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Introduction

The High Moors is a Weirdcrawl Sandbox for Old School
Essentials Advanced Fantasy, but easily compatible with
other OSR rulesets.

Little is known of the ancient elves that once ruled from the
northern tableland called The High Moors. Their civilisation
is dead, and no one has seen an elf in living memory.

The ruins of the High Moors have lain undisturbed

for centuries. It was only with news from a successful
expedition that people started to consider the treasures
that may be waiting to be discovered. This has created a
‘gold rush’ of sorts and a number of expeditions (such as the
characters’ own, perhaps) have been recently dispatched to
bring back magic and riches. Unfortunately, danger, horror
and madness awaits most of them.

A party of five 1st level characters could be expected to
reach 4th level by the time that they have completed Zone
One (there is about 2000 monster xp and 40,000 treasure
xp in that Zone that is accessible at those levels). They could
expect to be 6th level after completing Zone Two (there is
about 3000 monster xp and 120,000 treasure xp that is likely
to be accessible in that Zone), and they could reach 8th

level after completing Zone Three (15,000 monster xp and
350,000 treasure xp in that Zone). Total xp from secrets is
about 22,000, and some characters will of course get a prime
requisite bonus. This is just to give you an idea, and it is not
required that the players play through each zone in turn.

How to use this book

The High Moors is intended to be an open freeform
sandbox campaign. Characters will have some initial
motives to journey to the High Moors, but this campaign
does not represent a plotted story with a series of scenes
that characters are expected to follow.

Instead the campaign comprises a number of adventure
locations to be explored, and other factions that can be
interacted with. It will be for the players to decide where
to go, what to do, and who to ally with. The theme is
exploration of the unknown.

The campaign is presented through hex maps that show the
three zones that make up the High Moors. These maps are
in-game artefacts and should be provided to the players.
(These hex maps can be explained as having been compiled
by magical scrying and by earlier scouts.) The players will use
the hex maps to decide where to go and what to explore.

It will be more manageable if they explore one zone at a
time (and you may want to give them a nudge to that effect),
but fundamentally they can go wherever they like.

The High Moors represent The Weird. The normal rules of
time, space and cause and effect do not necessarily apply in
the High Moors. It is recommended that you begin with the
characters in the normal world. The normal world should
follow the usual rules of reality and present a contrast to the
High Moors.

If you are using the High Moors campaign outline, then
the bustling cities of Magog or Utnapishtim make a good
starting place. Otherwise choose somewhere far to the
south so that the High Moors are sufficiently isolated.

After they have finished in their starting city, you should
then roleplay the character’s journey up river to the High
Moors. While nothing hugely significant should occur on
this journey, it is an opportunity to show the players that
their characters are leaving the normal world behind and
entering The Weird. Some suggestions for strange events
are detailed below. Take as much time as is needed (it is a
long journey). It’s okay if the characters (not the players!)
are bored. But that boredom should be tinged with
growing unease.

You should then role-play their arrival at Hob's Lake.
Hob's Lake is a ramshackle town of hunters, trappers,
escaped killers, drunken priests, and prostitutes. It is a
rough, desperate place that hasn't adapted yet to its
changing fortunes. Use Hob's Lake to reinforce that the
characters are a long way from home and normality.

It also represents a last sanctuary of sorts before entering
The Weird.

When they are ready to leave, the characters probably have
a day or two’s hike to reach the plateau. It is expected that
most groups will enter the High Moors via The Stair at Zone
One. The alternative is scaling six hundred feet high sheer
cliffs. But if your group has equipped itself to scale the cliffs,
then let them.

Using the High Moors with your
campaign world

If you would like to integrate the High Moors with an
existing campaign setting, there are a few things you will
need to take into account.

A major part of the impact of the High Moors is the
discovery of the secrets of the Shining Ones (the elves) and
their role in shaping the races, cultures and even gods of
the characters. This is possible in the High Moors setting
because known history only goes back a few hundred
years before becoming terribly murky. If your campaign
already has a detailed canonical history of the origins of the
different cultures and races, then it is going to be a tricky
fit. It might still work if you are willing to reveal that the
accepted history is a lie, but how possible that is will be a
judgement for you.

Assuming it is viable for you to fit the revelations of the
High Moors into your campaign, then you need to place
it in an isolated northerly location. Civilised cities should
be a journey of two weeks or more away to maintain the
isolated feel.



Because the elves no longer exist, elven characters should
not be available. If you have already established that elves
are around, then perhaps you can limit them to being

Wild Elves/Wood Elves so that the Shining Ones could be
their long dead High Elf relatives. If that isn't possible, you
might be able to frame the Shining Ones as Eladrin (magical
fey elves) rather than mundane elves. Another possibility

is that the Shining Ones are the progenitor race of the
current elves.

You will need to tweak the timeline somewhat if you

are using standard demi-human races that are generally
long-lived. To ensure that the events of the past are far
enough out of living memory for even three hundred and
fifty year old dwarves and their grandchildren, you may
want to say that the cataclysm happened two thousand
years ago rather than eight hundred years. This probably
doesn’t require any changes to the campaign as written.

The High Moors setting assumes that there is at least one
moon over your campaign world (see location 20A).

Using the High Moors setting

The alternative to using the High Moors with your own
campaign setting is to use the High Moors campaign
setting. This has been designed to be consistent with and
support the themes of the High Moors adventure site.

It is however only a loose framework.

This is for three reasons: first, it is only presented as a

sketch so that you can customise it and make it your own.
Second, because the focus of the game should be The Weird
of the High Moors rather than the settled lands, and so they
don’t need to be hugely interesting. (That said, sufficiently
establishing ‘the normal’ is important if The Weird is to have
the appropriate impact.) Third, because it is likely that the
horrors of the High Moors might destroy or damage parts of
the campaign setting, and it is best not to have a massively
detailed setting that you might be reluctant to let the
characters blow up through their actions.

Another way to use the High Moors setting is to dump

your party in it. For example, they can easily arrive in the
High Moors via a random portal through the Far Realm, or
a crashed spelljammer, or any other magical effect you like.
Perhaps a relic of the Shining Ones ends up in their world/
universe, and activating it draws the party here (location 44
has something appropriate).
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The High Moors Campaign Setting

The High Moors beckon .

Far to the north of the civilised settlements, at the source of
the Attavar River, lie the so-called High Moors. Isolated and
abandoned, the moors were home to the Shining Ones.
The Shining Ones were a society of highly advanced elves
with great magical and magitek skills. Some great cataclysm
befell their civilisation, and its tarnished and broken ruins
litter the High Moors.

The Shining Ones were forgotten for a time, and the other
folk concentrated on farming and livestock, on petty wars,
and on their own humble gods. Ten years ago an expedition
went north, funded by the noble coin of Utnapishtim.

When the sole survivor of that expedition returned after
many weeks to the northern town of Hob's Lake, wild eyed
and ranting about monsters, no one thought much of it.
But when he showed them a gold idol studded with blue
jewels they started to take him more seriously.

In the years since, interest in the forgotten north has slowly
increased and has now reached the point that a number

of expeditions have recently made the journey, or are
being commissioned.

The World

The world on which the High Moors are situated is a
standard Earth-like world of oceans and land. The High
Moors are to the north of an area we will call the Known
Lands. This is a region on a large continent in the
northern hemisphere.

The world has one moon - a dullish red orb - that people
call “The Eye”. The Eye is tidally locked and always shows the
same side. That side has a dark round mark surrounded by
lighter red colouration (a crater and ejecta, but looks quite
eye-like). It is thought of as the home of the gods.

The Known Lands

The local region comprises an area that stretches
for approximately 900 miles north-south from the
warm southlands to the start of the High Moors, and
approximately 1600 miles east-west. It is made up of
three general regions.

The Southlands

The Southlands are dominated by the coastline, and the
southern sea. The climate is balmy and hot summers and
mild winters are common. The land is a mix of scrublands
and deciduous broad-leaved woodland. The coast is
populated by the city states of Magog and Utnapishtim.

To the west in the mountains lies the Marzani city of Midea,
and to the east the woodlands are home to the Muki
settlements around Tallemaja.

The Thornlands

Between the Southlands and the High Moors are the
Thornlands. This is a region of temperate grasslands

and forests. Further south these forests are deciduous
broad-leaved trees, shading to coniferous the further north
one goes. The Thornland is home to the Avari who live
predominantly in a string of settlements bordering a forest
in the western grasslands. To the east in the forests lies the
tree-city of Awelo, and further east lie the lodges of the
Ursidae. In the northeastern Thornlands lies The Rift -

a great valley - and it is here that the Grigorians have their
palisaded settlements.

