‘OPPE(I into the tube, “X” side first. When it hits the
bottom a metal spiizc shatters the c]ay base and punc-
tures two pouches of blasting powder inside. Just as in
an [K {irearm, the two powders explode upon contact
with one another, and the flare itself is then launched
about 200 feet into the air. If a flare is dropped into the
tube backwards, it won't go off, but the clay will break
and the tube will need to be dismounted and cleaned
(two minutes, Disable Device DC 18 or Craft (can-
noneer) DC 10). Tl’lc iauncl‘ler HCCCIS tO be Cleaned
every four shots anyway, to get rid of clay JEra,gments and
soot.

If two flares are dropped in at once, the launcher will
explode doing 1d6 damage to anyone within five feet
(Re{ save DC 16 for half (lamagel If a flare is thrown

4 A
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Master Gunnery Sergeant Hlar

on the ground, there is a 50% chance that it will
explode, doing damage the same way (along with a
splash of brightly colored flame).

Enemies: There are only three men on the roof (2
Warl, 1 War2, hp 5, 6, 10; DMG 39). There is also
one Skorne Warrior here (ilp 22; Appen&ix A).

Consequences: If anyone launches a sing]e red flare,
10 Inquisitors and Watchmen from North Corvis will
arrive over the next 2d6 minutes. If two red flares are
launched, twice that number will appear. In either case,
men at other official positions across the city will be on
heiglltene(l alert for the rest of the night, and the Nor’tl’l
Gate will be heavily reinforced once evidence of the
PCs attack is seen. If the green “all clear” is sent up, it
will cancel an alarm or attack signa]. If the yeuow
“summon officer” is sent up, an
Inquisitor Ftr5 named Garwood
will arrive in 10 minutes, along

with 2 Ftrl crooked Watchman
flunkies.

Treasure: Behind the short
doors built into the cannon plat-
forms, PCs will find 10 powder
charges and 10 assorted cannon-

balls (see area 6 for (letails).

Wrapping Up

If the PCs are able to clear the
gate and keep the enemy none the
wiser, the Legion will waltz into
the city. If the enemy is alerted but
the party was able to disable all of
the cannons, the Legion can make
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it through the gate anyway, but a fight with Watchmen
and Inquisitors will certainly develop and slow them
down.

It is also possil)le that the PCs will wipe out the
defenders and have to hole up inside the defensible
space inside the walls, fighting off the reinforcements
who want to reclaim the cannons. This is a clangerous
situation, and the PCs will hopefully attempt to destroy
the cannons so they cannot be used if they are overrun.

If the PCs do not disable the cannons and the enemy
mans the gate, tl'le Legion will get shredded }Jy canister

shot and explosive shells as they approach. In this case
the PCs will need to fall back and make other p]ans. o
but if they wait too long the Skorne will secure the city.

Task: Silence the Lookouts

Timing: If the PCs are even aware of this task, they
should tackle it before the Legion moves onto the city
streets.

Purpose: Removing the lookouts will prevent the
defenders from Iearning about the Legion’s presence
for a short time. This will make the battle at the Black
River Bridge go easier for the attackers, because the
river defense cannons will not be turned around, wait-
ing for the Legion to arrive.

If the PCs locate the Inquisitor's map in the North
Gate guaxdhouse, they will see that the Legion’s route

into the city takes the warriors past two Inquisition
lookout points. If these points are manned, and the
Inquisitors see the Legion, they may be able to send up
flares or cause some other mischief. This would be less
than ideal, and the PCs may wish to move ahead and
eliminate the building—top lookouts. (Inquisitors on the
street will almost certainly see the Legion as well once
it enters the North Gate, but they will not be able to
pass messages as effectively as their colleagues in the
lockout point&)

If the party doesn't find the map, or if t})ey choose
not to investigate the marked locations, t}xings will be
harder once the Legion reaches the Black River Bridge.
The Inquisitors there will be alerted, and the anti-sl’lip

cannons will be turned into the city to face the Legion.
(See “The Black River Cannons,” below.)

Lookout Point 1

The Inquisitor’s map leads the PCs to a tall Luilcling
near the Corvis Arena; the lookouts must be on one of
the upper stories.

ou arrive at a tall, elegant building of black

marble and rose-colored granite. A large
brass plaque l)y the double doors reads,
“Pittman’s Private Library.” Smaller signs indi-
cate that this building is also home to the office
of “Bursh & Bursh, Barristers,” and “Greater
Cygnar Import & Export.”

An eye has been painted on the front door
with black paint—an indication that the new
regime has claimed this Imilding. The right{ul
owners probably haven't been allowed inside in
days.

This building is 40 feet by 60 feet and six stories
tall. The first five floors are pacleed with Looks, all
belonging to Pittman's Private Library, a service for
wealthy bookworms. Many of the shelves are topplecl
and some books have even been burned in a pile on the
marble floor. The sixth floor is shared by the law office
of Bursh & Bursh and the import/export company
(]aoth have been hasti]y searched). Here are two
Inquisitors (a female Wiz3 and a male Rog3), keeping
an eye on things around them with spyglasses (3x mag-
nification, 6 lbs, 600 gp). They also have military rifles
(1200 gp, clamage 2d8 piercing, reload 2S/DC12, crit
19-20/x3, 200 ft., 15 lb., see
privateerpress.com for more rules) and a porta!)le flare
launcher (a short metal tube with three legs). Six flares
are here, two each of yellow, green and red. There is
nothing of value in the Luilding; the Inquisition has
taken it all already.

range
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Lookout Point 2

The next lookout point is located at the south end of
the West Bridge (near marker #8, TLN O, or visit our
web site for a download). It is a small wrought-iron
p]a’cform mounted atop the Lridge-house. In better
times the Corvis Port Authority had lookouts here
lzeeping an eye out for troublemakers on the water. Now
these lookout points are used ljy Raelthorne’s men to
l:zeep an eye on the city.

Here on the south side of the l)ridge a spiral
stairway climbs up the stone wall of the
l)ridge house. Far overhead you can see some
kind of platform, percl’lcd on the Lridge-
house's roof. A chain has been placed across
the entrance to the stairway as if to say ‘lzeep
out.” Eng'raved into a stone slab at the foot of
the stairs are the words, “CORVIS PORT
AUTHORITY LOOKOUT #6."

At the top of the iron stairway, 80 feet overhead, is
a 10x20 foot plat‘orm with four-foot sides (no map
provided—wing it!). On it are two more Inquisitors,
both male (Fte2 and Rog2). Tl’ley both have spyglasses
and rifles in addition to their typica] arms and armor.
A portable flare launcher and six flares are here too.

Wrapping Up
If the PCs successfully silence these lookout points,

no flares will be sent up when the Legion marches
through western Corvis. This means that the cannons

at the South Bridge (AKA Black River Bridge) will be
lightly defended.

If the PCs l)ung]e this task (or fail to attempt it), the
Black River cannons will be turned to face the oncom-
ing Legion when tl'ley approacl‘n the bridge. The PCs
will have to work much harder to defeat the defenders
and protect the army from the devastating cannon fire.

Task: Borloch’s Hostages

Timing: Depending on how the timing of the previ-
ous events is shaking out, this scene can lmppen at one
of three times.

»  1f the PCs are ahead of schedule and there is time to
kill before the Legion arrives in Corvis, they can be
alerted to this task before the lookouts are silenced.

»  If the Legion arrives in Corvis right after the North
Gate is secured, the PCs will have to deal with the
lookouts and the Black River cannons immediately.
Once that is done, tl-ley can learn of this situation
and leave the battle to deal with it. The DM can eas-

ily ensure that the party returns in time for the finale

with Alexia and Oberen—the battle can linger on as

Iong as the DM needs.

» If it is not practical for the
PCs to leave the bridge battle,
they can take on Borloch as
their very last task of the
adventure. News of the l'xostage
situation will come to them
after they have resolved the
situation with Alexia and

O})eren.

Purpose: This task sets up the
PCs’ final confrontation with the
cowardly and evil Mayor Borloch.

Over the last week or so,
Oberen and Raelthorne have been
holding onto a few Cygnaran
nOl)leS. Tl’lese prisoners POSSeEE
some valuable l-znow]e(lge, ancl
Raelthorne the Elder has been
intending to get it out of them by
any means necessary. One woman,
Lady Eleanor Hattentop, (Aristocrat 8) is a friend and
confidant of King Leto Raelthorne. Another, Admiral
Fhreel (Warb/Expert 9) is a Cygnaran naval officer,
knowledgeable about the marine defenses of Caspia.
Lastly, there is an important civilian, Tarl Schenk
(Expert 9)—the designer of some Cygnaran military
codes. All three were in separate cells below the Corvis
courtl'nouse, on a level near where Father Dumas was

being held.

When Oberen and Raelthorne saw that Corvis was
being invaded by the Legion, they instructed Borloch to
take the valuable prisoners from their cells under the
courthouse to the East Gate, so t}ley could be held in
safety with the Skorne army. Borloch took some men
and went to fetch them, but it was already too late. By
the time he got to the courthouse, the Legion of Lost
Souls was almost to the East Bridge. With enemies now
roaming throughout Southern Corvis, Borloch decided
that the best course of action was to hole up in the
courthouse and lzeep quiet. He remains on the observa-
tion deck of the courthouse, holding on to the prison-
ers and watching the battle.

When Helstrom’s loya] men learned what the
crooked Mayor was up to, they got a message to the
Captain and the PCs—clearly, the prisoners need to be
rescued and Borloch needs to be dealt with. The PCs
can pass if they want to, but hopefully they won't! They
can also put this mission off a bit when tl'ley learn of it.
Helstrom’s men will ]:zeep Borloch and his goons bot-
tled up in the building, so the DM has some flexibility
in the timing of this task.
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This task is set up as a fairly straightforward combat
encounter, taking place in a few rooms in the domed
courthouse building. If it fits better elsewhere because
of how the players have been doing t]aings, so be it. The

mission can become a wagon chase and rescue, or

Borloch and the rest can be holed up in a cellblock like
the one in Act 3 of SOTE—anything the DM wants to

cook up is fine as long as it leads to a dramatic and very
final confrontation with the evil Mayor.

The Courthouse

W}xen tl).e PCs arrive at t}ie courtl'louse, they will
find some Watchmen on the marble steps. The ranking
officer will approac]'l them and speak.

Five Watchmen stand on the marble steps of
t]'le domed court]louse, l)earing an assort-
ment of halherds, swords and firearms. Many

of them seem to have been in combat recently;
their uniforms are torn and dirty and some
nurse wounds.

As you apptOﬂCl’l, one man with a pistol at
his side approaches you and fires off a snappy
salute. “M'lords, we're pleased to see you. We've
Mayor Borloch bottled up like a rat, but he has
hostages and he is t]n'eatening to kill them if
his demands are not met.”

The officer spealaing is Lt. Jonas (Ftr3). He has
some interesting news if the PCs carry on a discussion
with him.

Q: How did you recognize us?
A: Your reputation has preceded you... Capt. Helstrom
told us about all you have done for Corvis.

What does Borloch want?
Freedom. Immunity. Safe passage out of Corvis.

Has he hurt any of the lmstages yet?
We don't think so.

Who else is in there?

We know he has several turncoats and Inquisitors
with him, but not exactly how many. There's at least
one wizard inside, that much we are sure of.

ZO ZO Z0

You men have been fighting?

4@

Yes. Once we saw that someone was seriously con-
testing Raelthorne’s claim on the city, many
Watchmen ceased playing along with the occupation
and started {ighting the Inquisition. Thank Morrow
this day has finally come!

How has the fighting gone?
Hard. The Inquisitors are a tuugll lot, and many of

= 0

us have fallen... There are also many traitors and
new recruits. .. t]'xugs from the bad parts of town.
Still, [ think that the tide has turned. 1 believe

Corvis will be free come dawn.

Q: Are any of your men in the building?

A: Yes, | have a few men watching the stairs. | have a few
more outside the Lui]c]ing in case the Mr. Mayor tries
to climb out a window.

Where's Borloch?
We can't say for sure, but the last time any of us saw
him he was on the 5th floor, in the law library.

2 10

Any of you want to come in with us?

20

I can spare per}laps two men, including myseH. The
rest I need to continue guarding the building and the
stairs, in case anyone gets past you.

If the PCs do want some extra manpower, Lt. Jonas
will ask for one volunteer from his men outside. “Who
wants to come with me and bleed that fat bastard? I
need one vn]unteer," he asks. All of his men will volun-
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teer, but he will choose Officer Bokar (Ftr 2), who is
also armed with a longsword and a mi]itary pis‘to].
Bokar is scratched and beat up, but hasn't rea]]y been
injured.

The courthouse is a dume—sl’xaped l)uil(ling with two
wings. Borloch is reportedly in the top of the dome,
where there are three floors of offices, a high-ceiling
]il:rary chamber and an observation deck. A spiral
staircase provides access to these {loors, ancl its

entrance is current]y guarcled l)y a pair of pistol-paclzin'
Watchmen (Fte2). Everyune else has fled the l)uilrling‘

The first floor holds offices and the plusll City
Council chamber. If the PCs are determined to explore
it, the DM will have to improvise—but Lt. Jonas is pos-
itive that the bad guys are upstairs. Floors two and three
have the same Hoorplan as floor {our, if the PCs want
to exp]ore them. There won't be much to see on two and
three besides vacant offices and abandoned paperworlz.
Try to IECL‘p the PCs moving a]ong. .. some llos’cage
screams from upstairs may help speed things up. The
fact that the building has been obviously ransacked
should help to lzeep tl-lings moving, because the rogues
in the party won't be ri'ﬂing every desk 1nolzing for loot.
Floor four is where the fun starts, and fun is positively

maximized on floor six.

I. STaiRwWELL

ou have climbed the cramped iron staircase
Yup to the fourth floor. In this narrow pas-
sage the (lingy granite underpinnings of the
courthouse are exposecl—no marble was wast-
ed on this utilitarian chamber.

Description: This is just what it looks like, a room
with a spiral staircase in it. Each floor has its own land-
ing, and one cannot see from one floor to another.

Enemies: There are no enemies in this room, but
there are enemies hiding in the ransacked offices of the

4‘t11 ‘HOOL SEE area 3
2. Bic OFFicCEs

his spacious office holds an elegant desk,
matching chairs and several pieces of cheap

institutional art.

Description: These are offices for magistrates and
other city Of{icials, tlfwugh they are unuccupied due to
the grim political situation in the city. The Inquisition
has tossed these offices and there is nothing of value
left. The art is most certainly not valuable, consisting of
cl'leap castings of ug]y sculptures. The paintings are
even worse. (Your taxes at worlz.')

Enemies: Though there are four enemies hiding on
this floor, they will not hide in these rooms. See area 3.

3. HarrLway

wide marble-floored l'lauway encircles this

floor. The outside wall is lined with doors.
An occasional bronze statue graces the ha]lway,
depicting great leaders from Corvis' past.

Description: The hallway is spacious, and a great
place for a fight. If the marble floor becomes slick with
blood, refer to the Dex checks related to flagstone
floors on DMG 107. (One of the statues in the llauway

is of Mayor Borloch. He didn't waste any time getting
that done, did he?)

Enemies: There are five men (4 Rog2, 1 Wiz3) hid-
ing in the ransacked offices in the outer ring of the 4th
floor. The Inquisitors will choose to lurk in offices that
have a view of the entrance to the stairwell. If the PCs
come out of the stairwel], tl]ey will attacle, trying to
drive the party back down. If the PCs do not exit the
stairwell, the Inquisitors will try to sneak up the stairs
behind them, either contributing to the fight in the
library, or appearing as reinforcements in area 7.

4, SmaLL OFFIicCES

his room is clearly some other kind of
office, though the furniture and papers are
all in disarray.

Description: All of the rooms in the outer ring are
smaller offices, used })y magistrates and other city func-
tionaries. Each room is iclentical, with notl‘ling of value
inside it—save for area 4, Magistrate Bencher's office.

Enemies: If the PCs approach an office that is occu-
pied by an ambusher, a {igl'xt will result. All of the ene-
mies on this floor will charge into battle if one of them
springs an ambush.

5. Macistrate BEncHER'S OFFicE

Description: If the PCs talked to Mox in Act 1, and
tl’zey want to use the key taken from the lair of the tun-
nel terror in SOTE, this is the place. This room
appears ]:lasically identical to all of the other offices in
the outer ring of the 4th floor. Anyone specifically
searching for the Magistrate’s name outside the office

will easily find a plaque reading “Magistrate Bencher”
(Search DC 12).

The Inquisition goons didn’t find the magistrate’s
floor safe, which the PCs may locate under a floor tile
with the Cygnaran swan on it (Search DC 22). The safe

has an arcane lock upon it, as well as a sp]enclid conven-
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tional lock (Open Lock DC 38). The lecy from SOTE
wil] talze care o£ the loclz, Lut not the speH.

fh Treasure: Inside the safe are three rubies worth
1,000 gp each, 20 large and elegant Elven platinum
coins (worth 50 gp each), and the dead magistrate’s
most prizecl possession, a ring of hes. Three times a
day, the ring's wearer can invoke the ability to discern
lies as a 4th level cleric. Once per day, the wearer can
freely speak lies for one round, and these lies cannot

be detected }Jy magical means. The ring of lies is
worth 22,000 gp-

6. Law LiBRARY

his is a domed-ceiling room paclzed full of

tall bookcases. Sunlight filters in from
Iarge windows set into the outside wall, and the
smell of musty paper fills the air. A cheerful
sign on a nearby bookcase says, “Quiet please!”
A llexagonal marble column reaches up to the
top of the dome, undoubtedly concealing the
bare stairwell from the ]il)rary patrons.

Description: The PCs will have a few more ene-
mies to deal with here in the Lihrary, which fills the
W}lole stl'l Hoor. Tl]e numerous LOOI{C&SES Wi]l mal-ze
for an interesting fight, as there is plenty of conceal-
ment. The wal]s and Jﬂoor o{ t}lis room are fine stone,
but the bookcases are made of wood.

Enemies: There are four enemies in this room: 2

Ftr2's, 1 Rog3 and 1 Wiz2. T]‘ley will do their best to
kill the PCs or drive them back down the stairs.
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Tricks & Traps: A bookcase can be pushed over
with a Str check of DC 26. Because the bookcases are
wide, three characters can participate in the effort.
Anyone caught under a {a”ing bookcase will take 2d6
damage and be pinned down. A Ref save of DC 18
will halve the (lamage and allow the victim to avoid
being trapped. (The bookcases are not close enough
together to fall like dominoes.)

Consequences: When the PCs have killed two of
the four enemies, the last two will retreat up to area 1.
If the PCs bypass this level entirely, all of the enemies
will follow them up to area 7, mal-zing for an interest-

ing standoff.

Treasure: You want to steal from a library? That's
Jow. But a PC knowle&geal:le about rare books will
find one legal tome worth 100 gp with each Search
check of DC 24, to a maximum of 10 books.

7. OBservation DEcCK

he now-familiar iron staircase terminates
in a small domed chamber, lugh atop the
courthouse. A simple railing surrounds the
edge of the platform, and you can see the city of
Corvis spread out around you. Smoke still

drifts from the carnage on the ]:)riclge.

Mayor Borloch and his surviving henchmen
are here, ho]ding their prisoners in front of
them as human shields. “Stop right there,” says
the Mayor, “and throw down your weapons...
unless you'd care for innocent blood on your

‘ \
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hands.” He digs the muzzle of his gun into the
temple of the woman he holds in front of him.

Description: Borloch and his last goons will be
holed up here when the PCs arrive. If there are only a
total of three men here, each will be ho]ding one of the
tied-up prisoners in front of him as a shield, and each
will have gun (small or military pistol) to the prisoner’s
head. Any enemies l)eyonJ three will cover the PCs, but
they will not attack when the PCs enter. This is a time
for negotiation. For a bit, anyway! Once the PCs make
the scene, Borloch will begin threatening violence to
the hostages and bargaining for his life.

The evil Mayor is not as cha.tt'y as most evil villains
seem to lje, but the PCs may be able to get him to spealz
of past events. Borloch truly knows little about what
has really been going on. He has no idea what
Rae]tl‘mrne's exact p]ans are, but he may confirm that
Oberen clued him in to the Corvis Coven and suggest-
ed that {raming them would be a goocl idea. Borloch
may be the Mayor now, but he has been a pawn all
a]ong.

Enemies: Borloch has a coup]e of men with him
here at all times (Ftr3 and Wiz3). Depen(ling on how
the figl*lts on the two floors below have gone, he may
have even more when the PCs finally get here. It is also
possil)]e that Inquisitors from the floors below will be
sneaking up the staircase to surround the party.

Consequences: Borloch is ruthless and utterly evil.
He will demand that the PCs release him and give him
safe passage from the city, and he will refuse to release
a single llostage un]ess rea] progress is macle towards
this goa]. If the PCs do not take him serious]y enougll
to suit him, he will order one of his men to kill a
hostage-—-thc Admiral. (Borloch won't do it himself...
not because he doesn’t have the guts, but because he
doesn't want to lose his human shield, Larly
Hattentop!) Once the Admiral is dead, Borloch will
indicate that Lady Hattentop dies next if he doesn’t
start getting some satisfaction.

f anyone makes a threatening move or Legins to cast
a spe“, Borloch and Co. will open fire on the party and
a melee will ensue. The bad guys will use their prison-
ers (whose hands are tied) as human shields as much as
possible (see rules for cover PH 132). Borloch will try
to flee if he sees any opening to do so, which could lead
to a finale on the marble steps of the courthouse.

Wrapping Up

Borloch is now either dead or captured along with
his henchmen, and the PCs have hopefully rescued all
of the hostages alive. There’s nothing else to do here;

the Watchmen will secure the building and take care of
any prisoners the PCs have,

Task: Black River Cannons

Timing: This needs to be taken care of before the
Legion arrives at the Black River Bridge (AKA South
Bridge).

Purpose: The PCs must disable the river defense
cannons so that the enemy can't turn them around and
fire into the Legion.

Four cannon are arrayed upon the Black River
Bridge. These huge weapons are intended to fire on
hostile ships that might menace Corvis. They have
never been fired in anger, but that is about to change!

If the PCs did a good job of taking out the
Inquisition lookouts, news of the Legion’s approach will
be delayecl somewhat, and these cannons will be lightly
defended l)y the Watch. They will also not be hcing in
the direction of the Legion’s approach. If the PCs
screwed up or ignored the lookout points, all the can-
nons will be heavily guarded, and the weapons on the
west side of the river will already be turned around,
waiting for the Legion to appmach. If the PCs are slow
in securing the cannons, the will fire into the Legion's
ranks, causing terrible damage. They will cause horrific
damage to the city too, but that is not a concern of the
enemy at this point.

Once the PCs have secured the cannons on tl’xe west
bank of the Black River, they can move across the
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Lrirlge to attack the east bank gun emp]acemen’cs‘ Oy,
tl'ney can employ the cannons tl—nemselves, ideal]y with
the assistance of Master Gunnery Sergeant Hlar. If one
position is seized, Hlar's expertise will let the party
quic}zly fire &evastating shots at the other two cannons
that are in view (the third is concealed by the buildings
upon the l)riclge)A 1f the PCs pu]] this off, it should feel
like a major victory, a high point of the battle. The DM
should spare no effort at describing the deafening
explosions, the Hying debris, the shattered stone and
the glowing fireballs that result as the gun emplace-
ments’ ammo caches are touched off.

The Gun Platforms

There are four cannons at the South Bridge, two on
either end. Each gun p]at{orm is identical: a 40-foot-
tall 20-foot stone square with a cannon and a crane on
top. Steep steps are carved into one side of the piat{orm
so soldiers can get up and down. If the PCs took out the
lookouts (or if tl:ey moved on to take out the cannons
before the Legion got to Corvis, the gun p]atforrns will
be light]y defemlecl—only two bored cannoneers
(War2), and a 1 in 4 chance of one Inquisitor (Ftr, Rog
or Wiz 3) stopping by for inspection. If the city is on
l’ligl'l alert, the guns will be pointing backwards towards
the city, awaiting the Legion, and each plat{orm will be
defended l)y eig]-nt soldiers: two at the bottom of the
stairs, two at t]]e top, and then a crew of four gunners.

Ammo and powder are pilecl on wooden pallets that
have been winched up to the top with the plat‘[orm's

crane. Eacl') cannon ]135 enough ammo {Ol‘ a &OZEH
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S}lOtE, after which more will be winched up (a process
that takes five minutes). The ammunition consists of
solid iron shot and explosivc shells. There is no canis-
ter shot here because these weapons were built to fire on
ships, not into the city at an invading army.

These cannons are 15 feet long—much bigger than
the ones at the North Gate. Double all the range incre-
ments and add two dice to all the c{amage values listed
on page 70. Increase the damage radius of the exp]osive
shell to 30 feet as well. The reload time will increase to
one and a half minutes if none of the PCs have Craft
(cannoneer), because Sgt. Hlar will have to do most of

the work himself.
Target: North Bridge

The northwestern gun emplacement at the Black
River Bridge (AKA South Bridge) is about one and a
half miles from the narrow North Bridge—the one
Capt. Helstrom cautioned the PCs about. The PCs may
have alrcac{y decided to take out the North Bridge in
order to prevent a Skorne flanking maneuver. It is pos-
sible to use one of the giant river defense cannons to do
this, but it will take a skilled cannoneer to make the
shot. Sgt. Hlar can make this l‘lappen if he is asked.
(Take a look at the map—misses will plunge into the
Black River and not into the city, luckily making this
plan possible. There is still the possibility of collateral
clamage, but that's a call the PCs will have to mal?e.)

The range is about 8000 feet. With solid shot (dam-
age 6d12, range increment 900 feet for this ]'mge can-
non) that comes to a to-hit penalty of -14. Sgt. Hlar
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has a ranged attack BAB of
+14, and the bridge is AC
10. The agerl stonework
ln'itlge has a hardness of 6
(not 8, since the stone isn't
solid, but built with old,
crumbling mortar), and it
will take only 100 hp of
damage to collapse part of
the ljriclge. On average, that
will be about three hits.

If the PCs run out of
ammo, or if their cannon is
somehow destroyed, they
will need to find some other
way to deal with the North
Bridge. Another option is
to use Duteous to smash it;
if tlley still have the ham-
mer with them. This would
make for an exciting side-
trip for some PCs. They
could also try to bottle it up
with some ]oyal Watchmen,
or even civilians who want

to fight.

If the PCs open fire on
the North Brirlge, they may
wonder if they will be
attacked from its own gun
emplacements. Sgt. Hlar
will put them at ease.
“Them're just 12-pounders, like up'n the wall. Can't
touch us. Can make mebbe half the range, an’ on]y with

an old codger like me directin’ ‘em.”

Scene: The Armies Clash

Timing: Right about the time the PCs have taken
care of the cannons and the North Bridge, the Legion
of Lost Souls should be marching up to the South
Bridge. At the same time, the Skorne army is setting
foot on the east side of the bric].ge; as soon as t]-ney
learned that invaders were in the city, tl'\ey decided to
attack. The l)riclge is about 60 feet wide, and about a
half mile long. The two armies will be clashing in min-
utes, right in the heard of Corvis.

Purpose: It had to happen eventually, you know!

]u'oug‘h the smoke and the dust you can
make out the unmistakable form of the
Legion of Lost Souls, marching down the

street. Alexia, on her undead steed, is in the

middle of the army. She holds the Witchfire
high, commanding the Legion onward.

As the first Legionnaires step onto the
Lridge, you can see a dark tide approaclﬁng
from the east—the Slzorne, without a doubt.
The two armies are set to clash on the Black
River Bridge!

The PCs may still have some enemies around them to
mop up, but the Legion of Lost Souls is going to quiclz-
ly start cleaning house. And don't forget that thanks to
the Witchfire, anything killed in the city will rise up
under Alexia’s control—this is why 1,200 undead
Legionnaires can take on an army almost 10 times their
size. Fallen Skorne will quicla]y arise under Alexia's
control, and the PCs" army will begin to grow in size.
The combination of the Witchfire, Alexia’s own powers
and the sorcerous souls she carries inside her is incredi-
bly powerful, amplifying the blade’s necromantic abili-
ties in ways even its designers couldn't have anticipatecl.

The Skorne army consists of primarily of Skorne

warriors, witl1 some warl‘muncls, 1ow—]eve1 ]Jaf:t]e—c]erics




and wizards. The PCs aren'’t rea“y
intended to take the army on
themselves—their job was to get
the Legion of Lost Souls into the
game. If the PCs want to fight the
Skorne, let them have some {un,
though they should realize that
they will not be directly changing
the course of events for 10,000
enemies. The DM should “fake it”
for Skorne spellcasters and sol-
diers; if it gets tedious traclzing hit
points and spe“ lists for masses of
the enemy, this is a sign that the
PCs are too clirect]y involved in
the mass battle. Introduce
Raelthorne (as below) and then
move on to the War Beast.

Raelthorne in the Flesh

At some point in the Coml:!af,
the PCs should see Vinter
Raelthorne himself. The ex-
regent, who wields his own black
blade named Kings]a.yer, is direct-

ing his troops and mixing it up at
the front lines. Raelthorne is accompanied Ly his right-
hand man, Vahn Oberen.

The PCs will probably want to take on Oberen and
Raelthorne if they can reach them. T}ley shouldn't be
stoppecl from trying, but Raelthorne the Elder
(Ftr20... at least) is the most dangerous man in the
city... the PCs aren’t going to be able to take him out,
especially with Oberen backing him up. Raelthorne is a
warrior of tremendous strength, incredible speed and
uneartl'lly constitution. Let the PCs cross swords with
he and Oberen for a bit if they want, because that kind
of personal contact rea]]y builds up the adversarial
relationship that powers the story. Raelthorne will call
them “insolent whelps” and other supervillain insults as
he metes out blows with Kingslayer. Use the Legion's
undead soldiers as cannon fodder to keep Raelthorne
and Oberen from focusing on the PCs and wiping them
out, but the ultimate outcome of the fight can’t be in
question; the PCs will get s]augl-ntered if they try and
finish off the Exile. Hope{u“y they will be smart

enougl'n to retreat once tl’xey get a }Jloody nose.

If PCs need to be saved from tl)emselves, tlley can be
carried away from Raelthorne and Oberen by the tide
of battle, or separate& lJy an errant cannon blast. This
encounter is intended to simply heighten the tension
between the party and Raelthorne the Elder; the PCs
have a cleatiny with the Exile, but it is not to be resolved
toclay.
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Assuming that the Skorne army is defeated,
Raelthorne will be lost in the confusion. Perl‘xaps he will
seem to be killed during the fiery demise of the War
Beast below... or he may seem to be the victim of a
cannon, vanisl‘ning in a cloud of smoke and dust. Yes,
the PCs can even mete out this “final” blow. In fact, that
would be ideal! Regardless of how things happen,
Raelthorne’s body will not be found. Is this cheating? A
bit. But when you become a Ftr20 and the king of your
own realm you'n be able to get away with quite a bit too.
DMs should not fret about Raelthorne, tl'mugl'\. There
will be plenty of revenge meted out soon enough else-
where. Alexia will be taking on Oberen, and the PCs
can get a piece of that action; there's also Mayor
Borloch to deal with, if that hasn't happened yet.

Task: The Skorne War Beast

Timing: Combat is a fluid situation, and there is no
way to predict or dictate exactly what the PCs will do
during the climactic battle. The DM should throw the
Skorne war beast into the mix as soon as the PCs start
to feel pretty good about how things are going.

Purpose: This is the Skorne’s secret weapon, and
this should be the higl'llight of the Battle of Corvis (as

this will come to be known).