The High Moors

The High Moors occupy a tableland which is on average 600
feet higher than the surrounding land. This, and the northerly
latitude, ought to make the High Moors very cold. In fact the
moors are cool (average 0 degrees celsius (6 to - 6) in winter
and 16 celsius (12-20) in summer), but not as cold as they
ought to be, and scholars put this down to the tampering
of the elves or a result of the cataclysm.

The terrain is generally grassland, moorland, taiga and
coniferous forests, but there are some unusual terrain
features as well. To the north of the moors is an icy
mountain range. Seasonal glacial melts have formed rivers
that flow across the tableland and eventually merge as the
Attavar River.

The Attavar cascades down from the tableland in an
impressive waterfall, and flows south to the coast. A few miles
south it forms Lake Tarata (with the misbegotten town of Hob’s
Lake on its shore). The river flows onward southwards from the
lake to the southern sea. Along the way it splits in a few places
forming distributaries.

The Attavar River has a number of (unnamed) sources that
flow across the High Moors. These are generally around

2 miles (3.2 km) in diameter, although some smaller
tributaries are around 1 mile (1.6km). These are averages and
there are places where the rivers are twice or half as wide.

Crossing the river will generally require the construction of a
raft (treat as a rowboat). Swimming is likely to be impossible
except in late spring/summer due to the coldness of

the water.

The velocity of the river is generally 3 mph southwards.
This makes it impractical to travel upstream by boat unless
it is being pulled by horses or oxen. If travelling by boat
downstream, you would add the velocity of the current to
the vessel’s speed.



What scholars know about the High Moors
The Shining Ones were a highly advanced elven race

that had access to very powerful magic and knowledge.
The Shining Ones appear to have undergone a terrible
cataclysm around eight hundred years ago that wiped out
their civilisation. No elves have been seen since and to most
people they are just a legend. The cataclysm was most likely
magical because it left weird phenomena in its wake,

and the High Moors remain a dangerous hostile place.

Even the weather there is affected.

Other lands

There are other lands that might be referenced or reached
in the course of play. Approximately 3000 miles west from
the borders of the Known Lands are the ruins of the dragon
empire. The empire was a human empire (with an arabian
culture), but ruled by dragons (who were treated as gods)
and the dragon’s hybrid dragonborn servants.

The empire’s capital, Hadramaut, lies on the warm
southwestern coast of the continent. The trading and
exploring ships of the Known Lands have not reached these
ruins. When they do they will discover a ruined land inhabited
by drakes, wyverns, feral dragonborn, and undead dragons.

Approximately 2500 miles east from the borders of the
Known Lands are the ruins of the orc empire. The empire
was made up of well organised clans (with a germanic
culture) united under an emperor. Thankfully a mountain
range separates the Known Lands from this zombie infested
wasteland. The coasts close to the empire are rocky with
high cliffs, and explorers from the Known lands have yet to
return alive from these ill omened shores.

Approximately 600 miles due south of the Known Lands is
the northernmost coast of the southern continent. This is

a land of jungles and savannahs, and is home to a native
population of elephants. The Hegemony of Utnapishtim has
established a small colony here called Eridu, and they refer
to it as the Land of Kish.

Random encounters in the
Known Lands

When travelling in the wilderness make a check for a
random encounter every 12 hours. An encounter occurs on
1-2 on a 1d12. The encounter occurs 1d12 hours after 6am or
6pm, depending on whether it is day or night.

If the encounter occurs within 24 miles of a major settlement,
it will be an encounter with either merchants, travellers

or raiders on the table below (equal chance of each).
Otherwise roll randomly.

01-02  Roll twice and combine

03 Elemental (earth or water)

04-05 Cannibalistic Trolls (1d3)

06-07  Carcass Crawler (1)

08-09 Dire Wolves (1d6)

10 Giant Toad (1d4)

11-12 Rock Python (1)

13-14  Giant spider (Tarentella) (1d3)

15-29  Weather event (see subtable in Random
Encounters in the High Moors)

30-34 Bandits (3d10)

35-54  Merchant wagons or boats with 2d6 guards (as
THD Veterans)

55-69 Travellers (2d10) (type (1d8): 1: Muki, 2: Avari,
3: Hegemonite, 4: Ursidae, 5: Magog, 6: Marzani,
7: Kachina, 8: mixed group-roll twice)

70-84  Mishap (see subtable in Random Encounters in the .
High Moors)

85-86 Wolves (3d6)

87-88  Black bear

89-90 Wild horses (2d10)

91 Warp Beast (1-2)

92 Manticore (1)

93-94  Wyvern (1)

95-96 Owlbear (1)

97-98  Panther (1-2)

99-100 Basilisk (1)




The people of the Known Lands

There are six intelligent races that dominate the known
lands. They are: humans, halflings, dwarves, bearfolk,
goblins, and giantkin. The different races generally keep

to their own and have established separate communities.
Humans are the most numerous of the races and are divided
into three distinct cultures. There are no great nations, but
some city states exist on the southern coast. The level of
development is generally that of the Dark Ages.

All of the known races live for about the same length as
humans. In other words they reach adulthood in their teen
years and live for less than a century. The six races can
interbreed, although the outcome of such a joining will be a
child of one parentage or the other rather than a mix.

For each group a “cultural touchstone” is given. This gives a

shorthand indicator of the cultural flavour of the group, but
these fantasy cultures may differ wildly from their real world
counterparts. It's really just intended as an aesthetic.

Why all these restrictions?

The world’s most popular role-playing game can be termed
a 'kitchen sink’ fantasy game. Over the decades so many
races, classes, spells, planes, and items have accumulated
that it has become its own strange genre. You can roll with
that and embrace its expansive nature, or you can try to

do something a little different. With the High Moors | have
tried to do something different. | wanted to create a specific
game world with specific goals and moods. Doing that
means deciding what to leave out. Leaving things out helps
to focus the campaign on the retained elements.

But it is your game and if you want to allow other playable
races, then of course you can. The reason that there is a
limited pool of playable races is to reinforce the themes
of the campaign. Each of the playable races has a deep
history linked to the High Moors and the Shining Ones.
Each of them can discover meaningful things about
themselves through exploration.

In addition, as the party explores and makes contact with
new races in the High Moors, then you can make these
available as playable races (see Replacing Dead Characters,
below). That potentially adds an additional seven playable
races that they can “unlock” in play.

Generally the number of sentient humanoid races has been
kept to a small number. That is why there are no bugbears,
doppelgangers, duergar, genies, gnolls, gnomes, grimlocks,
hobgoblins, kobolds, merfolk, and sahuagin. Giants have
been rationalised to one type. Demons, devils and daemons
have been rationalised to one type (fiends).

If you did want to include more playable races, then animal
hybrid races would be the best fit. The Shining Ones
experimented with a wide variety of hybrids and some of
these could have survived the cataclysm. See location 24 for
some options. Many of these are quite familiar (lizardfolk,
catfolk, minotaurs (bullfolk) etc). Another option would

be orcs or dragonborn. These would be from pockets of
survivors of the empires destroyed by the genocide of the
Shining Ones.

The set of playable races are listed below. It is assumed that
you will use the standard racial traits from the Old School
Essentials Advanced Fantasy rules. Racial traits for bearfolk
and goblins are listed below.

Human cultures
The Avari

The Avari are a series of human tribes that inhabit dozens
of villages scattered across the Thornlands. They are a
gruff fur-clad folk known for their skill with the spear and
recognised by their horned helmets and brightly coloured
round wooden shields each bearing a family crest.

Key features:

- a warlike people, principally concerned with honour,
oath-keeping, and glory.

- consider that ‘might makes right’ and those who are
too weak to defend what they have do not deserve
to keep it.

« mount frequent raids on their neighbour and to
consider merchant traffic fair game.

- they are not mindlessly cruel and they would consider
hurting women and children a dishonourable act.

+ can be separated into six cultural groups: the Lowland
People, the Woodsmen, the Hill Folk, the Herdsmen,
the Chandlers, and the Ironsmiths.

- they have no king, but the tribes did agree to cooperate
to raid the bearfolk some years ago.

« their society is fairly liberal, and duels to the death,
or murdering outlanders and taking their stuff is
perfectly fine.

- use horses for transport and for food, but they consider
using horses in war to be dishonourable.

- a highly effective infantry during the Magog Wars, but
were faced by a more mobile force with better tactics.
They are confident that ‘next time’ things would
end differently.

Cultural touchstone: the Saxons.



The Hegemony of Utnapishtim

Utnapishtim is a city-state on the coast of the Southlands.
The humans that inhabit it are an olive-skinned people who
are recognised by their turbans, robes and magnificent
oiled beards.

Key features:

« principally focused on industry and commerce, and they
send regular elephant caravans and trading ships far
and wide.

« ruled by a god-king, Hammurabi, who lives in an
absolutely massive ziggurat, which is also home to his
clergy, civil service and army.

- the civil service is made up of 12 ranks, and different
ranks of officials are identifiable by their different
coloured turbans.

+ have a welcoming attitude to immigrants, and anyone is
free to live and make a living in their well ordered city.

« loyalty to the god king is mandatory, and cultists,
heretics and rebels are rooted out and put to death.

« the god-king is protected by his clerical diviners, and
the Annunaki secret police (paladins).

- have a love of gifts and the giving of gifts plays an
important role in their society. Those who are able
to give the greatest of gifts have the greatest
social standing.

+ no interest in building an empire through war, but the
success of the city state, its large population, and its
welcoming attitude to immigrants, has led to it growing
in power and influence.

+ on very good terms with the Marzani, and there is
frequent trade between them by land and sea (subject
to Magog pirates and Avari raiders).

Cultural touchstone: the Babylonians.

The City State of Magog

The Magog are historically a nomadic race of humans who
are generally short, dark-haired and bearded, and who wear
simple fabrics and sheepskins. They traveled the grasslands,
kept horses and goats, and lived in yurts. Two hundred
years ago, the different tribes of Magog were united under
a Great Khan who led them on a crusade to establish
dominance over the Known Lands. Through their use of
stirrups, their horse archers, and hit and run tactics, the
Magog were the most effective fighting force in the land.
As a result they conquered nearly all of the other peoples of
the Known Lands, establishing client states and building a
short-lived empire.

At the height of that empire, the Magog used their stolen
loot and tribute to establish the City of Magog as their
capital. Their empire was supposed to last a thousand

years. What actually happened is that they descended into
in-fighting and squabbling and lost their dominant position.
The great buildings of the city were consumed by fire and
flood, and the city is now a squalid slum.

Key features:

- the city is disorganised with different neighbourhoods
ruled over by different tribes.

« each tribe has its own Khan and there has not been a
Great Khan for many years.

- society is focused on rivalry with other tribes,
sportsmanship and ritual combat.

« wives are bought from other tribes by means of a dowry.

- remain excellent horsemen (and horseback bowmen)
and keep large herds of horses outside the city.

(Horse theft is a capital crime.)

» some Magog want to rebuild their empire, but
in-fighting prevents progress.

- some of the Magog believe that they should abandon
the city and return to a nomadic life, but tradition and
rivalry prevents this being taken seriously.

- have many superstitions about sickness and view it as a
taint of evil spirits.

« Magog who fall seriously ill are driven from their homes
into the wilderness to die (A small community of the
surviving sick lives on an island not far from the city state).

« have a fleet of small ships which trade, but are also
known to engage in piracy and exploration.

Cultural touchstone: the Mongols.

Halfling culture
The Kachina

The Kachina are a diminutive tribal people. They usually
wear tanned hides and leathers, and are famous for

their boatmanship. The Kachina mainly occupy a large
settlement, Awelo, in the Thornlands at the confluence of
several rivers. Their town is built partly on the ground and
partly in the trees with walkways between.

Key features:

+ obsessed with their ancestor spirits and they strive at
all times to act in ways that exemplify their greatest
forebears, who they believe watch over them.

- perform rituals and trances to seek guidance from
their ancestors.

+ believe that one day all their ancestors will be
resurrected physically by the gods on the Last Day.

« particularly revere the goddess Faenil who they
consider to be their maker and mother.

- are skilled sailors and active in river trade between the
Thornlands and the Southland.

« culture revolves around a personal narrative of one’s
predecessors, and personal shrines are ubiquitous.

« Kachina cover themselves, and even their faces, in
tattoos depicting the great deeds of their predecessors.

« honour their ancestors by continuing the occupation
or role of their father or mother. Some younger Kachina
who would like to do things differently or make their
own choices.

Cultural touchstone: Native Americans/Maori.



Dwarven culture
The Marzani

The Marzani are a stocky, dark-skinned people. They are
famous for their artisans and they mostly dwell in the
marble city of Midea which they have erected in a dormant
caldera in the mountains of the Southlands. Midea is
surrounded by many fertile plateaus where various crops
are grown as well as tobacco.

Key features:

» are ruled by a Council of the Wise, made up of their
most renowned philosophers and intellectuals.

« society is focused on art and knowledge, and they
maintain vast libraries.

« many entertainments take place in the evening
including theatre and gladiatorial bouts.

+ have areligious reverence for the colour red, and known
for their red togas.

- after the Magog Wars, a minority of society (led by
the Aegis Society) believes that they should be more
militaristic and create a buffer zone against Avari and
Magog aggression.

Cultural touchstone: Ancient Greeks.

Bearfolk culture
The Ursidae

Originally a peaceful farming people, the bearfolk

(fur covered man/bear hybrids) suffered serious losses

in past centuries to the depredations of the Avari and
Magog, and as a result they have turned somewhat inward.

Although they weathered the Magog wars and continued to
live as peaceful farmers, the Avari raids led them to become
a more military society focused very much on their defense.

Key features:

+ live on the edge of the forests of the northern
Thornland in log-built lodges and organised into clans.

« are animal herders and farmers, and also operate a
number of fish farms on the river.

- are recognised by their spears and colourful woven kilts.

- all bearfolk enter military service and they also continue
to participate in effective militias afterwards.

« have a fairly rigid society and are formally ruled by a
Council of Lairds (elders).

- some bearfolk would like to return to their peaceful
past, but others take the view that they can never allow
themselves to become vulnerable again.

- women in bearfolk society have limited freedom and
the rules designed to protect them have become a form
of social control.

Cultural touchstone: Scottish highlanders.

Bearfolk traits

Requirements: Minimum Str 9 and Con 9
Ability modifiers: +1 Str, -1 DEX
Languages: Common, Bearfolk

Typical weapons: spear, pike.

Typical armour: chainmail.

Maximum level by Class: Barbarian 9th, Bard 7th,
Cleric 7th, Druid 8th, Fighter 10th, Ranger 10th, Thief 7th,
Magic User 7th.

Overpowering: bearfolk can use one handed melee
weapons in two hands. Doing so upgrades the die by one
degree i.e. d4 becomes d6, d6 becomes d8 etc.

Furry: +2 on saves versus cold.

Resilience: bonus to saves against poison and magic based
on Con (Con7-10 +1,11-14 +2, 15-17 +3, 18 +4).

Goblin culture
The Muki

The Muki or goblins are diminutive green skinned people
known for their keen intellect. Goblin society is focused on
betterment, and on sharing resources. Each goblin belongs
to a particular “combine” made up of around one hundred
and fifty goblins. All goblins are expected to give all personal
wealth away to be shared by their community. They mostly
dwell in various woodland towns in the Southlands.

Their major settlement is the woodland town of Tallemaja.

During the Magog wars, the goblins had a number of
advantages, including organised cadres of wizards, the
cover of the forest, and some defensive inventions. As a
result, the Magog did not conquer them, but rather the
goblins sued for peace to become a client state rather than
continuing the war as it seemed the sensible solution.

Key features:

- each combine receives a particular share of food,
shelter or other resources, and the combine then
distributes those resources to its members according
to their needs. This can mean that goblins can simply
request resources that they need rather than having
to buy them.

. different combines can have different functions, for
example, farming, pottery-making or engineering.

« are expert craftspersons and are behind a number
of important breakthroughs including improved
mechanical looms and water mills, silk production, glass
making, spinning wheels and even crude spectacles.

« are also adept wizards and they have a number of
organised magical colleges.

- take an odd approach to death, and any goblin who
dies is consumed by their family and combine (unless
the body is very decomposed or infected or poisoned,
in which case it is burnt).

« tend to dress in finely made linen and woolen clothes,
and often have some silver jewelry such as arm torcs.

« some goblins are concerned the combine system
undermines productivity individual effort goes
unrewarded because everyone gets the same regardless.

« some goblins are also frustrated at the lack of freedom
because job assignments in the combine are decided by
combine leadership and success in exams. (Goblins are
allowed to request a change in roles once a year, and
can also ask to change combines once every five years.)

Cultural touchstone: the Celts.
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Goblin traits

Requirements: Minimum Dex 9 and Int 9

Ability modifiers: +1 Dex, -1 STR

Languages: Common, Goblin

Typical weapons: short sword, shortbow.

Typical armour: leather, shield.

Maximum level by Class: Bard 9th, Cleric 9th, Druid 9th,
Fighter 8th, Ranger 7th, Thief 11th, Magic User 11th.