The figl)t between the Legion and the Skorne will
take a while—hours, ceertainly—but so ]ong as Alexia
lzeeps the sword the outcome isn't much in doubt. The
PCs should be able to get their licks in, getting up to
the front line if t]'xey like, and then retreating as they
wish. They may wish to take up sniper positions, or even
try to send exp]osive shells into the Skorne ranks. T]-ley
can be harried with counter-sniper fire, and the
Inquisition may even send in teams of hig]'l—]evel NPCs
to root out the PCs and Alexia. The DM will have to
improvise for a bit, but when there seems to be a lull,

the PCs should see the Skorne War Beast approaching.

owering over the Skorne soldiers on the

bridge is some kind of creature. Huge and
lizard-like, it moves ponderously forward on
two titanic ]egs, the enemy soldiers parting
before it. Atop the beast is some kind of
armored cupola and more metal is mounted on
its horned head. It is difficult to guess how big
it is at this range, but it must be at least 50 feet
tall. The beast reaches the front ]ines, and it
Legins to trample the Legion's undead soldiers.

As you watch in disbelief, you see a puff of
smoke come from the beast's armored back. A
second later there is the unmistakable sound of
a cannon shell wllistling overhead, and then

the crack and roar cruml:ling’ masonry behind




3 The Witchfire Trilogy 5

youasa l)ui](ling is hit. As it lumbers closer you
can see the pro{iles of many cannon barrels
protmding from the metal shell. The cannon
continue to fire, shells ripping into the Legion,

the bridge and the buildings of South Corvis.

The Legion drummers begin to sound a
retreat and the undead army starts to puH back
off the Black River Bridge. Rallied, the Skorne

roar and advance a]ongside the beast.

The Slzorne have one last card up tlleir sleeve, aml
they are playing it now. The beast will cause terrible
damage to the Legion in the confines of the bridge, so
Alexia is pulling them back into the city. If the beast
isn't put down, it could conceivably turn the tide of the
battle by smashing Alexia’s troops into dust (or bloody
smears if they are fresh recruits).

The intention is for the PCs to take on the beast
themselves. If it is not defeated it
could turn the tide of the l)att]e, and
the party should be always
involved in such pivotal
events.

If the PCs have _
control of a can- 7~
non with ammuni- S(
tion, they can —
attack the bcast,
which will put them into a duel
with the gunners on board—a duel
they are likely to lose, since the
beast can bring three guns to bear
on any point around it. The

PCs may conceive of other
ways to attack the
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creature, which the DM will have to referee on tl'le J('ly
Optimally, tl'ley will try to get on board the beast and
take control of it; there is a driver in an armored turret
on the creature’s head. There is also a Skorne powder
magazine in the cannon cupo]a, and if the powder went
up the exp]osion would shower half of Corvis in beast
Cllu]"ll{s.

The beast's flanks are covered in chains (hardness
10, 75 hp) that secure the armored cupola to its back.
This makes it relatively easy to get a grappling hook to
stick (Rope Use DC 14), and the PCs may be able to
climb up on onto the creature’s l)ody. The shell on the
heast's back has two levels, both full of cannons ancl
gunners. The upper level has a hatch on the back of its
domed top and inside a ladder leads to the lower level.
The hatch is locked (Open Locks DC 16, but +2-4
DC for the beast's violent motion).

The head has the driver's turret
! attached with chains as well
W (also hardness 10, 75 hp).
> '\ Two additional chains
\\ run up the creature’s
Y .
3\ neclz, connecting tl'le
7, two turrets.
i Brave PCs
may be able
to crawl from
one to the
otl]er, but
"»,\' Balance
and Str
checks of DC
10-20 could be

required if

i

the creature

1snt moving

/) The Skorne War

/ Beast




smoothly. Climbers may also come under pisto] fire
from the one Skorne gunner with a gom‘i view of the
creature’s neck. (Use the Cygnaran Military Pistol stats
for the gunner’s si&earm.) The hatch on the back of the
(iriver's turret is not locieeci—})ecause come on, who
would be crazy enough to climb up there?

The Climb DC for all the turret surfaces is 20 but
there is a DC penalty of 2—4, as above. The turret is
metal, but there are cnougl’i seams and chains and gun
ports to provide hand and footholds.

I. TURRLT, UprPER LEVEL

he hatch swings opens revealing a (J.itnly lit

round metal room, full of cholzing‘ smoke.
Six very surprised Skorne gunners look up at
you tl’u‘oug’h their smoized-g’lass goggles.

Description: This is the upper level of the beast's
gunnery turret. There are six Lreech-loading guns
inside, each roughly equivalent to Cygnaran 12-
pounders. Each gun has one gunner. One of the gun-
ners has a Skorne pistol, which can be assumed to do
the same damage as a Cygnaran military pistol.

The center of the 20 foot diameter room has a lad-
der lxeaciing down. The ladder is surrounded i)y s1X
wooden crates, }Joiteci to the floor. Eaci’i iargc crate iias
enoug}i powder and ammunition for 20 shots.

Enemies: There are six Skorne gunners here. Each
iias the same stats as a Skorne Warrior, except ‘ci’iat tiiey
have only one hit dice, no armor and a dagger. (hp 11
each, AC 11, attack 1 dagger + 5, damage 1d4+4, SV
Fort +2, Ref +5, Will +1)

Tricks & Traps: There is a lot of cannon lJlasting
powder in this room. If those wooden crates catch on
fire. .. we“, if it is a small fire all the Skorne will douse
it and it will go out within one round. If the fire isn't
small (say a flask of oil or bigger) the powder will go up
in 1d20+20 seconds. Anyone i:iring a weapon into the
powder has a chance of setting off an expiosion: as with
the Iiuman cannon cilarges, there is a 5% chance for
each hp of damage done. This will almost certainly kill

the gunman.

Consequences: If the powder goes up the war beast
will be killed, as will anyone in area 1 or 2. Anyone
outside the turret will take 4d6 damage (Ref save 16
for half damage) and be thrown off the beast (no save
possible). Falling damage from this height is 4d6.

Treasure: Anyone who manages to get out of this
room with treasure should e-mail us. We'd love to hear
that story! But if you must know the Skorne pistoi is
worth 1200 gp for its rarity. Each Skorne powder
ciiarge is worth 200 eps but only five can be sold before
there’s no more interest. The powder is incompatible
with human weapons and is only valuable for research.
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2. Tvrret, LoweRr LEVEL
urrounding the ladder in the middle of this
cramped chamber are six more Skorne,

concentrating on their weapons and the view
out their gun-s]its.

Description: In the highly unlikely event that any
PC waltzes into this room, it's much like the upper
level. It's a lot more likely that PCs will be climhing on
the outside of the turret, chucking fiery things inside
through the gun ports, hoping to ignite the Skorne
powder.

Enemies, etc: See area 1.

3. DrRivER's CuproLA

eyond the greasy metal door sits a lone

Skorne, strapped into a bizarre metal chair.
Numerous levers and chains with pu]]-l'lanclles
are arranged within the pilot's reach and he is
stomping and pul]ing at a frantic pace. Beneath
your feet is the rough brownish-red of the
beast's scaly slain; you can see that some of the
chains and control rods are Hoody and t]ley
actually reach into the beasts’ flesh. How deep

tl‘ley go you do not know. The coppery stench
of blood fills the room.

Description: T he beast is controlled from this 10
foot diameter room. Tt takes a great deal of skill to drive
the creature, and the PCs will do nothing but move about
at random if they try to operate the controls. If the con-
trols are not touched, the beast will not move, though it
will dance about and try to tra.mple enemies at its feet.

Enemies: The pilot has the same stats as a Skorne
gunner (area 1). He is armed with a pistol as well as a
dagger. If he sees a PC, he will make the beast shake its
head. PCs who do not make a Ref save of DC 20 will
fall down. Anyone outside on the beast’s head or neck
will fall off if they fail the save (falling damage 4d6),
while anyone in the cockpit will just fall to the floor. At

this point the driver will begin attaclqing, and the beast
will stand idle.

Wrapping Up

Hopefully the PCs have found some way to kill, dis-
able or drive off the Skorne war beast. Ideally the DM
can use the beast’s explosive demise as a way to take
Raelthorne out of the picture too, but if things don't
work out that way another exit can be devised. When
the PCs have resolved the situation with the l)east, the
DM should find a way to introduce the finale with
Alexia and Vahn Oberen.

Finale: Alexia and Oberen

Timing: This is probaljly the last event in Act 3,
t}lough it is possil)le that the encounter with Mayor
Borloch will follow it in some campaigns. The DM
should set Alexia's showdown sometime after the
Skorne war beast is dealt with.

Purpose: This is it, the big finish! Alexia and
Oberen are going to go at it. The PCs are free to
involve themselves as much as tl'ley like.

Even though this is the graml fina]e, but no elaho-
rate setup is required. The stage is simp]y set as follows:

» Raelthorne seems to have been defeated; he's out of
the picture for now. The PCs should be feeling pret-
ty good about that!

»  The Skorne war beast is likewise neutralized, hope-
{'ully in dramatic fashion.

» The Legion of Lost Souls has built up a lot of
momentum, and the last living Slorne are on the
verge of being routed and Heeing back to the East
Gate. The battle has probably moved to the far side
of the bridge by now.

»  Vahn Oberen is still near the front lines. Alexia
moves up in an attempt to engage him, and the tides
of battle carry them together. Perl-laps Oberen is left
hanging out to dry when his gang of Skorne warriors
abandon him, fleeing at the sight of Alexia, the
Legionnaires and their own undead comrades.

»  Alexia and Oberen }Jegin to fight on the bridge, sur-
rounded by a circle of Legionnaires. Any Skorne
that stick around are quicl.z]y dealt with I)y the
undead troops.

The outcome reauy isn't in doubt unless the PCs try
to prevent Alexia from killing Oberen; if that happens,
well, the DM should just play along. Alexia has been
saving herself for this, but Oberen is looking a little
ragged already. He's still formidable, but eventually
Alexia will get the best of him, perhaps with the help of
Legionnaires who grah Oberen and hold him still for
her coup de grdce. (Ol)eren: 25 hp remaining, AC12,
Init +2, attk dagger +9/+12 (dagger +3), damage
1d4+3, spells remaining up to the DM, but haste, fire-
ball, improved invisibility and wall of force suggested. See
Appendix B for all his stats.)

If the PCs get involved, let the chips fall where they
may. (Every party has a do—gooder who wants to see the
bad guy in jail instead of killed out of hand, rigl'lt?)

If and when Alexia finishes off Oberen, the scene
will look something like this.

aising the Witchfire over her head, Alexia
Rplaces both hands on its el)ony hilt and
strikes downward, spearing Oberen. The wiz-
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artl sCreams, and ]JlOOd HOWS

from his hands where he
clutches wealzly at the blade
protruding from his chest.
Alexia continues to bear
down on the Witchfire, sink-
ing it further into her enemy,
sli&ing closer to him in a sav-
age
embrace. Oberen seems to
wither and shrink in upon
himself as the Witchfire con-
sumes his soul. A look of
unholy g]ee dances across

parody 0[ a lover's

Alexia’s blood-smeared face... her mission is

complete at last.

Oberen falls unceremoniously to the
ground, his wizard's staff clattering on the cob-
blestones. Alexia puts a boot on his chest and
tugs the Witchfire free, stepping away from the
spreading pool of blood.

So it's over. .. right? Nope. Alexia will now begin a
short ritual designed to destroy the Witchfire. She'll do
it rig}lt there in front of the PCs, relying on the PCs’
trust or ignorance to let her get away with it. There are
also her Legionnaires to protect her , at least at first.
She's been working on the ritual since she recovered the
Witchfire, knowing that eventually this day would
come. Luckily for her, the Witchfire was designed to be
relatively easy for its attuned wielder to clestroy—its
designers apparently saw its destructive potential as a
horrible weapon of last resort. Alexia mere]y had to
attune herself to the blade and deduce the correct mag-
ical sequence to unravel its enchantments—not a sim-
ple task, but one she was able to manage in the past
weeks.

The ritual takes two minutes. The first minute does-
n't even really look suspicious, though a Spellcraft
check of DC 26 will let an observer realize that Alexia
is casting some kind of enchantment of weakness or
unmaleing. It is in the second minute that things begin
to look a little slzetcl’xy, leaving the PCs little time to
act.

Alexia calmly regards Oberen’s body for a
moment. Her eyes are empty, l)ettaying'
notlling now. She absentmindedly wipes some
blood from her face and says, “leave me be while
I attend to one last t}ﬁng. .. I pray you, go find
my uncle, make sure he has survived this day. I
will join you shortly.” Choosing a reIatively
uncluttered spot a few yards away, she kneels

and holds the Witchfire before her, grasped in
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both hands. Oberen'’s blood runs down the

blade and onto her {:ing'ers as she closes her eyes
and Legins to chant.

After about 30 seconds, the Witchfire will l)egin to
emit a low moaning sound. The few remaining birds
around this part of the city will in unison take wing and
fly away—even the hundreds of crows who are feasting
on the fallen. Alexia will continue to chant for anoth-
er 30 seconds, her voice mingling with the peculiar
droning coming from the blade. A careful observer
(Spot DC 20) will see that the Witchfire seems to be
v1l;ratmg like a tuning fork. At the one-minute mark,
the scene clevelops

Alexia reverses her grip and brings the
Witchfire down with all her might.
Amazingly, the blade bites into the cobble-
stones and sinks in to about a third of its
length. Alexia stands now and continues her
chant, her hands resting on the blade’s pommel.
A wisp of vapor sinks from her grasp, and a
wave of frost begins to move down the blade. In
seconds, the Witchfire is covered with a thin
sheath of ice. The dtoning sound continues,
louder, and underneath it you can hear faint
pinging and snapping sounds.

Alexia has unraveled most of the enchantments that
bind the sorceries to the blade. The ancient contain-
ment spells are now on the verge of {ailing explosively,
and a Spellcraft check of DC 22 will inform an observ-
er that something very dramatic is about to happen. If
the PCs have waited until this point, they have 30 sec-
onds until the Witchfire shatters into shards of black
steel and its final vengeance is loosed on the world.

If the PCs try to stop Alexia, she will be surprised
(PH 120) because she is concentrating on the ritual.
Nonetheless, she will {ight them with whatever she has
left (a]aout 75% of her hp and spel]s, unless the DM l'xas
been tracking her stats). If the ritual has reached its
second p}:ase (where the blade ices up) the Witchfire
will have lost much of its power, and the Legion of Lost
Souls will be standing about unmoving, on the verge of
co]lapse. Alexia will not be able to use them to protect
herself, and she will have to fight. This will delay the
ritual and the destruction of the Witchfire.

It is certainly possible that Alexia will be killed by
the PCs, but l’lopefu“y t}ley have built enough of arela-
tionship with her that they will try to subdue her rather
than slay her. If it becomes clear to Alexia that the PCs
have the upper hand, she will give up, collapsing in
tears, rather than fighting to her own death. She’s stub-
born, selfish and a little crazy, but she is not stupid.
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one last matter that needs to be resolved. ..

the fate of the Legion of Lost Souls.

If Alexia still possesses the
_ Witchfire and has been prevented
1"‘ / from destroying it, she will release

v’@}l\ the Legion from their service
O N@e®  when it is clear that the Skorne
\ are hightailing it out of
Corvis. With a great sighing
sound, the undead army will

collapse where it stands. If
the PCs ended up

The Big Bang

If Alexia succeeds in destroying the
Witchfire, a wave of blackness will
exp]ode from the remnants of the
sworcl, ro"ing outwards

for 20 miles in every
direction. A perma-
nent unhallow spells
with a radius of 300
feet will mark the
spot where  the

Witchfire was

destroyed, as will a
7-day darkness
effect with the same
area; anyone in this
area when the sword is ]
destroyed (inclurling Y

Alexia) will suffer 2d6 of %
negative energy damage,
no save possible. Any undead
a]rea.dy in this area do not suf-

\
)
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fighting Alexia when she tried to
destroy the blade, the Legion will
b crumble as soon as she loses pos-
session of the Witchfire. The
fallen forms of the Eternals will
quiclzly })egin to crumble into
dust.

fer from the negative energy
damage, and they will
remain animat-
ed as below.