Combat: due to their small stature, goblins cannot use two
handed weapons.

Defensive bonus: due to their small size, goblins have a +2
AC bonus against opponents larger than human sized.
Tinkerers: goblins have a 3 in 6 chance of understanding
the rudiments of any machine.

Tithe: goblins must give 90% of their wealth to their
conclave for redistribution. (If you are using the optional
“spend treasure to gain xp” rules, this is one way that they
can“spend it"to gain xp).

Secondary skills: every goblin gets a secondary skill from
the list in the Advanced Fantasy rules. If you are using these
optional rules then goblins get a second secondary skill.

Giantkin culture
The Grigorians

The giantkin or Grigorians comprise the giantfolk as well
as their cousins the ogres. The Grigorians are a rustic folk
that dwell in the northern reaches of the Thornland, and
survive by herding and farming. A typical giant is 20 to 25
feet tall. They wear furs and live in large log-built palisaded
settlements with lodge houses at their centres.

Key features:

« are a monarchy and are ruled by King Dezhnev.

- their society is focused on what they see as their sacred
duty, which is to guard the rift that runs from the
northern tablelands from incursions by fiends.

« therift is surrounded by walls, spikes and watchtowers,
and great roped platforms descend to the rift floor.
The rift is under constant attack by fiends.

- view themselves as superior to the “small folk” and will
take them as slaves if they can. Slaves are used as canon
fodder against the fiends.

+ no Grigorian dies of old age. When they feel their age
settling upon them they say goodbye to their family
and friends and enter the rift on their ‘final walk’ to
die fighting.

Cultural touchstone: the Slavs. (The giantkin are intended
as a Non-Player Character race.)

Brief timeline of the Known Lands
(all dates are approximate)

0 =The present day. A fresh round of expeditions are being
sent north to unlock the secrets and riches of the past.

1 year ago - interest in the High Moors reached the point at
which it is a regular topic of discussion. A small number of
further expeditions were funded, but none returned.

9 V2 years ago — the sole survivor of the expedition returned
to Hob’s Lake clutching a gold idol.

10 years ago — an expedition funded by the Hegemony
headed into the High Moors.

33 years ago - an earth tremor at sea led to a tsunami
that caused substantial flooding at the City of Magog and
Utnapishtim.

75 years ago - Utnapishtim established a colony on the
southern continent (several hundred miles south).

137 years ago - the Massacre of Dunbeath. Avari warriors,
infuriated by resistance from the Ursidae, massacred the
village of Dunbeath and put it to the torch. The shock of this
act caused the Ursidae to reorganise their society and clans
along military lines. Over the next few years the Avari raids
diminished in the face of stiff organised resistance.

150 years ago — with the yoke of the Magog removed, the
Avari began actively raiding against the Marzani, Ursidae,
Kachina, and Muki. They aspired to forge their own empire,
but had no clear leader.

170 years ago - the Magog civil war ended, but with
depleted strength they surrendered their imperial
ambitions.

185 years ago - a fire blazed out of control and consumed
the finest buildings in the City of Magog before it could be
brought under control.

190 years ago - the Magog descended into civil war
following the assassination of Great Khan Khagan.
They quickly lost effective control over their conquered
territory.

200 years ago - village of Hob's lake founded by refugees
fleeing the Magog.

200 years ago — drunk on their military supremacy, the
Magog founded the City of Magog from which to rule their
new empire.

250 years ago — the nomadic Magog tribes united under
the warlord Khagan. Over the next fifty years they

attacked and conquered the Avari, Ursidae, Muki and
Marzani, establishing an empire of tributary client states.
Utnapishtim was besieged by Magog forces, but did not fall.

300 years ago — completion of the ziggurat of Utnapishtim.



350 years ago - after a long history of skirmishes,

fiends massacred the Grigorian settlement of Moravia.
The Grigorians began to establish watchtowers to guard
against further incursions by fiends from the Rift.

450 years ago - foundation of the city of Midea.

475 years ago — the Muki adopted the combine system of
government.

500 years ago - foundation of the city of Utnapishtim.

600 years ago — the Hegemonites discovered elephants on
a southern continent and shipped them back to the Known
Lands to breed.

800 years ago — The cataclysm that destroyed the Shining
Ones and their empire occurred.

Languages in the High Moors setting

All cultures know the Common tongue. Each culture also
has its own language, although these share a common
alphabet with Common, and are more like dialects than
entirely separate languages.

There are also a few languages that scholars may know, such
as Elvish (a dead language). Other languages that scholars
may know are: infernal (the language of fiends), primordial
(the language of elementals), deep speech (the language of
aberrations), or sylvan (the language of the fey).

Currency in the High Moors setting

Each culture has its own coinage (of varying quality) struck
with their own leaders or symbols, but for the sake of
simplicity assume that the values of each coin type are
broadly equivalent.

The known lands use a silver rather than a gold-based
currency, so convert all rulebook costs and prices as follows:

gold pieces = silver shillings

silver pieces = copper pennies
copper pieces = brass farthings

100 brass farthings = 1 silver shilling
10 copper pennies = 1 silver shilling

So, for example, chainmail costs 40 silver shillings, a dagger
costs 3 silver shillings, a flask of lamp oil costs 2 silver
shillings, and a backpack costs 5 silver shillings.

Coins are small and one hundred coins weighs one pound.
No culture uses gold coins, but if they did each gold coin
would be worth ten silver shillings.

The Planes in the High Moors setting

In the High Moors setting, the classic planes do not exist.
The only “other plane” that exists is the Far Realm, which is
essentially an outer “anti-reality” inimical to our own. It is
from the outer dimensions of the Far Realm that hideous
tentacled monstrosities descend to infect our reality.

Other “planar” creatures come from places within the world
which are strong in particular forces.

Fey/elemental creatures: certain places in the world are
fey-touched. Fey areas are strong in life, nature and emotion.
Where a place is fey touched, aspects of nature come to
life or gain a form of self-awareness. Elementals form in fey
touched places (high altitudes or mountains, volcanoes or
forest fires, oceans or other large bodies of water, or areas
high in rare minerals or deep below ground). Other fey
creatures represent awakened plants or animals (spirit
animals, dryads, satyrs, owlbears, pegasi, unicorns, treants),
or emotions given embodied form (hags, redcaps, boggles,
meenlocks, redcaps, sprites).

Shadow: in places where death energy is strong, such
as battlefields or cemeteries, creatures of shadow come
to be. Where death and murder has taken place it leaves
an imprint, and this can cause undead creatures to arise.
Shadow creatures include undead (skeletons, zombies,
ghouls, shadows, wraiths, wights, spectres, mummies,
vampires etc), as well as shadow creatures such as
scarecrows, nightmares, and hell hounds.

Fiends: fiends are native to the underworld beneath the
Known Lands. Far below, where the earth burns, they live
and slaughter one another in endless wars. Fiends cannot
survive for long outside this environment. Whether that is
due to their acclimatisation to the heat or pressure, or some
strange radiations present below, no one is quite sure.

Fiends are essentially spawned from archfiends as warriors
in the way that an ant colony spawns soldier ants. The fiends
are created in various shapes and sizes and given different
properties to gain a tactical advantage. It is unclear if there
is any more to the conflict between the archfiends beyond
competition over limited resources. Fiends and archfiends
are intelligent and conscious, but lack self consciousness
or self identity. They are fully capable of understanding
their environment, developing tactics and even speaking
in Common, but these are all behaviours rather than the
acts and decisions of an individual. As a result of their
nature, fiends are immune to charm, and mind-affecting or
mind reading magic. (They are more like xenomorphs than
classic devils.)

Fiends are at war with the surface, but this is not a war
that they started. They considered the formation of The
Rift (during the cataclysm) an attack, and entire clades of
fiends were lost in the destruction. They then mounted a
counterattack, and have continued to attack the surface
ever since like a disturbed hive or colony.

1"
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Celestial: the Celestials represent law, order and stand in
opposition to the chaos of the Far Realm. The Celestials are in
essence the ordered universe’s immune system. The order of
the universe is embodied most strongly in the fundamental
forces that hold it together. These energies operate at the
subatomic level and represent the microverse of order.

The microverse of order is populated by vast battalions of
mindless drones that help to reinforce the physical laws of
the universe. Self consciousness and magic are forces that
transcend strict physical laws, and they are an anathema to
the Celestials. The Celestials will generally only manifest at
macro scale to counter areas of extreme Far Realm insurgency.
Areas strong in celestial energy tend to damp down magic,
and spending too long in such areas can turn thinking beings
into mindless drones. Swarms of strange mechanical insects
tend to manifest in areas strong in celestial energy.

The Far Realm: the plane of madness, the anti-reality,

the chaos. The Far Realm is the place that lies outside the
ordered reality of our universe. In the Far Realm, space,
time, matter, energy, life, death all cease to have a meaning.
The Far Realm is “outside” but sits parallel to our universe.
In places where the walls of our reality start to fray, the

Far Realm intrudes bringing disorder and horror. The Far
Realm is also a place where the barrier between the mental
and the physical does not exist, and as a result psionic
energy has its origin in the Far Realm. Creatures native

to the Far Realm include the aboleth, chuul, cloaker, and
gibbering mouther.

The gods: Ordinary folk believe that the gods dwell on
The Eye (the red moon), but they are generally ineffable
and unseen.

Magic in the High Moors setting

In the High Moors setting, no class has access to spells
above 4th level. This could be a side effect of the Shining
Ones or the cataclysm, or simply the current state of magical
aptitude. It is believed that the Shining Ones had access to
more powerful magics.

This typically affects spell-casting characters once they reach
7th to 9th level. The rationale for this restriction is generally
to make the setting lower magic, and to make higher level
magics more wondrous. Characters that could normally cast
5th level or higher spells could instead gain additional 4th or
lower level spells, at the GM’s discretion.

Higher level magics can be accessed through exploration.
For example, 5th or 6th level Magic User spells can be found
on scrolls in the High Moors, and Druids can access 5th level
spells if they train under The Baroness.

One side effect of removing 5th level or higher spells is that
there is no routine way to raise deceased characters from
the dead. If this is something the characters want to do
then they will have to search the High Moors for forbidden
magic. There are in fact opportunities for bringing deceased
characters back. First, a follower of the forgotten god
(location 18) can ultimately learn 5th level Cleric spells,
including Raise Dead. Second, a character could be

brought back by a wish made in front of the copper

sphere (location 13), or inside the blue coral (location 38).

The Baroness (location 46) is also willing to reincarnate a
dead character as a beast.

Another side effect of removing spells above 4th level is that
characters have no way to reverse petrification. This can be
resolved by allowing a Remove Curse or Dispel Magic spell
to reverse magical petrification.

Clerics and deities in the High Moors setting
The people of the Known Lands all revere the same
pantheon. Different cultures tend to revere one particular
god of the pantheon to the exclusion of the others. Belief in
the gods is fuelled by faith, and people generally do not
expect the gods to be directly involved in the ordinary
affairs of mortals. The gods do not manifest directly.

The pantheon is:

Celebrand: lord of magic, light and the sun, and head
of the pantheon. Celebrand is particularly revered by
the Hegemony of Utnapishtim, and by some Muki.
Suggested domains: Light, Arcana.

Mirrabulous: god of arts, crafts, music and knowledge.
Mirrabulous is particularly revered by the Marzan and the
goblins. Suggested domains: Knowledge, Forge.

Nornloth: a trickster god, and god of death and the
moon. Nornloth is particularly revered by the Grigorians.
Suggested domains: Trickery, Grave.

Faenil: a goddess of fertility, agriculture and love. Faenil is
particularly revered by the Kachina. Suggested domains:
Life, Nature.

Anghalak: god of war and hunting. Anghalak is particularly
revered by the Avari, Magog and Ursidae. (The Ursidae
previously held Faenil in great reverence.) Suggested
domains: War, Tempest.

Baal-Shugeesh: tentacled demon god of evil.

Only worshipped by those who have taken leave of
their senses, of which there is a ready supply. Baal-
Shugeesh is served by his emissaries, The Worm Gods.
Suggested domains: Death, War.

There is no agreement about how each god looks, so, for
example, goblins will generally represent Mirrabulous as a
goblin, and the Marzani will represent him as a dwarf.



The Shining Ones

Games Master’s background

The beings known as the “Shining Ones” were highly
advanced elves who lived in the north, in the region now
called the “High Moors”. They were the dominant species on
the planet until their empire collapsed approximately eight
hundred years ago.

The Shining Ones were descended from The Ancients: a
group of highly advanced space-faring elves that crash
landed on this planet thousands of years ago. Their ship
collided with the star stone (location 50), and crashed,
creating the crater now filled by a lake and topped by the
Shining City. While their ship was mostly destroyed, the
protected engineering section survived, and housed a
magitek engine (“The Crucible”) that allowed the Ancients
to travel between the stars by jaunting through the
anti-reality of the Far Realm. Unfortunately The Crucible was
damaged and the Ancients were marooned.

The Ancients that survived the crash founded a new society
here, and their descendants are the elves known as the
Shining Ones. The Shining Ones revered their ancestors,
and wanted to once again join their ranks. They mummified
their dead (perhaps imitating lost technology of the
ancients) in the hope that they would be raised back to

life to join the Ancients on the day that their lost brethren
discovered their children.

Over the millenia, the Shining Ones mastered powerful
magic and many applications of it, such as biomancy or
technomancy. They were only challenged by two other
empires: the orcish empire in the east, and the dragon
empire of the west. But the Shining Ones were ultimately
triumphant and destroyed both rival empires.

Intoxicated by their supremacy and their own power, the
Shining Ones embarked on a grand project to become
living gods. Having learned how to tap into the chaotic
energies of the Far Realm through The Crucible, they
intended to give themselves the power to alter reality at
will. Their project failed, and they unleashed forces that
they could not control. The walls between our universe
and the outside collapsed. Time and space ran like melted
candle wax. Thousands of unspeakable horrors emerged
into the world and the elves were destroyed. The celestials
eventually repaired the dimensional barriers, but weak
spots still remain.

Culture of the Shining Ones

The rulers of the High Moors called themselves the leldra.
The leldra were a race of evil, utterly amoral elves. They saw
all other races as lesser beings. Their focus was domination,
knowledge, and magic.

Their society was a rules-based strict magocracy. All elves
were magic-users of some kind. The leldra were ruled by
the greatest magicians among their number. leldrans had
to pass exams to ascend ranks. The highest ranked mages
formed a ruling council.

Alignment: chaotic.

Religion: Each leldran had a private shrine to their ancestor
gods, the ancients. They recognised three main deities:
Xinen (knowledge and science), Kaed (memory) and Thaizar
(magic). leldran priests shaved their scalps and dressed in
silver robes. They were also magic-users rather than clerics.
The leldra believed that all dead must be mummified.
Literally thousands of mummified elves are vaulted away.
They believed that one day their space gods would return
for them.

Language: the elvish language was called leldran.

Prohibition: it was unacceptable to speak out loud any of
the names of the chaos beings that reside in the Far Realm.

Favoured foods: leldrans preferred rich cooked dishes with
layers of complex flavours. They appreciated the artistry of a
skilled chef. They were interested in new flavours and spices.

Life span: leldrans could naturally live for up to eight
hundred years. Their mastery of biomancy however
allowed them to drain vitality from lesser beings and store
it (typically in small crystal baubles) or absorb it. Thus an
leldran could in theory live forever.

Favoured weapons and armour: if they had to fight,
leldrans favoured a deadly wand of disintegration, and they
relied on memetic robes that became armour.

Trade: They valued a variety of obscure minerals and other
ingredients used in their magitek, although they tended to
take what they wanted rather than trade for it.

Enemies: the leldrans fought wars with an orc empire to the
east, and an empire to the west ruled by dragons and their
dragonborn servants.

Currency: The leldrans used a form of paper money called
“the bar’, and also valued jewels.

Quirks: The leldrans loved maths and enjoyed math puzzles
as a recreation. The leldrans also loved cats. Nearly every
elven household had pet cats, and many wild cats still roam
the High Moors.
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Secrets of the Shining Ones

Tier one secrets

(each secret grants each character 600 XP)

In exploring the High Moors the characters have the

opportunity to learn about the Shining ones and their U
own past by uncovering secrets. You should explain to

the players that in this game information is a form of

treasure, and they will receive Experience Points (XP) for
uncovering the secrets of the Shining Ones.

The history of the peoples of the Thornlands and

Southlands only goes back several hundred years, and (ii)
beyond that it is entirely murky. People assume it was much

the same, but no one really knows for sure. You can explain

to your players that exploring the High Moors presents a

chance to uncover the past and to answer a number

of questions.

For example:
What were the Shining Ones capable of? (iii)

What was the great cataclysm that destroyed the
Shining Ones?

How did the Shining Ones become so powerful?
Who were the enemies of the Shining Ones?

What kind of magical knowledge did the Shining Ones
have access to?

What role was played by the ancestors of the humans,
dwarves, hallings, goblins, giantkin and bearfolk?

What caused the Rift?