Within
the 20-mile
zone blighted by the sword’s energies
all corpses will arise and will remain
animated as zombies and skeletons (depending on their

Once the Legion is at rest, the fol-
lowing scene plays out. The DM may
need to acljust the time of day present-
ed... it could be dawn, or it could still
be the wee hours when matters are con-
cluded. The official recommendation is
to shoot for dawn, as it's more cinematic!

Free a’og to gooa’ home

freshness) for seven days. The Legion and their risen
Skorne enemies will also remain animated for this
period of time. Every risen creature will also have +2
turn resistance (MM 10). The risen will mill about,
attaclzing the living where they find them, but they are
not intelligent and tlley will not form plans and armies.

The 5-7 shards of the Witchfire can be made into
powerfu] necromantic weapons if collected, tl'wugl] natu-

rally they will be nowhere near the potency of the original.
Each shard would be worth 10,000 gp to the right buyer.

If Alexia is prevented from completing the speu of
unmalzing, the Witchfire will soon shed its coat of ice
and recover. The spells that grant its power will snap
back into place within one minute. The blade can be
removed from the stone it is embedded in with an
assisted Str check of DC 22. Pay heed to the blade’s
powers though, it will still be dangerous for the PCs to
handle without protection!

A Matter of Some Debate

Provided that the Witchfire was not destroyed,
p]unging the land into darkness and despair, there is

he dead surround you—hundreds of the

Legionnaires and thousands of the Skorne
and their beasts. The stones underfoot are slick
with gore, and the stench of death fills the air.
The Battle of Corvis has been won, but the price
has been high. The citizens have suffered grave-
ly, and many died under Raelthorne’s rule and
in today's battle. Ancient l:)u;ilclings have been
smashed by cannon, and fires still burn bright-
ly. The city will never be quite the same, but
Corvis has been made stronger for her trials in
recent months. .. the City of Ghosts has become
the City of Valor; the City of Victory.

A pall of smoke lies thick upon the streets
that are Cygnar's newest battlefield. Captain
Helstrom emerges from the fog of war and joins
you, surveying the carnage in silence. Some of
the city's more bold residents have now emerged
from their llicling places, many of them wound-
ed by stray weapons fire or collapsing
stonework. People begin to form groups, silent-
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ly, instinctively gathering together. After a few
more moments of solemn silence, one irrepress-
ible soul l)egins to cheer, and in seconds the
crowd takes up his cry. All of Corvis raises its
voice in exultation, and around you people are
embracing their neighbors and even complete
strangers, tears of relief visible upon many of
the smu(.l;ged and l)loocly faces. Brieﬂy, you see
Father Dumas and his acolytes in the crowcl,
ministering to the wounded even as they cele-
brate with their congregation.

Above the revelers, the rising sun breaks
through the smoke and river-mist, illuminating
the scene in warm light. At the sight, a sudden
stillness sweeps across the crowd. A warm
breeze drifts across the massive ]Jriclg‘e and parts
the smoke lying over what used to be the battle'’s
front line, some 200 feet distant. With the
smoke now gone, you see a lone figure standing
tllere—pale, almost g]lostly in appearance. The
robed man stoops down and piclzs something up
from the ]:nlootly cobblestones. As he stands, you
see that he bears the tattered standard of the
Eternals, and he raises it aloft. Though tattered
and grimy from its travails, the gold of its
Hundred Crowns shines l)rig]'ltly in the morn-
ing sun. The smoke and mists swirl again, con-
cealing the solitary man from view.

Anyone searching the area where the figure was seen
will find nothing, not even footprints. The banner of
the Eternals is gone, t}lough. Morrow's most devout fol-
lowers (including Father Dumas) will say that it was a
divine visitation, that an Archon was sent to retrieve
the fallen Legion’s battle standard and return it to the
Holy Host. Others disdain the idea, but most people
who were on the Lriflge after the battle think samefln’ng
happened.

Any PC cleric or paladin of Morrow who witnessed
the above events and he]ped to retrieve the Legion of
Lost Souls earlier in the adventure will gain a special
boon. The cleric’s holy symbol will gain two special
enchantments. First, all attempts to turn undead will
gain a +1 bonus. Second, the cleric will be able to use
the sym}wl to cast aid once per clay. These benefits are
not transferable if the holy symbol is given to another.

Oberen’s Staff

Vahn Oberen’s staff is a unique and powerful magic
item. Alexia does not care to have 1t, and in fact she'll
casta disapproving gaze on any PCs who show an inter-
est in it.

,hThe staff has many properties. First, due to its artic-
ulated blades, it functions as a quartersfaﬁ[ +3 cioing
either blunt or Slasl'xing damage. Seconc{, anyone hit l)y
the staff must make a Fort save of DC 18 or be stag-
gered (PH 135) for 1d4 rounds. Third, the crystal on
top will produce ]ight on command. Fourt]1, the staff is
a telepart enhancer; familiarity ranks are acljustecl
upwarcls ]:)y one when the wielder casts te/eport, and all
mishaps are re-rolled (PH 264). Fll:th and finally, the
staff can pro&uce magic missiles once per day as a 9th
level wizard (5 missiles, 1cl4l+1). The different func-
tions are selected by rotating the weapon’s haft, which
clicks into several positions (Spot DC 18). The magic
weapon and staggering attack al)ility are always “on.

The staff is worth 50,000 gp

Though it is valuable, someone would have to be
crazy to want it, since it belonged to one of recent his-
tory's most evil villains. Anyone who carries the Head
Inquisitor’s staff around is going to attract trouble.

The Final Wrap-Up

If all has gone well, the PCs have saved Corvis,
tl‘}erel)y saving Cygnar, or at least saving it from a long
and uncertain battle with Raelthorne’s forces. Possibly,
the PCs have prevented Alexia from destroying the
Witchfire as well. If everything has worked out, the PCs
will be heroes of the penp]e, and when the official mil-
itary contingent from Fort Falk arrives the commander
will send word of their deeds south to Caspia. King
Leto Raelthorne will personally draft a letter of tl-mnlzs,
and he will offer to lanight any party member who wish-
es to swear allegiance to the Crown. Taleing the King up
on his offer will require a trip to Caspia, but what bet-
ter reason to head south?

If the PCs can return the Witchfire to Father
Dumas, he will see that it is interred in hallowed ground
tleep beneath the soon-to-be-rebuilt cathedral. Capt.
Helstrom will offer the characters officer’s jobs in the
city Watch, if they want them.

Alexia still wants to cles{roy the Witchfire to finish
off Oberen, but if she didn't get away with the first time
she will reluctantly agree to have the black blade buried
under the c]-mrcl-x, in her Uncle’s care. She will remain
in Corvis until this task is cumplete. Over time her
anger will abate somew}lat, and she will have second

thoughts about breaking the blade.

If the PCs insist on taking the blade to Caspia so
that the Church elders can deal with it, Alexia will
accompany them. If Alexia gets a chance to disappear
with the blade, she will probably take it. If she does
choose to flee with it, it may become her personal cross
to bear... too &ead]y to get rid of, and too dangerous to
clestroy. She'll become a Cygnaran legen&, the raven-



Ze The Witchfire Trilogy 3

haired sorceress with the black sword, doomed to lzeep
it (and the soul of her arcl'x-nemesis) with her forever.

It's possible that the PCs could have made Alexia
into an enemy at the end of the story, if they shot her in
the back or something like that. If that's how things go
down, Alexia (if alive) will give the PCs a pass this time,
so that she doesn’t have to {iglﬂ: them in front of her
uncle... but she will remember all of the PCs, and if

their paths cross again the gloves will come off.

In either case, once her affairs with the Witchfire are
Concludefl, Alexia will make herself scarce. There is
part of her that feels Badly about what she’s done, and
she also needs some time alone to learn to deal with the
souls that she has captured inside her. She may even
devote her energies to fixing that situation, sending the
souls of her mother and the others on to eternal rest.

And what of Vinter Raelthorne? He has slunk back
to the Bloodstone Marches. He still wants no’cl‘ling
more than to drive Kings]ayer into his brother’s heart,
but he will have to formulate another pian. Cygnar is
safe for now, but the Exile will return. That's a promise.

And fina“y, here are some adventure hooks for DMs

who want to continue their adventures in the Iron

Kingdoms.

» The local Church of Morrow may wish to visit the
old mausoleum and undo the evil that defiles it. The
grounds need to be hallowed, and many other cere-
monies of cleansing would need to be performecl as
well. The PCs would be ideal guides, since tl'ley have
dealt with the Unclercity and the mausoleum
already.

»  Since most of the city’s elders were killed in SOTE,
there are city council spots open, and an election is
coming up. There's also an opening for Mayor of
Corvis. .. perhaps some of the PCs will wish to turn
from sworclplay to politics.

» If the PCs recovered the book of names from the
mausoleum in Act 1, they can be charged with
returning it to the Church of Morrow in Caspia—
the perfect setup for a road trip adventure! While
t}ley are there t}‘ley can also have an audience with
the King, who would like to meet the brave souls
from the Battle of Corvis.

» The hammer Duteous is devastatingly powerful
when wielded against stone, and would make a fear-
some siege weapon for any army able to wield it.
When word gets out that it has been recoverecl, trou-
ble will come loolzing for it, and the PCs may need
to protect it. They may even be asked to take it to
Caspia along with the vicar's record book. It is also
possible that Duteous will be re-interred in the mau-
soleum, if the Church decides to rid it of the evil
that infests it.

>

1f the PCs still have lots of explosive charges or can-
nonballs (“liberated” in Act 3), it might be a good
idea to pressure them to get rid of them. Helstrom
can help with this, or the PCs could be robbed by one
of the many powerful criminals in Corvis. Better
still, an adventure that requires the application of
].'ligll explosives could be engineere&—a mine rescue,
perhaps, or the construction of a giant Lool)y—frap
fora stray Skorne war party.

If the Witchfire was destroyed and the dead now
stalk Greater Cygnar, the PCs will be busy simply
trying to survive. If they remain in Corvis they may
work with the Watch to purge the city of the undead.
For the duration of the uprising the city gates will be
closed, and the dead will mill about outside, trying to
get in.

If the Witchfire was not (les‘h'oyed, the PCs may
attempt to take the blade someplace far, far away in
order to destroy it more safely. Father Dumas will
not like this plan; he thinks the best place for the
Witchfire is locked away under his Church, or in the
care of the Church elders in Caspia.

station to prove their identit

usually treated to the best chow and
the Base has to offer, and tliejr \'ca‘x‘x
on military ships if there’s room.
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Appendix A:

Creatures

Boneswarm

A boneswarm is an animated mass of skeletal bits, found in places
where many people have died due to great evil. The creature is agile in
the water, but moves poorly on land (reduce its Dex to 6 if it is com-
pletely out of the water). It is drawn to life signs, which it attacks with-
out mercy. Boneswarms have the ability to sense all life within 60
feet, regard]ess of the intervening material. In combat, this sense
functions as normal darkvision.

Combat

Boneswarms will normally stay in the water, but if tl'ley are antag-
onized by nearby life they may crawl onto land to seek their prey after
a cmxple of hours of frustration. Tf'ley will also readily attack life near
t}xe water's eclge. Boneswarms are not intelligent enuugll to grab ene-
mies and drown them, t]'mugl'i there is a risk of this happening acci-
dentally in combat.

The creature can use its mass of bones to form grasping
appendages or improvised teeth, and it can also deliver a skeletal slam.
Boneswarms ‘ways nave a lair w}xere tl'lEy CﬂCl’le some unllﬂed ]JOHPS.
If the creature is injured, it will retreat to its lair and heal itself. A typ-
ical boneswarm has 30 ]’xp worth of spare bones stashecl, and it will
seek them out once it has taken that much clamage It takes two min-
utes per }‘lp restored to regenerate in this manner.

Unpleasanf]y, if a boneswarm manages to kill someone or l'xappens
to find a fresh body, it can immediately use it as part of its own form.
Small victims provide 10 additional hit points, Medium 20, and
Large victims 40 hp. The boneswarm’s hit points may never excee
their original value, however.

Note that as ]ong as the bulk of the creature stays in the water it
will not suffer the listed Dex penalty; only when it heaves itself entire-
ly onto &ry land does the penalty app]y.

Boneswarm: CR 7.0; Large Undead (Aquatic); HD 10d12; hp 65;
Init +7 (+3 Dex, +4 Improvecl Initiative) or +2 (-2 Dex, +4
Imprnve(l Initiative); Spd 10 ft (can’t run), swim 20 {t; AC 16 (-1
Size, +3 Dex, +4 Natural Armor) or 11 (-1 Size, -2 Dex, +4 Natural
Annor); Atk 1 Bite +9; 1 Slam +4 (Bite 1(18+5; Slam 2(14‘4—5);
Face/Reach 5 ft x 6 f/10 ft; SA improved grab; SQ Immunities
(unclearl), lifesense 60 {t., limited regeneration (30 hp), +2 turn resis-
tance; AL CE; SV Fort +3, Ref +6, Will +10; Str 20, Dex 16, Con
—, Int —, Wis 10, Cha 11.

Skills and Feats: Hide +11, Move Silently +10, Swim +20 (+8

racial l:cmus); Improved Initiative.
Imptoved Grab (Ex): See MM 8.
Immunities (undead): See MM 6.

Lifesense (Su): The creature has the per{cd al)ilii'y to sense all living
things on its plane of existence within the listed range. No physical
material can block this sense. Essentia”y, it 1s Hindsig]’lt for Iiving
targets on]y, and it cannot be blocked by mundane means.

Limited Regeneration (Ex): The creature can retreat to its lair and
use materials stashed there to heal itsell. Tt takes 2 minutes per !1p
healed in this manner. When the “supplies” are exhausted, the creature
may not regenerate until it has gained more.

Turn Resistance (Ex): See MM 10.

Treasure: Stanclar({, hidden in the creature’s lair or carried among its
own bones.

Crypt Spider
Crypt spiders are man-sized semi-translucent arachnids that feed
on the dead. More spech‘icn“y, t]'\ey come equipped with large

mandibles and a strong acid for cracking open bones and dissolving
the marrow within. Tl'ley then suck up the resulting soupy morass.

Crypt Spider: CR 3; Medium-size vermin; HD 2d8+2; Init +3 (+3
Dex); Spd 40 ft, climb 20&,; AC 14 (43 Dex, +1 nal‘ural); Atk bite
+4 melee (1d8+2); SA Acid; SQ Vermin; AL Always N; SV Fort +4,
Ref +3, will +0; Str 14, Dex 17, Con 12, Int -, Wis 11, Clm 3.
Skills & Feats: Climh +12, Hide +9, Jump +8, Move Si]ent]y +4,
Spot +12

Acid Spray: Once per day, a crypt spider can evacuate its acid blad-
der in a narrow jet from its mouth. This attack does 2410 points of
L{amnge to one targetina 5 ft. radius directly in front of the spiden A
successful Reflex save (DC 18) halves the damage. They only do this

i[ CUI]’IEI’E(] or SOIEly Ppressed.

Farrow

The farrow are a monstrous hybrid. They wield primitive weapon-
ry but do not hesitate to use more sophisticated weapons gained from
a successful ambush. Sometimes called “boar-men” or simply “the
swine” l)y the uneclucatecl, the farrow are a species on the rise. These
]'mhlman, half-bhoar creatures have the intel]igence and wit of a man
and the ferocity and tenacity of a boar.

Farrow: CR 1; Medium-size humanoid (farrow); HD 2d8+6; Init +1
(41 Dex); Spd 30 f,;AC 17 (+1 Dex, +6 Natural Armor); Atk Gore
+1 melee (1d8+1); or greatclul) +1 melee (1d10+1); or shorthow +1
ranged (1d6); SQ Scent; AL Usually N; SV Fort +6, Ref +1, Will
+0; Str 12, Dex 12, Con 16, Int 10, Wis 10, Cha 10.

Skills & Feats: Hide +2, Listen +4, Move Silently +2, Search +5,
Spot +7, Alertness.