Rather than provide a lengthy backstory for you to pick
apart, this section breaks down the secrets that can be
discovered into two classes.

The first are those that can be easily discovered by
physically exploring the High Moors. The second are secrets

(v)
that may require the characters to put together some clues.

There is not necessarily a specific trigger for each of these.
You will need to use your judgment to determine when
the characters have reached this conclusion. You may want
to get them to explain to you what they think they have
worked out, and then award XP accordingly.

(vi)

The Shining Ones kept slaves, and had human,
halfling, bearfolk, giantkin, goblin and dwarven slaves.
The Shining Ones controlled their slaves using magical
control collars. The Shining Ones had other races that
they enslaved, although in much smaller numbers

e.g. dogfolk, pigfolk, serpentfolk etc.

Different slave races had different roles: Human

slaves were focused on agriculture and livestock.
Dwarven slaves were used as miners or to operate
refineries. Halfling slaves were used as domestic
household slaves. Bearfolk slaves were used as soldiers
and guards. Giantkin slaves were used for construction
and other heavy industrial tasks. Goblin slaves were
used as technical assistants, and as slave masters.

The Empire of the Shining Ones was in conflict with an
Orc Empire, which lay to the south east. The Shining
Ones created an undead army to defeat the Orc
Empire. The undead husks deployed by the Shining
Ones carried an infection that led to all those that
they bit transforming into more husks. This weapon
was very effective, and the Orc Empire was essentially
wiped out by a zombie apocalypse.

The Shining Ones used biomancy to create races

so as to make better and more specialised slaves.

The Shining Ones created dwarves, halflings, giantkin,
and goblins for these purposes by modifying humans.
The Shining Ones used biomancy to create a variety of
hybrid species for various purposes: wolffolk, ratfolk,
bearfolk, pigfolk, boarfolk, hyenafolk and others.
Some experiments were considered more successful
than others.

The Empire of the Shining Ones was in conflict with
a Dragon Empire to the south west. The Dragon
Empire was an empire of humans ruled by dragons
and their dragonborn servants. The Shining Ones
used biomancy to create a huge living war machine:
seventy-foot high gargantuan reptilian beasts.

They unleashed these creatures against the Dragon
Empire, and ultimately destroyed it. The beasts were
then mothballed.

When the cataclysm occurred, a tear was created
between our universe and the Far Realm. Hordes of
mindless gibbering plasmic entities invaded this
reality and killed or absorbed the Shining Ones,
destroying their civilisation.



Tier two secrets
(each secret grants each character 2400 XP)

(vii)

(viii)

(ix)

The extant civilisations of humans, halflings, dwarves,
bearfolk, giantkin and goblins are all descended from
the slaves of the Shining Ones who escaped south
following the cataclysm.

The Shining Ones also controlled slaves by
permanently altering them to e.g. be afraid of
particular symbols, or to accept the authority of
certain symbols or words. Some of the Shining One's
slave control programming still affects members of the
races once kept as slaves i.e. including the characters.

The pantheon of gods worshipped by the races of
the known world are for the most part based on
elven overlords who ruled over their forebears.

For example, Celebrand was the Shining Ones’ leader,
and a powerful archmage. Faenil was the scientist
and biomancer Ferranil. Nornloth was the elven lord
Narinlath. Anghalak was the general of the Shining
Ones’ armies Anghareth. Mirrabulous was the elven
artist Mirrabalan.

The Shining Ones’ great project was to use The Crucible
to control large amounts of Far Realm energy to give
themselves the power to alter reality at will: effectively
to become gods.

(xi)

(xii)

(xiii)

(xiv)

The Crucible was the (damaged) propulsion core of

a crashed starfaring vessel beneath the Shining City.
The crashed ship had an interstellar propulsion system
that operated by tapping into Far Realm energies to
warp spatial dimensions.

Fifteen thousand years ago a starfaring vessel
crash-landed in the north of the world’s main
continent. While most of the crew died, the science
staff of the vessel survived. Those survivors were the
Ancients or precursors of the Shining Ones. The ship’s
propulsion system was damaged in the crash and
leaked Far Realm energy into the world. This energy
had a corrupting effect on the elves, and over
thousands of years they became cruel and inhuman.

The elves were not the only survivors of the crash.
Several slime-based intelligent lifeforms escaped into
the natural environment and have bred and survived
to this day.

The constant influx of Far Realm chaos energy over
thousands of years caused the Celestials to manifest.
The Celestials are in essence the ordered universe's
immune system. The Celestials will generally only
manifest at macro scale to counter areas of extreme
Far Realm insurgency.
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Optional rules

Use of factions

Each zone has several factions that are active. The factions
have motivations that are described as well as an outline

of the likely actions they will take if the characters don’t
interfere. The point of these factions is to give each zone
additional depth, and to give characters other groups that
they can oppose, ally with, or maintain an uneasy truce with.

These factions are also a way to make the environment seem
alive and active. Most of the ruins of the Shining Ones lie
abandoned and dormant, but the factions are responsive
and proactive. Make sure to adapt the factions’ actions

to the characters’ actions, so that the sandbox feels like a
living environment.

The other factions should also create some time pressure on
the characters’ decisions. The characters should realise that
other groups are present and looking to uncover secrets
and find the lost treasures of the elves before they do.

The characters should be thinking about this when they are
working out where to go next, and worry that some other
group may get in ahead of them.

While characters can go anywhere and move between
zones as they see fit, | recommend that you only treat as
active the factions in the zone or zones that the characters
are actively exploring. It's impossible for the characters to
do everything at once, and there is nothing to be gained
by having factions go active in zones they haven't even
entered yet.

Experience Points for treasure

The awarding of Experience Points (xp) for recovering
treasure is an important way to reinforce the theme of
exploration. But over time characters can become laden
down with tens of thousands of silver shillings. This might
be fine if you expect characters to spend money building
strongholds. But sometimes having all that cash swimming
about can be unhelpful (why adventure when you are
already rich?). Another problem is that in a long campaign
like this one, xp will probably be awarded while they are still
in the wilderness. This means that characters might benefit
from treasure xp without having retrieved the treasure from
the wilderness/dungeon.

You may wish to adopt an old variant rule which requires
that treasure be spent before it provides xp. The treasure
must be first removed from the adventuring environment or
dungeon to a place of safety. Then, for every silver shilling
spent the character receives 1 xp.

This expenditure can be rationalised in various ways: as
money spent on training and instruction, on research
materials, on carousing and largesse, on paying off debts,
on donations to worthy causes, or on rare incense and
meditative herbs (you can simply handwave the precise
details, or roleplay characters locating trainers etc).

This generally implies that the party must return to the
safety of the Known Lands in order to spend treasure in

this way, but at the GM’s discretion you might allow certain
Non-Player Characters in the High Moors or in Hob's Lake to
offer instruction etc to the characters.

When a party leaves and returns to the High Moors you
should consider what the different active factions have
been doing in the characters’ absence. You should only do
this for active factions i.e. those in zones the characters are
currently exploring.

Don’t discourage exploration!

On a related point, the theme of this campaign is
exploration. It is therefore important not to discourage
players from investigating, exploring, fiddling with things
and so on. If the players feel punished every time they
explore somewhere they don't absolutely need to, or
experiment with something they don’t have to, then they
will act accordingly. The encounters in this book have been
balanced to encourage exploration. Many encounters are
dangerous, and taking risks can lead to greater danger,
but it also leads to reward.

Character survivability

Old School Essentials is a high-fatality game. This is a
feature not a bug. But if you wanted to give the characters
greater survivability, there are several optional rules you
might consider.

Death at negative Hit Points

Under this rule, characters only die at a negative HP
threshold. There are various options for this e.g. -3, -10,
or minus their level in negative HPs.

You may want to impose a ‘bleeding out’ rule that
characters below 1 HP lose an additional HP per round
unless someone spends a round applying a tourniquet
or similar.

Destruction of shields or armour

Another variant rule you may want to consider is allowing
characters to rule that a fatal blow instead shatters their
shield or their armour, with the character taking only half
damage (or no damage) as a result.

Encourage use of retainers

OSE is a relatively simple game, and so the book keeping
involved in running retainers is minimal. Encourage players
to see retainers as a standard part of the game, and they
will come to appreciate the importance of Charisma and
having additional targets on the battlefield. You could also
point out that most of the other factions and adventuring
groups they encounter also have large groups of retainers
supporting them.



Death and dismemberment table

Instead of having characters die at 0 HP, you could instead
make them roll on the death and dismemberment table
below. While death is still possible, characters may be able
to continue, albeit with permanent injuries.

01-10 the character is alive, but has a permanent and
obvious scar (e.g. a mangled ear, scar, torn face)

- 2 Charisma.

11-20
(move reduced by 30’ (10")).

21-30
(-1 Int and -2 Wis).

31-40
one eye (-1 Dex, and -2 to all ranged attacks).

41-50 the character is alive, but loses a hand which is
severed or mangled. If it was their main hand (50%
chance) they suffer a permanent -2 to hit (reducing
to -1 after six weeks of use). Also reduce Climb

Surfaces by 20% if relevant.

51-60 the character is alive, but has lost an arm or leg.

If an arm, they suffer penalties as above if their
main hand, and cannot use a shield or a bow. If a
leg, their movement is halved until they can be
fitted with a peg leg. After that their movement is

reduced by 30’ (10’).
the character is dead. Send flowers.

61-80
81-100

limbs torn off). Messy.

Replacing dead characters

The High Moors is isolated. If characters die you will want a
simple way to bring in replacements. You may wish to start
out by having a larger initial expedition. For example, each
player could start with two characters. Alternatively you
could have one hireling with the party for each character,
and they can serve as replacement characters. The ‘extra’
characters can stay at the party’s camp, and can usefully be
guarding treasure, defending the camp, hunting for food,
and keeping watch. Players can swap between characters if
they wish, and you may wish to allow backup characters to
gain levels as the main characters do.

If you don’t want to have a larger starting party, the party
can meet the survivors of other expeditions wandering the
Moors and recruit them. You should avoid giving the new
character a lot of extra information, but they might be given
one or two snippets.

Another option is to allow replacement characters to be
recruited from the inhabitants of the High Moors. Traits for
these races are set out below:

the character is alive, but suffers a permanent limp .
the character is alive, but suffers a bad head wound

the character is alive, but is permanently blinded in.

the character is dead and badly mutilated (head or .

Requirements: Minimum Con 9

Ability modifiers: +1 Con, -1 Cha

Languages: Common, Serpentfolk

Typical weapons: spear

Typical armour: none

Maximum level by Class: Druid 9th, Fighter 8th, Ranger 8th,
Thief 9th.

Poison immunity: immune to all poisons

Bite attack: have a 1d3 bite that inflicts an additional 1d6
poison on a failed poison save.

River people: the serpentfolk are experts at fishing and
navigating the rivers in small boats and rafts.

Cold blooded: the serpentfolk do not convey mammalian
emotions very well, imposing a -2 reaction penalty with
mammalian humanoids.

Requirements: Minimum Str 9

Ability modifiers: +1 Str, -1 INT

Languages: Common, Pigfolk

Typical weapons: spear, blowgun

Typical armour: none

Maximum level by Class: Barbarian 11th, Druid 7th, Fighter
10th, Ranger 9th, Thief 8th.

Frenzied: immune to charm and fear

Indefatigable (x 1 day): the first hit that would reduce them
to 0 HP reduces them to THP instead.

Trotters: pigfolk find climbing difficulty due to their trotter-
like feet (-2 to attribute checks, or -10% to Climb Surfaces).

Requirements: Minimum Cha 9

Ability modifiers: none.

Languages: Common, Dogfolk

Typical weapons: spear, shortbow

Typical armour: leather or none

Maximum level by Class: Barbarian 8th, Druid 9th, Fighter
9th, Ranger 9th, Thief 8th

Keen senses: only surprised ona 1

Expert trackers: dogfolk have a 3 in 6 chance of being able
to track a foe across the wilderness.

Requirements: Minimum Str 12 and Con 12

Ability modifiers: +1 Str, -2 Int, -2 Cha.

Languages: Common, Wolffolk

Typical weapons: claws

Typical armour: none

Maximum level by Class: Barbarian 10th, Fighter 9th
Regenerate: while the wolffolk lives it regenerates
1HP / round.

Natural weapons: Has a bite doing 1d8 and a claw doing
1d6. Wolkfolk will not use ranged weapons.

Keen senses: only surprised on a 1 in d6.

llliterate: wolffolk cannot read or learn to read.

No magic: wolffolk are unable to use or benefit from
magical items.

Armour: natural AC of 7 [12]. Cannot wear armour or
use a shield.
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Owlfolk traits

Requirements: Minimum Wis 9

Ability modifiers: +1 Wis, -1 Str

Languages: Common, Owlfolk

Typical weapons: shortbows, knives

Typical armour: Leather or none

Maximum level by Class: Acrobat 9th, Bard 9th, Druid 9th,
Fighter 8th, Magic User 7th, Ranger 8th, Thief 9th,
Infravision: 120’

Keen hearing and sight: owlfolk are only surprised on
alindeé.

Distance vision: owlfolk take no -1 penalty for using ranged
weapons at long range.

The Shining Ones created other hybrid races such as ratfolk,
catfolk, frogfolk, boarfolk, bullfolk, hyenafolk, insectfolk and
lizardfolk. To the east and west of the three Zones described
in this book there might be other villages of hybrid
creatures from which replacement adventurers could hail.

Uplifted white ape traits

Requirements: Minimum Dex 9 and Str 9

Ability modifiers: +2 Str, -1 Int

Languages: Common, White Ape

Typical weapons: fists or thrown rocks

Typical armour: none

Maximum level by Class: Acrobat 11th, Druid 10th, Fighter
8th, Ranger 9th, Thief 8th

Expert climbers: have an innate Climb Surfaces skill of 92%.
Hiding: apes have a 70% chance to hide in natural
surroundings.

Devilfolk traits

Requirements: Minimum Dex 9.

Ability modifiers: +1 Dex, -1 Cha

Languages: Common, Devilfolk

Typical weapons: shortbows, swords

Typical armour: Leather

Maximum level by Class: Acrobat 9th, Bard 7th, Fighter 8th,
Ranger 8th, Thief 9th.

Infravision: 60’

Ashen death: if not surprised, can surprise opponents in the
Ashen Wastes (or similar wildernesses) 1-4 on d6.

In for the kill: devilfolk get +1 to hit against any opponent
who has 50% or less HPs remaining.



Plot hooks for characters

Your players will be more engaged if their characters have
good reasons for exploring the High Moors and facing

its dangers. It is suggested that each character have

some individual mission that they are trying to pursue as
well as the general mission. Below are some suggested
motivations.

Treasure hunting

It is assumed that their primary motivation will be to explore
in order to find riches and magical treasures. They can do
this themselves and organise their own expedition (perhaps
pooling their starting money). This might be expensive and
they will also have to pay for their passage north to Hob’s
Lake (20 silver shillings for each passenger). If they cannot
afford the fee, they can alternatively work their passage
north. This is tiring dirty work which involves shoveling
dung from the ship’s deck and leading and protecting the
oxen who walk along the bank and tow the sailing cog up
river. The advantage of organising their own expedition is
that they can keep everything they find.

Alternatively they can work for a merchant. Shamash Nasir
is a senior member of the Merchant’s Society of Utnapishtim.
He is looking to recruit skilled mercenaries for an expedition.
He is a robed, somewhat portly human in his 40s with a dark
beard and hair, and a black turban. He has a pet capuchin
monkey called Gemek that is always present and stealing
fruit. He has a dark robed Wizard called Nutesh who is a kind
of salaried bodyguard.

Nasir offers to pay for their ship’s passage (both ways), and
outfit them with riding horses, mules, saddlebags, animal
feed, supplies, and general equipment like ropes. He can
also supply 8 herbal healing potions (cure 1d6+1HP each).
He will also offer to use his influence within the city to get
them access to a cleric if they need it (though they would
still have to pay the temple).

In return he wants half of everything they find, up until he
recoups 5000 silver shillings of treasure. After that he wants
first refusal of any other treasure or magic they manage to
recover (for which he will pay a fair price).

Find a missing relative or friend

There are a number of other expeditions that have
journeyed north and have not returned. Any of these could
provide a hook. For example, potential missing people
include Aleena or her four companions (location 14), or

the two groups taken by Angus'’s bearfolk (location 26,
room 14). Alternatively someone new could be created and
trapped in the Petrified Forest location (34).

Find a way to save a dead or dying loved one

The elves were believed to have great magic. For the
desperate, exploring the High Moors may be the only way
to save someone (perhaps a whole village) dying from an
illness. Alternatively they may think it offers the only hope
to bring a dead person back, however in vain that may be.

Gather power or a weapon

An explorer may be motivated by wresting from the ruins
great magical power, knowledge or weapons. This might be
for personal gain, to exact revenge, to recover a birthright,
or for the good of mankind.

Ursidae: to track down Angus’s group

A bearfolk party member may be given a secret mission to
find Angus by the Council of Lairds. They say that there are
ill omens from the temple priests that all is not well. In fact
a grave danger is sensed and Angus is at the heart of it.