The Ghost (Father Cappus)

The intense hatred that brewed in Father Cappus during his last
days saw to it that his spirit was unable to rest. He has become a ghost,
doomed to haunt the old mausoleum for eternity. He feeds on the vic-
tims that Renfrow lures l')e]nw, and lreeps his henchman alive l:y shar-
ing in their life energy.

C ombat

Father Cappus’ g}mst actua]ly derives sustenance from the damage
he causes with his Corrupting Touch. It does not take a lot to sustain
him, but he will wish to “feed” as much as possible. He would be
delighted to trap some PCs in his domain, but if he cannot he will set-
tle for ki]ling them all as quiclely as pussi})le. He will not want to let
any of the PCs escape the old church alive under any circumstances.

He cannot enter the Sanctuary (area 2) but he can direct Renfrow to
llc]p him as needed.

The Father's ghost is slightly different than the texthook defini-
tion—he can only be h:uly annihilated if his corpse is found and
destroye&. If the PCs manage to learn that c.lestmying his corpse will
dispe] him permanently, it is conceivable that Father Cappus will
agree to go along with this, since he is sick of his centuries of earthly
torment. Renfrow is higll]y depemlent on Father Cappus tl'lougll, and
he may attempt to sabotage any such attempt. The possibilities here
are left open for the DM to explore.

Lastly, Father Cappus has the ability to produce darkness 3x per
day.
Ghost of Father Cappus: CR 7.0; Medium-size Undead; HD 5d12;
hp 32; Init +5 (+1 Dex, +4 Improved Initiative); Spd 0 ft, fly 30 ft
(pen(ect); AC 14 (+3 de“ecﬁnn, +1 Dex) or 11 (+1 Dex); Atk
Incorporeal Touch +5 (Corrupting Touch 1d4+3); SA Corrupting

». Vo
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Touch, F‘tight{ul Moan, Manifestation, Mantle of Darkness,
Telekinesis; SQ Immunities (undead), Darkvision 60 ft., Corpse
Vulneza.l:ility, Rejuvenation, +4 Turn Resistance; AL CE; SV Fort
+4, Ref +2, will +9; Str 16, Dex 12, Con —, Int 14, Wis 17, Cha
14.

Skills and Feats: Hide +7, Intimidate +12, Knowledge, Religion
+10, Listen +11, Search +12, Spot +11 ; Blind-Fight, Improved
Initiative, Iron will.

Corrupting Touch (Su), Frightful Moan (Su), Manifestation (Su):
See MM 212.

Mantle of Darkness (Su): Father Cappus can produce darkness
3x/day.

Telekinesis (Su): See MM 213.
Immunities (uruleacl): See MM 6.

Corpse Vulneral)ility (Su): Only if the gl'mst's corpse is totally
destroyed (fire, acid, etc.) will the spirit's Rejuvenation be thwarted.
Rejuvenation (Su): Father Cappus’ form will
hours. See MM 213.

Turn Resistance (Ex): See MM 10.

rejuvenate in 1d4

Legionnaire, Undead

The undead legionnaires retain a semblance of their personality
from their former lives, their ancient payclles l’mving s‘teeped into their
very bones. Three hundred plus years ago, these tireless warriors were
once members of the fabled mercenary company ironically called the
Eternals. Upon their deaths, ]egencl states that an Archon of Morrow
instructed the Royal Knights of Cygnar to entomb them deep within
the Dragonspine Peaks. Having recently been roused from their slum-

T, they now carry out their commands with utmost eﬂiciency, possi-
bly in fulfillment of a prophecy from olden times.

Undead Legionnaire: CR 1; Medium-size undead; HD 3d1 2; Init
+1 (+1 Dex); Spd 30 ft.; AC 18 (+1 Dex, +2 natural, +4 scale
armor, +1 small shield); Atk 1ongword +3 melee (1d8+2); SQ
undead, immunities, +2 turn resistance; AL Usually N; SV Fort +1,
Ref +2, will +4; Str 15, Dex 12, Con —, Int 6, Wis 12, Cha 13.
Skills & Feats: Climb +6, Hide +5, Listen +6, Move Silently +5,
Search +5, Spot +6, Use Rope +5, B]in&—Figlﬂ:.

Saqu

Saqu are fifteen-foot tall semi-flightless predatory birds. These
avians will eat nearly anyt}!'mg smaller than themselves that they are
able to catch. A saqu will often perch on high cliff faces or hide
amongst tall {oliage whilst 100Ling for {oocl, then swoop down upon
its prey, pinning it to the gmuncl and snapping at it with its poweriu].
beak. Their diet has been known to include men as well as beasts.

Saqu: CR 4; Large animal; HD 5(18+15; Init +1 (+1 Dex); Spcl 30
f, Hy 60 ft. (average); AC 14 (-1 size, +1 Dex, +4 natural); Atk Bite
+5 melee (2d6+4), 2 claws +0 melee (2d8+4); SA Ravage; AL
A]ways N; SV Fort +7, Ref +5, will +3; Str 18, Dex 13, Con 16,
Int 2, Wis 14, Cha 6.

Skills & Feats: Listen +9, Spot +9

Ravage (Ex): A saqu that hits with a claw attack against a creature of
Medium size or less may attempt a grapple as a free action without
pmvohing an attack of opportunity. Once it achieves a l‘xolcl, it may ﬂy
off with the prey and automatica“y make a bite attack each round in
lieu of a claw attack. It also gets this automatic bite attack if it choos-
es to stay grounded, as the prey is now pinnecl under one of its mas-
sive claws.

The saqu can cln)p a gral)be(.l creature as a free action or toss it as a
standard action. Flung creatures travel 20 feet and take 246 points
of damage. The saqu will often 1eap upon the unfortunate creature
again if it still moves.

Skorne War Beast

These huge dinosaur-like creatures are used as massive living
weapons platforms by the Skorne. They are capable of carrying a
dozen or more cannons on their back, and their al:ility to txample and
swallow enemies makes them that much more dangerous. The beasts
are trained and surgicany modified so that they can be controlled ]:)y
a driver, who sits in an armored cabin on top of the head.

Combat

The driver controls the beast’s every move from his armored cock-
pit. If the driver is killed, the beast will shuffle about aim]esaly, t}xough
it will attack anytl')ing that comes near it. Usually, the beasts are used
to trample enemy soldiers, and they are capa.l:)le of swiftly moving can-
nons into range of desirable targets.

Once the beast has lost 75% of its hit points, there is a 10%
chance it will go berserk each time it takes more clama.ge. A berserk
beast will ignore all input from the pilot, and it will attack the nearest
target until it is dead or there are no more enemies about. (Sometimes
a berserk beast will even attack a building.)

Skorne War Beast: CR 9; Ga(gantuan Beast; HD 20&].0+100; llp
210; Init +0; Spcl 40 Et; AC 14 (-4 Size, +8 Natural Armor); Atk 1
Bite +23 (Bite 6d8+12); Face/Reach 20 ft x 20 f/20 ft; SA
Improved Grab, Swallow Whole, Trample; SO Low—]ight vision,
Darkvision 60 [’t., Tougl'x Hide +2; AL N; SV Fort +18, Refl +12,
Will +7; St 35, Dex 10, Con 20, Int 2, Wis 12, Cha 10.Skills and
Feats: Listen +5, Spot +5. lmproved Grab (Ex): Once the beast has
grabbecl someone in its teeth, it can try to swallow them. See MMO.

Swallow Whole (Ex): Anyone swallowed by the beast will take 10d6

damage per round, no save. See MM 9.

Trample (Ex): Damage 2d12+12; Save DC 32. See MM 9.

Tougl'l Hide +2 (Ex): The creature’s skin is so thick that it can shrug
off 2 hp of damage from each attack. Tough Hide is akin to a hard-

ness value on an inanimate abject.

Skorne Warhound

These beasts hail from the Bloodstone Marches and are often seen
accompanying the Skorne. Tl’ley have a vile temperament, but tl’ley
can be effectively trained if the process begins when they are pups.
Well-trained warhounds can understand a dozen or so commands,
and tl’ley are fiercely loyal to their masters.

There is something about the smell of a Skorne warhound that
drives many other animals crazy—perl’\aps their charnel smell.
Domestic dogs seem to hate warhounds, and will not stop l)arlzing
wl\en t}lEy can see or smel] tl’lem. HOfSeS, ponies ﬂﬂd JO]’ILZB)’B are ﬂ]ﬂﬂ
terrified of the beasts, and Handle Animal checks may need to be
mat{e W}'leﬂ tl’ley are aroum{

Combat

Skorne warhounds can understand verbal commands and hand
signa]s from their masters, and fl'!ey will attack any target t}my are
ordered to. Tl‘l.ey have a remarkable pain tolerance and appear to be
completely £earleﬂs; unless ordered to break away, they will fight to the

death.

Even a well-trained warhound will be unable to resist attacking
anyone who attacks its master. They will even disengage from an
enemy in order to come to their master’s aicl, if tl\ey can perceive that
he is under attack. If a warhound’s master is attacked l)y aometlli.ng the
animal cannot see, it may go berserk and attack the nearest unfamil-
iar creature.

In the wild these are not social beasts, and it is only ]:sy training
that they are able to function with others of their own kind about.
Occasionally, a trained warhound may lose control and attack one of
its own if it can smell blood.

A trained hound without a master is unpredictable, and may attack
or ignore unfamiliar people seemingly at random
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Skorne Warhound: CR 3 Medium-size Beast; HD 3&10+l5; ]'lp
31; Init +2 (+2 Dex); Sp(l 40 ft; AC 16 (+2 Dex, +4 Natural
Armor); Atk 1 Bite +5 (Bite 1d6+3); SA Improved Grab; SQ Low-
light vision, Darkvision 60 ft., Scent; AL N; SV Fort +10, Refl +5,
Will +2; Str 16, Dex 14, Con 20, Int 2, Wis 12, Cha 10.

Slu]]l and Feats: Iump +5, Listen +5; no Feats.

Skorne Warrior

The Skorne are a mysterious race that live deep in the Bloodstone
Marches. They are as yet unknown to the Iron Kingdoms, but
Raelthorne the Elder has secured them as allies. A small Skorne army
under his command lays a few leagues to the east of Corvis. The exile
has a few Skorne with him as showpieces, and the PCs will encounter
them when they try to rescue Father Dumas in Act 111

Skorne are tall and pale, with angu]ar features. Mast are bald, and
tattoos that denote rank and social status are common. T]'Aey are
stronger than the average 11urnzm, but tl‘ley have no other unusual abil-
ities. (The DM should freely adjust the stats below if an extra-tough
or interesting Skorne is needed for the adventure!)

Skorne Warrior: CR 2; Medium-size Humanoid (Shorne); HD
4(:].8+4; l’xp 22; Init +1 (+1 Dex); Spd 30 &; AC 18 (+8 Splint Mail
& Shield (lg,steel)); Atk 1 Longsworcl +7 (Longsworcl 1d8+4); SA
none; SQ Darkvision 60’; AL N; SV Fort +2, Refl +5, will +1; Str
19, Dex 12, Con 13, Int 11, Wis 10, Cha 8; Advancement Range:
By cla.ss; Climate/Terrain: Warm Desert; Organization: N/A.

Skills and Feats: Listen +4, Search +2, Spot +3; Power Attack.

Tl' easure: NO ne

Steamjack, Archaic (Archaic Warjack)

These mechanika are throwbacks of the modern steamjaclz to a
time when olden kingdoms spent vast amounts of coin to employ the
}mnliug machines on the battlefield. The cost alone caused this pllase
to be short-lived. Many kingdoms poured enormous amounts of
resources into the construction of just a few warjacks and eventually
the constructs were discontinued. Effective as they were, izingdoms
still lost the war effort by going broke in trying to churn out the
machines. Many wariachs found their way on the opposite side of the
field from the ones who made them or, like in the case of the Legion
of Lost Souls, adopted into merc armies during the Free Companies
Movement.

Steamjack (Archaic Warjack): CR 9; Large construct; HD 16410;
Init -2 (-1 Dex, -1 size); Spd 15 ft. (can’t run); AC 28 (-1 size, -1
Dex, +20 natural); Atk ]'luge greataxe or l’)ugc greathammer +17
melee (2d8+10); SQ construct, s‘ceamja.ck abilities, damage reduc-
tion 10/+1; AL Always N; SV Fort +3, Ref +0, Will +3; Str 24, Dex
9, Con: —, Int —, Wis 11, Cha 1

Steamjack, Basic

Steamjaclzs are advanced mechanika constructs. A steam engine
provicles their motive power, but t]'ley are given awareness lny sophisti-
cated wizardry. The human Kingdom of Cygnar originally developed
the tec}'molugy for warfare over two centuries ago, but it has since
made its way into more peaceful uses. The iron giants can now be seen
peace{u"y tciling away anywhere there is heavy labor to be done. Units
may grasp huge tools in their powerful claws, or they can be fitted with
picks, shovels, or thundering steam-hammers.

Being the state of the art in both the wizard and engineer's trade,
steamjacks are uncommon and extremely expensive. Their construc-
tion is not commissioned lightly, and they are generally owned and
operated only by powerful merchant guilds or royal militaries.
Nnnetheless, tl'ley are Lecoming a more common site t]'xrougl’lout the
Iron Kingdoms, especially in industrial centers like the city of Corvis.
Steammc]z (Basic): CR 9; Large construct; HD 14(110; Init =2 (-1
Dex, -1 Size); Spd 20 & (can't run); AC 25 (-l size, -2 Dex, +18
natural); Atk slam +18 melee (2(110+8); SQ construct, steamjack

abi]ities, damage reduction 10/+1; AL always N; SV Fort +3, Ref +1,
will +3; Str 27, Dex 7, Con: —, Int —, Wis 11, Cha 1

Tomb Maiden

Tomb maidens resemble nine-foot tall human females composecl
of iron and guarcl their dead charges unswerving]y. Tl’xey {igllt to pro-
tect their charges with absolute vigi]ance, often wie]cling enormous
hall:erds, but occaaiona”y employing other latge weaponry.
Mechanika“y primitive, these constructs are intellectually on the
same level as a steamjack.

Tomb Maiden: CR 6; Large construct; HD 10d10; Init +0; Spd 30
ft. (can't run); AC 26 (-1 size, +17 natural); Atk Huge halberd
+13/+8 melee (2d8+10); SQ Construct, damage reduction 10/+1;
AL Always N; SV Fort +3, Ref +2, will +3; Str 25, Dex 10, Con —,
Int —, Wis 11, Cha 1.

Appendix B:
Characters

Borloch, Ulfass

At the beginning of the Witchfire Trilogy, Magistrate Borloch sat
on the city council and was second only to the Mayor in power. By the
middle of Book II, he, Raelthorne and Oberen have taken over
Corvis. In Book I1I, he is the mayor of Corvis, but he’s in truth noth-

ing more than Oberen'’s pawn.

Borloch is a thoroughly vile man. He blackmailed the Corvis
Coven into (.loing his evil Lidding, so that his personal power would
increase by their labors. When the Coven had outlived its usefulness
to him, he had them framed and executed. Even this was set up 1':)'
Vahn Oberen—the whole story can be found in The Longest Night.

Ulfass Burlocl’l, male Rogb: CR6; Size M (5 &., 5in. tall); HD ()dﬁ,
!‘lp 28 (Tougl'mess x2); Init +3 (+3 Dex); Sp‘l 30 &.; AC 15 (+3 Dex,
+2 leather +1); Atk dagger +4 (+4 Base), +7 ranged (+4 Base, +3
Dex); Damage dagger 1d4; SV Fort +2 (+2 Base), Ref +8 (+5 Base,
+3 Dex), will +3 (+2 Base, +1 Wis); AL NE; Str 10 (+0), Dex 16
(+3), Con 11 (+0), Int 14 (+2), Wis 12 (+1), Cha 8 (-1).

Spec'la.l Attacks: Sneak attack +3d6.

Languages Spolzen: Cygnaran

Skills & Feats: Appraise 49 (+7 Ranl:z, +2 Int), Bluff +8 +9 Ranlz,
-1 Cha), Decipl‘xer Script +5 (+3 Ranla, +2 Int), Dip]omacy +8 (+9
Rank, -1 Cha), Forgery +8 (+6 rank, +2 Int), Gather Information
+8 (+9 Rank, -1 Cha), Innuendo +7 (+8 Rank, -1 Cha), Intimidate
+8 (+9 Rank, -1 Cha), Knowledge (local) +6 (+4 Rank, +2 Int),
Listen +4 (+3 Rank, +1 Wis), Move Silently +5 (+2 Rank, +3 Dex),
Profession (Barrister) +5 (+3 Rank, +2 Int), Ride +4 (+1 Rank, +3
Dex), Sense Motive +6 (+5 Rank, +1 Wis), Spot +3 (+2 Rank, +1
Wis); Doclge, Lea(lers]'lip, Toughness x2.

Possessions: Guns, knives, gems, you name it... Borloch has a great
deal of wealth. He can also procure magic items if needed. It's good to
be the Mayor, even if you are a weak-willed pawn in a greater scheme.

Ciannor, Alexia

Seventeen-year-old Alexia is Father Dumas’ niece. Her mother,
the Father's wife's sister, was the leader of the Corvis Coven, and was
executed a decade ago with the rest of the witches. Alexia inherited



her mother's magical abilities and has become a power{u] sorceress. In
fact, sheisa prudigy, having 10th level skill at a young age. Currently,
she is playing host to the souls of her mother and the other four
coveners, and this has further enhanced her magic a};ilities, particu-
la:ly where the Witchfire is concerned.

Alexia is motivated lJy a desire for revenge—on Oberen, who
framed the coven. Unfortunately for Alexia, the PCs have thwarted
her plans, and by the end of Part 1T she is thought to be dead. She
returns in Part III, mal'.zing an unlikely ally for the PCs—but her
quest for vengeance will put Corvis in jeopardy once again!

Alexia Ciannor, female human Sor10: CR 10; Size M (5 ft., 7 in.
tall); hp 31; Spd 30 ft; AC 10; Atk dagger +5 (+5 Base), small pis-
tol 45 (+5 Base); Damage 1d4 dagger, 2d4 small pistol; SV Fort +4
(+3 Base, +1 Con), Ref +3 (+3 Base), Will +8 (+7 Base, +1 Wis);
AL N; Str 9 (-1), Dex 10 (+0), Con 12 (+1), Int 14 (+2), Wis 12
(+1), Cha 17 (+3).

Languages Spoken: Cygnaran, Caspian

Slull‘ & Feats: Alchemy +8 (+6 Ranli, +2 Int), Concentration +12
(+11 Rank, +1 Con), Gather Information +5 (+2 Ranlz, +3 C}m),
Knowledge (arcana) +12 (+10 Rank, +2 Int), Ride +5 (+5 Rank),
Scty +3 (+1 Ran]?, +2 Int), Spe”cra& +12 (+10 Ranlz, +2 Int),
Swim +4 (+5 rank, -1 Str), Wilderness Lore +2 (+1 Rank, +1 Wis).
Combat Casting, Craft Wondrous Item, Maximize Spell, Still Spell,
Silent Spell.

Sorcerer Spells Known (6/7/7/7/5/3): Ot}x—Dancing Lights, Detect
Magic, Detect Poison, Ghost Sound, Light, Mage Hand, Mending, Ray of
Frost, Read Magie. 1st—Charm Person, Color Spray, Magic Missile,
Mount, Shield. 2nd— Blindness/. Deafnass, Invfsfbl']ify, Knoclz, Leomund’s
Trap. 3td—Blink, Fly, Lightning Bolt. 4th— Arcane Eye, Polymorph
Other. 5th— Animate Dead. Alexia also knows more powerful
mantic spells, some of her own design, some learned from ancient
texts. She pre{ers not to kill anyone unless they really deserve it.

necro-

Possessions: Aside from the Witchfire, some magical research notes
(concealed in Corvis) and a purloined pistol, Alexia has very little.

Dumas, Pandor
High Priest of Corvis and pillar of the community. Father Pandor

Dumas’ shame is that his wife's own sister was executed as a witch a
decade ago. With his wife now dead as well, father Dumas cares for his
niece Alexia by himself. Thuugl': he is a man of only 40 summers his
hair is completely gray and his features are craggy. He may look older
than his years, but he is still as tnugh as Khador steel. The communi-
ty likes and respects the Father, who has an excellent reputation in
Corvis. Normally Father Dumas carries no weapons or armor. If he
needs to do combat he will fetch his shield +1, l'leavy mace +1 and
splint mail +1, for AC 20.

Father Pandor Dumas, male human Cle7: CR 7; Size M (5 ft., 9
in. tall); HD 7d8+7; hp 39; Spd 30 ft.; AC 10; Atk heavy mace +6
melee (+5 Base, +1 heavy mace +1); Damage heavy mace 1d8+2; SV
Fort +6 (+5 Base, +1 Con), Ref +2 (+2 Base), Will +8 (+5 Base, +3
Wis); AL LG; Str 12 (+1), Dex 11 (+0), Con 13 (+1), Int 12 (+1),
Wis 16 (+3), Cha 15 (+3).

Languages Spoken: Cygnaran, Caspian.

Skills & Feats: Concentration +6 (+5 Rank, +1 Con), Diplomacy
+4 (+1 Rank, +3 Cha), Heal +7 (+4 Rank, +3 Wis), Knowleclge
(Arcana) +4 (+3 Rank, +1 Int), Knowledge (Local) +4 (+3 Rank, +1
Int), Scry +3 (+2 Rank, +1 Int), Spe”craf‘t +6 (+5 Rank, +1 Int).
Combat Casting, Extra Turning x2, Spell Penetration.

Cleric Domains: Gnnc]., Healing

Cleric Spells Known (6/5+1/4+1/3+1/141): Oth— Detect Magic,
Guidance, Light, Mending, Read Magic, Virtue. lst—Comprehend
Languages, Detect Evi], Entropic Shfeu, Protection ﬁom Eui/, Remove
Fear, Sanctuary. 2nd—Aid, Consecrate, Enthrall, Hold Person, Zone of
Truth. 3rd—Cure Serious Wounds, Dispel Magic, Prayer, Water Walk.
41’})—} Ialy Sml'te, Restoration.
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Possessions: Father Dumas’ only items of note are his shield +1,
heavy mace +1 and splint mail +1. He has few worldly possessions.

Feldron, Hlar

“Gunny,” as Master Gunnery Sgt. Hlar is known to most, is a crusty
old fellow and one of the finest cannoneers in Corvis. He has been
forced to work with the new regime, but he will g]acl.ly throw in with the
PCs if they give him the chance. He is not known to Helstrom as a loy-
alist, but there are plenty of Watchmen who are Leeping a low pmfi]e
since the consequences of speaking out are so dire.

Sgt. Hlar, male human War3/Exp8: CR9; Size M (5 ft., 5 in. tall);
HD 3d8+6 + 8d6+16; l]p 86; Init +8 (+4 Dex, +4 [mpmved ini-
tiative); Spd 30 ft.; AC 19 (+4 Dex, +5 breastplate); Attack short-
sword +12/+7 (+9 Base, +3 Str), or military piatol +13/+8 (+9 Base,
+4 Dex); clama.ge shortsword 1d6+3, military piatol 2d8; SV Fort +7
(+5 Base, +2 Con), Ref +7 (+3 Base, +4 Dex), Will +7 (+7 Base);
AL LG; Str 16 (+3), Dex 18 (+4), Con 14 (+2), Int 14 (+2), Wis
11 (+0), Cha 10 (+0).
Lang‘uages Spolzen: Cygnatan, Rhulic (spolzen only).
Sl?_ills and feats: Craft (cannoneer) +15 (+11 Ranlz, +2 Int, +2 Skill
Focus), Craft (small arms) +13 (+11 Rank, +2 Int), Hide +9 (+5
Ranh, +4 Dex), Know]cclge ([irearmﬁ) +12 (+8 Ranlz, +2 Int, +2
Skill Focus), Knowledge (firearms) +15 (+11 Rank, +2 Int, +2
Focus), Listen +2 (+2 Rank), Move silently +7 (+3 Rank, +4 Dex),
Open lock +13 (+9 Ranlz, +4 Dex), Ride +10 (+6 Ran]i, +4 Dex),
Sense motive +11 (+11 Rank), Spot +0, Swim +13 (+10 Rank, +3
Str); Exotic weapon pm{*iciency (small arms), Exotic weapon prnfi—
ciency (cannon), Improved initiative, Skill focus (craft (cannoneer)),
Skill focus (knowledge (firearms))..
Possessions: His uniform, his military pistol, and his cannons. .. his
elOVed CannOnEl!

Helstrom, Julian

Captain Helstrom is a respected officer in the Watcla, and his
name is well known among merchants and criminals alike. He used to
be in the royal army, but retired and joined the Watch in Corvis. The
Captain is also a secret agent of King Raelthorne the Younger, though

no one in Corvis is aware of this yet.

Captain Julian Helstrom, male human Ftr9: CR 9; Size M (5 ft., 7
in. tall); HD 9d10+9; hp 62; Spd 20 ft.; AC 17 (+2 Dex, +5 breast-
plate); Attack longsword +13/+8 (+9 Base, +3 Str, +1 masterwork
weapon) melee, or military pistol +11/+6 (+9 Base, +2 Dex) ranged;
Damage longsword 1d8+4, military pistol 2d6; SV Fort +7 (+6
Base, +1 Con), Ref +5 (+3 Base, +2 Dex), Will 45 (43 Base, +2
Wis); AL LN; Str 16 (+3), Dex 14 (+2), Con 13 (+1), Int 12 (+1),
Wis 13 (+2), Cha 15 (+3).

Languages Spoken: Cygnaran, Khadoran.

Skills and Feats: Climb +5 (+2 Rank, +3 Str), Concentration +5
(+4 Rank, +1 Con), Forgery +6 (+6 Rank), Handle animal +10
(+10 Rank), Hide +2 (+2 Dex), Listen +2 (+2 Wis), Move silently
+2 (+2 Dex), Open lock +4 (+2 Rank, +2 Dex), Spot +2 (+2 Wis),
Swim +4 (+1 Rank, +3 Str), Wilderness lore +6 (+4 Rank, +2 Wis);
Blind-fight, Combat Reflexes, Dodge, Endurance, Improve& Critical
(]ongsworc{), Improved Disarm, Leadership, Mobility, Power Attack,
Weapon Focus (Inngswnrd).

Possessions: Captain Helstrom possesses a masterwork longsword,
which he carried as an army officer. He still uses his Cygnar military
armor and pistol as well. All of his gear 1s kept in perfect condition.
The Captain also has a few thousand gp worth of gems and coins from
his adventures split between his home and the Bank of Cygnar.

Mudd, Harcourt

This Watchman is one of Helstrom’s loya]ists. Like HEISh‘om, he
has managed to keep his true a“egiance a secret from Raelthorne’s
Inquisitors, an he has prefended to embrace the new regime.
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Lieutenant Mudd works in the northwest part of Corvis. Lately he has
drawn cluty at the North Gate, which suits him [ine, since he rea“y
hated having to “goon it up” out on the streets to fit in with the
Inquisitors.

The Lieutenant is a giant ofa man, with the iet‘l;lacli hair and eyes
often seen in Llael and eastern Khador. He is knownt to be a devas-
tatingly effective Btreet—fighter, and he’s }lamly with blade and gun as
well. Unfortunately Mudd isn't as good a card player as he is a fight-
er, and he has racked up a bit of a gambling debt. The Inquisition
coming to town bought him some time; he creditors are afraid to push
the issue now that Mudd is in good with the new regime. Eventually
though, the good Lieutenant will have to face the fact that he has
about 2,000 gp in gﬂm.l:ling c{el:ts. He'll be sure to take any opportu-
nity he can to make a quick buck, though he won't sell out the resis-
tance effort.

Lt. Mudd is a brave man, but he is not foolish. He will gladly
enclanger himself to advance Helstrom’s plana——tl'lat includes assist-
ing the PCs—but he won't throw his life away. If he lives through this
advenhlre, he could potential]y become another 10ng-term ally for the
PCs, especially if they find a way to help him out of debt.

Lt. Harcourt Mucl;l, male human Ftr6: CR 6; Size M (6 ft., 3 in.
tall); HD 6d410+18; }sp 58; Init +1 (+1 Dex); Spcl 30f;AC 16 (+1
Dex, +5 hreastplate); Attack 1ungswurcl +8/+3 (+6 Base, +2 Str, +1
weapon focus), or military pistol +7/+2 (+6 Base, +1 Dex); damage
longsworll 1cl8+4<, military pis’to] 2(18; SV Fort +8 (+5 Base, +3
Con), Ref +3 (+2 Base, +1 Dex), Will +3 (+2 Base, +1 Wis); AL LG;
Str 15 (+2), Dex 12 (+1), Con 16 (+3), Int 12 (+1), Wis 13 (+1),
Cha 12 (+1).

nguagel Spolzen: Cygna.ran.

Skills and feats: Climb +11 (+9 Rank, +2 Str), Craft (small arms)
+8 (+7 Ranlz, +1 Int), Handle animal +2 (+1 Ranlz, +1 C]’xa), Hide
41 (+1 Dex), Listen +1 (+1 Wis), Move silently +1 (+1 Dex), Ride
+5 (+4 Ra.nla, +1 Dex), Search +4 (+3 Ran}a, +1 Int), Spot +1 (+1
Wis), Swim +10 (+8 Rank, +2 Str), Wilderness lore +1.5 (+0.5
Rank, +1 Wis); Blincl-fig]'xt, Exotic Weapon Pm{iciency (small arms),
Leaclersl’lip, Mounted combat, Power attack, Quick draw, Weapon

focus (sword, long), Weapon specialization (sword, long).

Possessions: Arms and armor, and a potted plant named “Spenser”
on the windowsill at home. 6 pistol charges.

Oberen, Vahn

This pawer{ul wizard is the individual ultimately zesponsil}le for the
execution of the Corvis Coven. He foresaw the rise of the Coven
tl'lmug}l ancient pmpl’xecies, and manipulaled Magistrate Borloch
into ])]ackmailing and arresting them. U]timafely, Oberen himself
was the witches’ executioner. The magic blade Witchfire transferred
some power from each covener into him.

Vahn Oberen, male human Wiz12: CR 12; Size M (5 £, 9 in. tall);
HD 12d4+24; hp 49; Init +2 (+2 Dex); Spd 30 ft,; AC 14 (Dex +2,
ring of protection +2); Atk dagger +9/+4 (+6 Base, +1 dagger +3)
melee, or dagger +11/+6 (+6 Base, +2 Dex, +1 dagger +3) ranged;
Damage dagger ld4+3; SV Fort +6 (+4 Base, +2 Con), Ref +6 (+4
Base, +2 Dex), will +10 (+8 Base, +2 Wis); AL NE; Str 11 (+0),
Dex 15 (+2), Con 14 (+2), Int 18 (+4), Wis 14 (+2), Cha 13 (+1).
Langnage- Spolzen: Cygnaran, Caspian, Orgntil, Mo]gur

Skills and Feats: Alchemy +8 (+4 Ranle, +4 Int), Concentration +9
(+7 Rank, +2 Con), Gather information +16 +15 Ranle, +1 C}lﬂ),
Hide +7 (+5 Ranla, +2 Dex), Know]eclge (arcana) +17 (+13 Ranlz,
+4 Int), Knowleclge (local) +14 (+10 Rank, +4 Int), Listen +3 (+1
Rank, +2 Wis), Move silently +2 (+2 Dex), Scry +18 (+14 Rank, +4
Int), Spe]lcra& +13 (+9 Ranlz, +4 Int), Spot +2 (+2 Wis); Combat
Casting, Extend Spell, Forge Ring, Maximize Spell, Scribe Scroll,
Silent Spe“, Spe“ Mastery (Clmnge Se/'f: Charm Person, Dispel Magic),
Spell Penetration, Still Spell.

Wizard Spells Known (4/5/5/5/4/3/2): Oth—Arcane Mark,
Dancing Ligiits, Daze, Detect Magic, Detect Poison, Disrupt Unc[eaﬂ’,

Flare, Ghost Sound, Light, Mage Hand, Mending, Open/Close,
Presh't{igftaﬁan, Ray a}[ Frost, Read Magic, Resistance. 1st— Animate
Rope, C'hange Selﬂ Charm Person, Chill Touch, Feather Fall, [Jznhfy,
Shield, Shocking Grasp, Silent Image. 2nd—Knock, Leomunds Trap,
Levitate, Mirror Image, See Imrisi[?iliiy. 32&—Dispel Mage, Fireba’l F’y,
Haste, Protection from Elements, Slow. 4th— Charm Monster, Dimension
Door, Fire Shield, Improved Inuisi[vi’ity, Po{ymorph Se/f, Rainbow Pattern,
Summon Monster IV, Sth— Animate Dead, Cloudkil], Dominate Person,
Hold Monster, Nightmare, Wall of Force, Wall af Iron, Wall of Stone.
6th—Chain Lightning, Flesh to Stone, Summon Monster V1.

Possessions: Oberen carries his staff (page 86) and a dagger +3 of
mysterious origin. The weapon sheds light at his command, and it may
have other abilities as well. He also has a ring of protection +2.
Should he ever need money, he has access to a great deal of it. C'mon,
he’s Head Inquisitor!

Renfrow

Renfrow is Father Cappus’ servant. He puts on a gcm]. show of san-
ity, but he is tota”y &erangc& and subservient to Cappus, who he wor-
ships as a god. Renfrow has been kept alive by sharing in the life ener-
gy that Father Cappus steals, but Acapite this he is not a true super-
natural being himself. He is cunning, vicious and evil... he also has
clevelnped an unnatural appetite for human flesh over the centuries.
(The pineal gland is his favorite, if you must know.)

Renfrow, male human Rog5: CR 5; Size M (56 ft, 11 in. ta“); HD
5d6+5; }‘lp 25; Init +7 (+3 Dex, +4 Impmved Initiative); Spcl 30 ft;
AC 15 (+3 Dex, +2 leather); Attack dagger 43 (+3 Base), or small
pistol +7 (+3 Base, +3 Dex, +1 magic); damage dagger 1d4 + poi-
son, small pistol 2&41—1; SQ Darkvision 60 ., Liglﬁ Sensitive,
Turnable (Su), +2 Turn Resistance; SV Fort +2 (+1 Base, +1 Con),
Ref +7 (+4 Base, +3 Dex), Will +4 (+1 Base, +3 Wis); AL CE; Str
11 (+0), Dex 17 (+3), Con 13 (+1), Int 16 (+3), Wis 16 (+3), Cha
12 (+1).

Languages Spolzen: Cygnaran, Caspian.

Skills and Feats: Balance +9 (+6 Rank, +3 Dex), Bluff +4 (+3
Rank, +1 Cha), Climb +7 (+7 Rank), Escape artist +9 (+6 Rank, +3
Dex), Forgery +11 (+8 Ranlz, +3 lnt), Hide +6 (+3 Rank, +3 Dex),
Intimidate +9 (+8 Rank, +1 Cha), Listen +9 (+6 Rank, +3 Wis),
Move si]ently +11 (+8 RanL, +3 Dex), Open lock +11 (+8 Rank, +3
Dex), Pick pocket +9 (+6 Rank, +3 Dex), Ride +5 (+2 Rank, +3
Dex), Spot +10 (+7 RB“L, +3 Wis), Swim +10 (+8 Ranlz, +2 Focus),
Tumble +11 (+8 Rank, +3 Dex); Exotic Weapon Proficiency (amill
arms), [mprnvecl Initiative, Skill focus (swim).

Darkvision (Ex): Over the centuries Renfrow has aclaptecl to the
darkness, and he no longer needs light to see, my preciousss.

I.ight Sensitive (Ex): Renfrow will be at —2 to initiative and to-hit in
lig}lt stronger than turcmig}lt, such as a Day]ig]'\t spen.

Turnable (Su): Renfrow, steepec‘ in evil and stolen life-energy, is sus-
ceptible to a cleric’s ability to turn or rebuke undead.

Turn Resistance (Ex): See MM 10.

Possessions: When the PCs meet Renfrow, he will have concealed on
his person the magical pistol “Lady Luck” and five cl’\arges. The Lady
is an infamous weapon in the underworld and collector’s circles. Lacly
Luck operates as a +1 small pisto] (2(144-1 piercing, 19-20/x3),
though in a duel she confers a bonus of +5 to hit and damage and +4
to initiative. Also, Lady Luck’s reloads are always successful zeganl—
less of circumstances. The weapon 1s worth 26,000 ep- Like all
Renfrow’s gear, it came into his possession when someone was thrown
into the mausoleum lay the Griffons.

Though lost for decades, Lady Luck’s story and unique appearance is
still remembered by firearms aficionados and duelists. The gun’s
tleadly reputation draws gunfig}dera to its wielder like a moth to a
flame, and he who owns it would be wise to keep it concealed for this
reason.

Note that there are few standards for ammunition in the Iron
Kingdoms, and the Lady’s owner will need to have ammunition spe-

»” L)
i B
» @ <




cially made for her—this may make it hard to keep her reappearance
a secret. (Visit privateerpress.com for a free download on firearms

rules, or check SOTE 63.)

Renfrow also has leather armor and 2 poisoned daggers, both taken
from victims. (Poison save DC 16, Initial damage 1d6 Str/Secondary
damage 1d6 Str). Renfrow has enough poison for 4 more applications
(vorth 200 gp per clase)‘

Selar

Selar is a power{'u] officer in the Griffon gang that controls the
eastern part of the city. She is a half-elf, t}xough she hates her Elven
ancestry and refuses to acknowledge it. When Selar was young, other
children piclzea on her terribly. At ten years of age, Selar actually cut
off the tips of her ears in a patheh'c attempt to look more human.
Today she always wears a headband or cap to cover the clisgigurement.
She does look human, L}mug}] her ancestry is a very open secret in the
underworld. No one talks about it thougl'l; Selar has a very bad tem-
per and doesn't like to speak about her past.

Selar and “Mad” Malek Rec‘lgtave do not get along very well. She is
a careful, methodical planner, and Malek is an infamous hothead. She
believes that fools like Malek will eventually bring heat down on the
Griffons or embroil them in another costly gang war. Selar won't
move openly against Malek, but if she has the opportunity to set him
up or take him out without getting her hands dirty she'll take it. She
will also take any opportunity to sabotage Raelthorne's rule of the city,
so ]ong as she can do so with no risk to her orgamization. “All these
Inquisition fools are bad for business.”

Selar, female half-lf Rogll: CR 11; Size M (5 {'t., 2 in. tall); HD
1].':16+44; ]'1p 82; Init +4 (+4 Dex); Spd 30 ft; AC 19 (+4 Dex, +5
leather +3); Attack rapier +10/+5 (+8 Base, +1 Str, +1 magic), or
small piltol +12/+7 (+8 Base, +4 Dex); clamage rapier ldb+2, small
pistol 2d4; SV Fort +4 (+3 Base, +1 Con), Ref +13 (+7 Base, +4
Dex, +2 Lightning reflexes), Will +5 (+3 Base, +2 Wis); AL CN; Str
12 (+1), Dex 18 (+4), Con 18 (+1), Int 14 (+2), Wis 14 (+2), Cha
10 (+0).

Languages SPOLen: Cygnaran, Shyrr (spoleen only)

Skills and Feats: Appraise +12 (+10 Rank, +2 Int), Balance +9 (+5
Rank, +4 Dex), Climb +15 (+14 Rank, +1 Str), Craft (small arms)
+10 (+8 Rank, +2 Int) Craft (weaponsmithing) +8 (+6 Rank, +2
Int), Diplomacy +8 (+8 Rank), Hide +14 (+10 Rank, +4 Dex),
Intuit direction +3 (+1 Rank, +2 Wis), Listen +16 (+11 Rank, +2
Wis, +1 Racial, +2 Alertness), Move si]entiy +14 (+10 Ranlz, +4
Dex), Open lock +17 (+13 Ranlz, +4 Dex), Pick poclzet +18 (+14
Rank, +4 Dex), Search +6 (+3 Rank, +2 Int, +1 Racial), Spot +9
(+4 Rank, +2 Wis, +1 Racial, +2 Alertness), Swim +2 (+1 Rank, +1
Str), Use magic device +11 (+11 Rank), Use rope +17 (+13 Rank,
+4 Dex); Dodge, Exotic Weapon Pro(iciency (small arms), Experﬁse,
Lightning reflexes.

Possessions: leather +3, rapier +1, small pistol and 10 charges. (The
armor and weapon were once owned Ly a Cygnaran noble who ended
up sacri{icing them to settle a gaml:ling debt with Selar. She has cov-
ered the Cygnaran swan on the armor with a patcl'l of scarlet, the
Griffons’ color) Selar has about 10,000 gp worth of other gear
stashed around the city. She even has a bank account with 2,500 gp.

Seth

Seth was once a caravaneer on the road between Corvis and Fort
Falk but one fateful day farrow raiders descended from the
Dragonspine Peaks and attacked the wagon train. They slaughtered
everyone, inc']ut]ing Seth’s wife and daugl'lter, but he escaped into the
mountains. He has been alone now for 20 years in the wilds of the
‘Spine, l'laving made his way into the Bligl’xt where the savage farrow
dare not go. He ambushes the farrow whenever he gets an opportuni-
ty and has never bothered to leave his “new home.” Seth’s sanity, of
course, is somewhat in question.

Seth, male human Ftr9: CR 9; Size M (5 ., 10 in. tall); HD
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9d10+9; hp 56; Init +6 (+2 Dex, +4 Improved initiative); Spd 30
Ft.; AC 16 (+2 Dex, +4 liide armor); Attack +10/+5 melee (sl'mrt
sword 1d6+1, dagger 1d4+1) or +11/+6 ranged (military rifle 248,
dagger 1d4+1); SV Fort +7, Ref +5, will +4; AL NG; Str 13, Dex
14, Con 13, Int 9, Wis 13, Cha 8.

Languagel Spolten: Cygnaran.

Skills and feats: Alchemy +1, Craft (Small Arms) +4, Hide +2,
Listen +3, Move Silent]y +2, Ride +14, Spot +3, Wilderness Lore
+1.5; A]ertness, Blind-Fig]’lt, Doclge, Imptove& Initiative, Mol:ility,
Mounted A_rc}xery, Mounted Combat, Quiclz Draw, Tramp]e, Exotic
Weapon Pmﬂciency (Small Arms)

Equipment: Military rifle, 10 rifle charges, piecemeal leather and furs
(Functions as hide armor), short sword, two daggers. Seth'’s rifle has a
scope, which reduces the range increment penaity from -2 to —1.

Tally
Old Tully is a fixture of the Griffon-controlled Undercity in

Filchers' Crossing. He's a fence, a master appraiser and an arms mer-
chant. Tully is open to doing business with anyone, but he is very
mindful of his ﬂhligatinn to the Griffons and he will not voluntarily
double-cross them.

Tully, male human Exp8: CR7;Size M (5 Ft‘, 6 in. tall); HD 8d6-
8; hp 26; Init +2 (+2 Dex); Spd 30 f; AC 12 (+2 Dex); Attack
knife +4/-1 (+6 Base, -2 Str), or small pistnl +8/+3 (+6 Base, +2
Dex); damage knife 1d2-2 (sad, eh?), small pistol 2d4; SV Fort +1
(+2 Base, -1 Con), Ref +4 (+2 Base, +2 Dex), Will +6 (+6 Base); AL
LN; Str 7 (-2), Dex 15 (+2), Con 9 (-1), Int 15 (+2), Wis 11 (+0),
Cha 12 (+1).

La.nguagel Spoken: Cygnaran, Rl—mlic (spoken only).

Skills and Feats: Appraise +15 (+11 Rank, +2 Int, +2 Focus), Bluff
+1.5 (+0.5 Rank, +1 Cha), Craft (jeweler) +12 (+8 Rank, +2 Int,
+2 Focus), Craft (small arms) +4 (+2 Rank, +2 Int), Diplomacy
+3.5 (+0.5 Rank, +1 Cha, +2 Focus), Disable device +4.5 (+2.5
Rank, +2 Int), Hide +4 (+2 Ran.lz, +2 Dex), Intuit direction +9 (+9
Ranll), Knowledge (local) +12 (+10 Ranlz, +2 Int), Listen +6 (+6
Rank), Move silently +7 (+5 Rank, +2 Dex), Ride +6 (+4 Rank, +2
Dex), Search +13 (+11 Rank, +2 Int), Spot +5 (+5 Rank), Swim
+2.5 (+2.5 Rank, -2 Str, +2 Focus), Use magic device +3.5 (+2.5
Rank, +1 Cha); Exotic Weapon Proficiency (small arms), Skill focus
(Craft (jeweler)), Skill focus (Appraise), Skill focus (diplomacy).
Possessions: Tully's shop probably has 10,000 gp worth of gear in it.
Tec]'mica]ly, most of it is owned l)y the GriH’ons, but Tully doesn'’t
really want for anytl'ting due to his connections. Tully is armed with a
small pistol, but he hasn't even needed to brandish it in years. He also
as a knife in his boot, but he only uses it for peeling app]ea and cut-

ting the ]egs off roaches.

Wadock, Gunner

Gunner Wadock is a caravaneer on the Fellig-Corvis trade route.
He's a tough little man who often doffs his hat from his balding pate
to smite his employees. Gunner was the former employer of the PCs
if they played the standard intro of TLN.

Gunner Wadock, male human Ftr3: CR 3; Size M (5 ft., 7 in. tall);
HD 3d10+3; hp 28; Init +0; Spd 30 ft.; AC 13 (+2 leather, +1
Dex); Attack +4 melee (1d8+1 longswor&), or +4 ranged; SV Fort
+4, Ref +2, Will +2; AL LN; Str 13, Dex 12, Con 13, Int 12, Wis
13, Cha 15.

Languages Spoken: Cygnaran, Khadoran.

Skills and Feats: Bluff +4, Gather Information +3, Handle Animal
+4, Ride +3, Swim +2, Knawlcclgc (Local) +4, Appraise +4; Blind-
Fight, Combat Reflexes, Endurance, Expertise, Toughness.
Equipment: Longsword, leather armor
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Wadock, Megan

Megan Wadock is the daugl‘xter of )arl and Inga Wadock and the
niece of Gunner and Rorgun. She ioirlecl the Corvis Watcl’l, against
the wishes of her family, in the hopes of following in her father's foot-
steps. He served valiant]y for many years and it is his sword that
Megan now wields. His valiance, however, could not save him from
meeting his fate at the end of a Gertens’ blade.

Megan Wadock, female human Ftr3: CR 3; Size M (5 pt., 8in. ta”);
HD 3d10+3; hp 22; Init +4: (improvecl initiative); Sp& 30f;AC 15
(+4 chain shirt, +1 small shield); Attack +0 melee (sap 1d6+1), +4
melee (club 1d6+1), 45 melee (masterwork longswor& 1d8+1), or
+3 rangecl; SV Fort +4, Ref +1, will +1; AL LN; Str 13, Dex 11,
Con 13, Int 15, Wis 10, Cha 11.

nguagel Spolzen: Cygnaran.

Skills and Feats: Climb +7, Gather Information +1, Handle Animal
+6, Heal +O.5, Intimiclate +2, Knnwle&ge (Law) +8, Ride +6;
Combat Reﬂexes, Endurance, Improvec{ Disarm, Improved Initiative,
Quick Draw.

Equipment: Chain ﬂ}lirt, small sl'lie]cl, sap, clul’), masterwork
longsword

Wadock, Rorgun

Gunnet’s Qlcler ln'nt]'ler Rnrgun iE a l'luge Lear D‘ a man. I_.El[’ge D{
gir‘th and spirit, he is Gunner's l)ig brother in every sense of the word.
He's had a lot more time on the }Iig}lways of the King&oms than his
little brother and doesn’t hesitate to rub it in at every turn. He always
has his long]:lade at his ]nip and his trusty pisto] tucked in his belt and

his axe is usually within reach also.

Rorgun Wadock, male human Ftrd: CR 4; Size M (6 ft., 2 in. tall);
HD 4d10+8; hp 36; Init +6 (+2 Dex, +4 Improved Initiative); Spd
30 ft; AC 14 (+2 leather, 42 Dex); Attack +8 melee (longsword
1&81—3 or ]::attleaxe lcl8+3), or +7 rangecl (sman pistol 2&4); SV
Fort +6, Ref +3, Will +1; AL CN; Str 17, Dex 15, Con 15, Int 11,
Wis 10, Cha 12.

Languages Spoken: Cygnaran.

SL.‘]]- and Feats: Craft (S.mall Arms) +3, Craft (Steamjaclz Hancller)
+8, Hide +2, Knowlee!ge (Local) +2, Move Si]ently 42, Ride +6,
Swim +7; Blind-Fight, Improved Initiative, Exotic Weapon
Proficiency (Small Arms), Weapon Focus (small pistol), Weapon
Focus (battleaxe), Weapon Focus (longsword).

Equipment: Longswutd, battleaxe, small pistol, 12 pistol charges,
leather armor

Appendix C:
Kurgan’s Goods
& Wares

The haberdashery owned by Phineas Kurgan is stacked ceiling
high with rubbish and secondhand gcod& A lot of his wares is simply
junk, but Kurgan does have several useful items in stock. Some of the
more interesting ones are listed below along with the asking price, any
useful descriptions, and Kurgan's comments regarding the item. The
DM may also wish to throw in some other random items from the PH

Equipment List in the way of armor and non-weapons (PH 104 &
108), or any{’l‘ling else similar to the list below.

Child’s Spring (2 gp): “Similar to the spring found in tha spring-
blade, but a lot l:igger an’ not nearly wound as ﬁght Put it at the top
o the steps an’ watch it walk down ta’ tha bottom. Entertains the
lil'uns fer ]-wurs; that big, dumb'un in yer grcup’“ like it, too.”

Collapsing Baton (9 gp): Functions as a club, easily concealed.
May be unrecognizable as a weapon to those not in the know. “Good
fer lzeepin' yer mules in line. Works jus’ like the handle o’ that shovcl,
but more sturdy-like...works on deckhands, too.”

Co“apsing Ladder w/ Leather Case (7 gp): Seven-foot ladder
collapses down to a 11/2X 6"X 6" square. “About the size of a good
block o cheese an’ comes in its own leather case. The collapsible lad-
der is indispensable. At least that's what the bloke who sold it ta me
said.”

Collapsing Saw (8 gp): “Handy things, these saws. Just unhook

this c]asp and rehook it here at the end an’ ya got a saw fer one man.”

Collapsing Shovel (8 gp): “Jus’ like the saw, but this here collaps-
es in on itself. The handle can be twisted then forced down inside
itself, kinda like stackin’ the collection cups at the Cathedral. Ex, or
so I've heard”

Cure-All Cream (75 gp): Functions as cure liglxt wounds, level 1
(PH 190), although each jar of ointment contains 3 applications.
Sticky when first applied, it is immediately soothing and activates
while it dries, which is not as quick as a potion (1d4+1 rounds). He
has 3 jars of this in stock. “Ol Ick w}lips these up from time to time.
I get his castoffs...now, hold on, these here are still goocl, mind ye,
they's just a little weaker than Tck's preferred ointments. T've sold plen-
ty o this stuff an’ these wharf pugs keep comin’ back for more. In fact,
it'’s ‘apccia”y favored l‘)y the brawlers in the rings an’ such.”

Custom Bullseye Lantern (15 gp): Double the range of a normal
Lunscye lantern when magnifying lens is in place. “Don't see these
much anymore. See this here lens? Ya slide it over the glass where the
light is projected an’ ya git double tha distance outta it.”

Dust o' Dizziness (75 gp): Victims who fail to make a Fortitude
save (DC 18) experience severe vertigo for 1d4 turns. If the victim
attempts to perform any action after Eailing their save, tl’ley must make
a successful Dex check (DC 18) for every action or suffer a —4. He
has 6 breakable vials of this alchemical powder in stock, each goocl for
one use. “One whiff o’ this powder an’ fuhgitaboutit.”

Earrings o' Fire (50 gp): The two chemicals mixed create a fiery
reaction. Creatures within a 5’ radius must succeed at Reflexes saves
(DC 15) or be dazzled (-1 penalty on attack mlls) and deafened for
one round. They will also be burned for 1d4 points of damage. ‘T keep
these damn tl'lings on opposite sides o’ the sl'mpl One hollow glasa
‘ring contains what my buddy Ichabod calls an ‘agent] the other, a
‘reagent, whatever that means. Anyway, Old Icl'a, alchemist that e 18,
says that when ya crush the two tgether, it creates quite the flash ‘n
Lang.'

Linament of Insulation (300 gp): Functions as protection from
elements (electricity) (]ike spe“ of same name, PH 240). He has two
tins of this greasy, pungent stuff. “Ichabod, my alchemist buddy, got
these here as part of a spi“over when some old huckster in the Quad
couldn’t afford a shipment. He tested ‘em an’ he sez thesell keep yer
arse from getting fried by lightning strokes an’ the like. I already sold
a few of ‘em to some old mates o’ mine this past storm season. The
stuff is sticky and it stinks like hot tar, but it shore don't make much
difference on them boys.”

Fiel{l Glass (ZO gp): Visual range doubled when the Field Glass
is used. “Basically a collapsing spyglass. Take out these here pieces o’
glaas, put ‘em in the clips at either end, roll the whole thing up an’
presto! Yer spottin’ trollkin at a fair pace!”

Folding Knife (2 gp): Functions as a dagger, easily concealed.
Contains two folding blades. May be unrecognizable as a weapon to
those easily fooled. “Heard tha' boys down at the ‘Star call ‘em “pock-
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et-knives”, but I don't know ‘bout that. Guess ya can keep ‘em in yer
poc]zet without piercin’ yer vitals, so...”

Gogdlel (3 gp): Protects wearer against the Llinc{ing effects of the
glit‘bexclust spen. “Yet another trend. | seen tons o’ youngsters out there
on the streets roamin’ about sportin’ flamin’ goggles. Ah well, more
business fer me! They're shatter-resistant, I swear!”

Greatcoat (20 gp): +1 to AC, can be worn over Ligl'xt Armor.
“The latest craze in fashion, it is. Many o the unsavory types are
wearin’ ‘em, an’ right on their tails come tha bloody mashers, makin’ a
play at bein’ bad fellers. Wc“, it is a purty coat.”

Iron-Reinforced Leather Gloves (6 gp): Lets you deal normal
Jamage with an unarmed strike. Provides +2 resistance vs. heat and
flames, hands only. “Not quite as tough as a gauntlet, but these babies
are steepecl in some kinda heat resistant stuff. C]ay? ‘el if T know.”

Serpent Ring (125 gp): This gold ring resembles a serpent, with
its mouth upturnecl and jaws open. The mouth contains four small
amethyst gems. Pressing the right stone causes a 1/4” needle to spring
forth from the middle of the cluster of gems and the point of the nee-
dle can be laced with any desired venom to be used by the wearer. “This
thing is wicked. I'm nearly inclined not to sell it, but if the good father
finds out I have stuff like this in me s}mp' he'll give me a severe tongue
lashin’ I sell it to ye, s'probably best not ta tell folks where ye got it.
Besides, it’s the cmly one [ got like it.”

Sharpsalve (40 gp): This ointment seems to contain little iron
shavings. When applied to an edged weapon, this increases the sharp-
ness of the weapon, adding +1 to damage, for 1d4+1 successful hits
wi e weapon or until the salve is washed off. The j jar contains 3
applicahons He has two jars in stock. “Put t}us sharpsalve on yer
blade there and it kinda adds even more sharpness to it. These iron
shavings imitate a serrated type o edge, y'see? It eventually wears off,
but afore it does, whatever ye cut, bleeds extree goocl."

Spring]slan:le (3 gp): Functions as a daggcr, casily concealed. May
be unrecognizable as a weapon to the dullwitted. “Durnedest thing I
ever saw! Ya just press this here button. Instant blade! ‘pears there be a
spring in there what causes the blade ta pop out like that. Wicked.”

Stiletto (3 gp): Functions as a punclxing clagger. “I heard this
ﬁling’s called a stiletto, but T call ita leﬂ‘er—cpener. . least that's what
[ use it fer.”

Appendix D:
Lalgualges

Here are detailed the languages of the Iron Kingdoms. More
detailed explanations, including full rules for dialects, will appear in
the Guide to the Iron Kingdoms (Q1 2002).

Cygnaran lstahm Living—Alpllaljeh Caspian]

Spoken by: Humans of Cygnar; trade language of the Iron Kingdoms
Dialects: Swampie (3): River & swamp folk. Imeran (1): Official lan-
guage of the Protectorate of Menoth. Five Cant (3): Town of Five

Fingexs & some underworld groups. Scharde Tangue (4): Scharde
Ialam'la, Cryx

Khadoran [Status: Living— Alphabet: Khardic]

Spoken by: Humans of Khador
Dialects: Menh-Khador (2): Menoth-worshiping barbarian tribes

Llaelese [Status: Living— Alphabet: Caspian]
Sp()lien l:ly: Humans of Llael
Dialects: No common dialects

Molgur [Status: Living—Alpha})et: Molgur]

Spoken by: Chaotic-aligned human barbarian tribes, trolls, ogres,
gol}}lers

Dialects: Molgur-Tru] (2): Troll-kin. Molgur—Og (3): Ogres.
Gobberish (4): Gobbers.

Ordic [Status: Living— Alphabet: Caspian]
Spoken by: Humans of Ord
Dialects: No common dialects

Rl‘lullc [Status: Living—Alpl'lallet: Rhulic & Rhul-Runic]
Spoken by: Dwarves of Rhul
Dialects: “Miner Rhulic” (1): Dwarven miners in other kingdoms

Notes: Cumplex—ThiE language requires 2 slots for both spoLen &
written pro{'iciency

Sl’lyr [Status: Living— Alphabet: Shyric]
Spoken by: Elves of los
Dialects: No common dialects

Notes: Complex—This language requires 2 slots for spoken profi-
ciency, and 3 for both spoken & written proficiency
Aeric [Status: Obscure, Living— Alphabet: Aeric]

Spoken by: Winter elven tribes
Dialects: No common dialects

Caspian [Status: Deavl—Alp]'ml)et: Caspian]
Spoken by: Scholars, clerics & monks of Morrow, wizards
Dialects: No common dialects

Notes: Many ancient documents are writ-
ten in Caspian, and profiiency in it is
requirecl 'gﬂf EC}lDlﬁfs. Same ﬂf tlle realm’a
scientific terminology has its roots in this
lzmguage.

Dol-Rllu.l [Status: Deacl—Alp}mLet:
Rhulic & Rhul-Runic]

Spolien Ly: Dwarven scholars, iuclges
Dialects: No common dialects

Notes: Root of Rhulic

Khard
Khardic]

Spoken lly: Khadoran scholars & clerics of
Menoth

Dialects: No common dialects

Notes: Root of Khadoran

[Status: Dead— Alp habet:

Ol'gotll [Status: Obscure/Dead—
Alpl-lal)et: Orgoth]

Spolzen }er: Orgoth scholars

Dialects: No common dialects

Notes: Presumably a living language in the
Oxgutl’l homeland—wherever that may be.
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Skorne [Status: Obscure— Alphabet: Skorne]

Spolzen l}y; Skorne of the Bloodstone Marches
Dialects: Unknown
Notes: Unknown to outsiders.

ngsh [Status: Ol)scure—Alplul)et: Telgellz Glyplu]

Spoken by: Clerics of Thamar

Dialects: None

Notes: Fabricated ]’u)ly tongue, limited vocal)ula.ry. Used for }'mly docu-

ments and ceremonies, not clay—to—clay communication!

le‘l'a [Statul Olnalre—Alp}ml)et: Tlu-a]

Spoken by: Lord Toruk and top servitors in Cryx
Dialects: None
Notes: Secret language of the dragon-king

Appendix E:
The Wﬂt@hﬁm

The Witchfire is a tremendously powerful artifact. It
is a potent anti—spe“caster weapon, and it is capal)]e of
raising the dead. It is also dangerous; low-level charac-
ters that handle it may be injured.

»  The Witchfire is a +2 greatsword, +5 versus spell-
casters (laoth arcane and (livine)A

»  Detect evil will report an overw]’xelming]y evil aura.

»  Any character below 10th level that wields the blade
will incur four negative levels. Good characters of
any level will incur an additional two negative levels.
Negative levels are not permanént but are in effect
as long as the blade is wielded. Tlley cannot be over-
come l)y any means, incluc].ing restoration.

» If any spellcaster of less than 10th level touches the
blade, they will be drained of 20 XP per round. If
the PC makes a Will save of DC 14, they will real-
ize that something is wrong and t})ey will feel com-
pelled to drop the Witchfire. If a PC loses 100 XP,
tl'ley take one point of temporary Str c],amage (no
save) and a Fort save of DC 16 is required to remain
conscious. The lost XP cannot be recovered.

»  If the Witchfire is used to slay a spe]lcaster, the vic-
tim's soul is capturecl within the blade, no save pos-
sible. Capturecl souls can be extracted l)y advanced
magical techniques. The souls can also be destroyed
viaa cleansing ritual, the specifics of which are cur-
rent]y known on]y to Vahn Oberen. The blade can
apparently hold a limitless number of souls, though

this has not been tested in modern times.

If a spellcaster wields the blade when it is used to slay
another spellcaster, the wielder will gain 2% of the
victim's XP. Under certain conclitions, such as the
moonlit executions care{u"y orchestrated lny
Ol)eren a clecacle ago, tlie wielder can al)sorl) up to
50% of the victim’s XP. No one can gain more than
35,000 XP per year from the sword.

The sword is a power{'ul necromantic energy radia-
tor. Unless shielded l)y one inch of metal or six
inches of stone it will bring all kinds of dead things
to shaml)ling unlife all around it.

The hig]'ler level the wielder 1s, the greater the
effect—older bones will be animated, and the range
of the effect will increase. However, even if the sword
is lying unused, the effect will be observable at a less-
er intensity. Use stats for skeletons, zombies or risen
thralls (TLN 59).

Undead that are raised by the blade will be under the
Con’crol o{ tl'le wielcler. I[ no one wie]ds tl'le l)la,de, tl’le
undead will s]owly converge on the Witchfire’s loca-
tion. They may attack anyone who gets in the way.
The wielder of the Witchfire also gains control (no
save) over all undead of 4HD or less in the sword’s
area of effect. These undead will also be compe"ed
to travel to the blade’s location.

The radius of the Witchfire's a]:)ility to raise the dead
is 50 yarcls if no one wields the blade. If a 10th level
caster wields it, the radius is 100 yards. At 15th
level, 200 yards. At 20th level, 400 yards. And
beyond 20th level, it gets really nasty. In this adven-
ture, Alexia has some extra spel]caster souls within
her, so her effective level for this purpose is off the
scale. When she carries the Witcll{ire, she’s in con-
trol of the undead for about one mile around her.
The Witchfire grants its wielder the death domain as
if he were a cleric of 20th level.

If one knows the proper teclnaique and is an arcane
caster of at least level 10, the Witchfire can be
clestroye(l with a two-minute ritual. The results of
this are detailed on page 85 under “The Big Bang.”
The blade’s wielder becomes attuned to it after one
week, and can sense its presence within one-half
mile, regardless of stone or metal sllielcling.

Lastly, the Witchfire cannot be detected l)y any sort
of divinatory magic.
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