He may need to be stopped (send Apocalypse Now vibes!).

Marzani: recover the lost library

One of the Council of the Wise has tasked a dwarf with
finding the ancient library of the elves and recovering their
no-doubt incredible wisdom and knowledge.

Muki: stop Cartimandus

A goblin may be given a secret mission by the combine
leadership (passed down from the community leaders).
They will be told about a ‘rogue’ goblin who has rejected
his combine and now operates out of pure self-interest.

He is understood to have travelled to the north to obtain
weapons to sell. They are told that they should do whatever
is required to protect their community and combine.

Kachina: stop the Blue Feather Company

The Kachina elders may be disturbed by the expedition
of the Blue Feather Company, and worried about what
they might stir up. A halfling character may be given a
secret mission to try to get them to abandon their mission
and go home.

Kachina: an ancestor’s wish

A Kachina keeps having visions of an ancestor of theirs.
The ancestor seems to want them to travel north. It is
unclear why but it appears to be important.

Magog, or a cleric or paladin: stop the Cult of Eyes

A church may warn a suitable cleric or paladin about

the Cult of Eyes, and that they must be prevented from
obtaining anything that will help them to seize control of
Magog society. This mission could also be given to a Magog
from their Khan, or a shaman.
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Hegemonite: on a mission from the god emperor

A hegemonite may be tasked by a senior official with a
simple mission: ensure no other group obtains a strategic
advantage from anything they find in the High Moors.
Use whatever tactics are required.

Magog: find elven horses

A Khan or senior clan elder tasks the Magog character with
obtaining a small herd of wild horses from the elven lands.
They have heard rumours that these “elven horses” may
have special properties, and will also give them respect
and status.

Cleric or paladin: strange visions and a calling

A cleric or paladin keeps on having visions of the High
Moors and something is calling to them. Sometimes these
visions include a towering statue of Celebrand (a reference
to location 18).

Druid: the land cries out

A druid has always sensed a great corruption on the
periphery of the lands, but now understands that the High
Moors are the source of that. The world is in pain from

its open wounds and cries out for a champion to save it.
(This is about the Far Realm corruption and the continuing
influence of The Crucible.)

Haunted by nightmares

A character has always been haunted by nightmares of
destruction and war, but they have now become much
worse. Something is calling to them from the High Moors,
and they know that they must heed the call. A call from
something in agony. (This relates to the Iron Dragon at
location 54.)



Journey to the High Moors

Time and distance

It is assumed that the characters are heading north

from one of the major settlements of the Known Lands.
The easiest route is to head up river from the City of Magog
or Utnapishtim, etc.

For example, a journey by sailing cog (large sailing ship)
from Utnapishtim to Hob's Lake along the wide Attavar
River would cover 720 miles (9 hexes on the Known World
map). In light of the travelling against the 3mph current, the
sailing cog would have to be towed upstream by a team of
draft horses or oxen. (A sailing cog would likely weigh about
150 tons when fully loaded and would probably need two
teams of six draft horses.)

There would need to be room aboard for these animals
and their feed, and this would reduce the cargo space by
25%. It would also mean that the ship could only travel by
daylight. Assuming travel of 12 hours each day at around
2 ¥» mph, the cog would cover 30 miles each day. It would
therefore take 24 days to reach Hob's Lake. The ship would
reach Awelo around the half-way mark, and will probably
have an extra day’s stopover there.

Their ship will go no further than Hob's Lake, so the
characters will have a further hike of 40 miles (1.5 days on
foot) before they see the tableland of the High Moors.

For return journeys, the draft animals will be kept aboard
and the ship will simply sail downriver. Its normal 2mph
speed will be supplemented by the 3mph current, and it
can travel day and night. This means that each day the ship
will cover 120 miles, and the return journey will take only 6
days. Characters wanting to head south may have to wait for
the ship to return. (Only one vessel arrives each month.)

If the characters wanted to travel by foot, they could do so.
By following the same route and sticking to the clear tow
paths used by the draft horses/oxen, they could ensure that
the terrain was standard rather than difficult. They would
therefore travel 24 miles each day, and it would take 30 days
to travel from Utnapsihtim to Hob's Lake on foot.

The Eanna, and Captain Jemdet

If the characters are travelling by ship, there is one vessel
that travels all the way to Hob’s Lake (other vessels only go
as far as Awelo). It is the Eanna, and it is owned by Captain
Jemdat. Jemdat is a friendly middle-aged Hegemonite
wearing a simple white turban and lots of gold and silver
bracelets (bought by his wife as good luck charms).

He has a crew of twenty sailors (all Hegemonites),

and runs up to Hob’s Lake and back once a month to

the following schedule:

Day 1:

Day 4:

Day 13:
Day 14:
Day 18:
Day 25:
Day 26:
Day 28:
Day 30:
Day 31:
Day 32:
Day 33:

Eanna leaves Utnapishtim at dawn

arrival at Lake Van (+120 miles)

arrival at Awelo (+400 miles)

layover at Awelo

leave cover of the forest north of Awelo
arrival at Hob's Lake (+720 miles)

Eanna leaves Hob's Lake at sunset

Eanna passes Awelo in the evening

Eanna passes Lake Van at dawn

Eanna arrives at Utnapishtim

day’s layover in Utnapishtim

Eanna leaves Utnapishtim (repeat)

Jemdat has a wife (Miako) and three daughters living in
Utnapishtim. His brother, Nasria, is a minor official in the
civil service who deals with the regulation of tea houses.
Jemdat likes the freedom that the river gives, and he enjoys
being his own boss. He has a good singing voice and
occasionally gives voice to it around the campfire in the
evening. He is aware that some shady traffic goes by way of
his vessel (e.g. Ishibi’s poppies), but he makes it his business
not to pry. He has a lock box built into the base of his bed,
and it usually contains the crews’ pay and money from
goods sold in Utnapishtim that he is taking back to Hob’s
Lake (circa 500 silver shillings).

Incidents on the journey

In order to build on the tone of the journey into The Weird,
it is recommended that you use the incidents below during
the characters’ first journey north.

You can also supplement these incidents with the
Known Lands Random Encounter Table if you wish, but
it may distract and dilute the intended mood. You may
wish to simply use the Random Encounter table for
subsequent journeys.

1. The Chain Gang

Around lunchtime on the first day (about 15 miles from
Utnapishtim), the characters see a group of prisoners from
Utnapishtim cutting back undergrowth to keep the tow
path clear. There are 12 men (9 Hegemonites, 2 Magog

and 1 Avari) in shabby clothes connected by chains and
manacles on their ankles. They are being guarded by several
Hegemonite soldiers with spears.

One of the Magog (a toothless wretch in his 50s) grins at
the characters, and gives them the evil eye (this will upset
any Magog characters). If he is roughed up, he slips a stone
into the pocket of his attacker that they find sometime
later. The stone is a pebble marked with symbols and is
considered very bad luck by the Magog.
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2.The Fortress of Van

When the characters are around 120 miles from Utnapishtim
(at the end of 4th day if coming by ship), they see that the
grasslands they have been traveling through give way to a
dark forest stretching off east and west as far as they can see.
Just before the forest the river flows into a lake (Lake Van).

The lake is around 8 miles in diameter. There is a
Hegemonite fishing town on the eastern shore overlooked
by a large stone fortress. This is the Fortress of Van, and

is the northernmost military outpost of the City State.

The Fortress was breached with the help of shamen during
the Magog wars, and the defenders were all beheaded.

The heads were floated downriver to Utnapishtim as a
message. In the 170 years since, the fortress has been rebuilt
and garrisoned without interruption.

There is no reason for the ship or the characters to stop
here, and the towpath follows the western shore of the lake.
As the fortress slips out of sight, it represents a sign that
from here on the characters are entering the wilderness.

3. The broken stone

Three hundred miles up river in the forest, the characters
find a pile of rubble near the river. On closer inspection it
appears to have been a stone obelisk, although it appears
to have been smashed into pieces quite recently.

If asked, the sailors say that when they have passed
previously it looked very old and had carvings on it.
The carvings seemed to show giants and humans.
There are no visible tracks near the rubble.

The idea of this is to unsettle the characters with something
inexplicable. If they do manage to force your hand, then
they might learn that the stone was struck by lightning.
There have been no recent lightning storms however.

4, The halfling child

About five miles from Awelo (395 miles up river), the
characters pass a boat wreck in the middle of the river.

It looks like a sailing cog hit a sandbar, and rolled onto its
side. It looks quite old and has weeds growing out of it.
It is about 600 feet to the wreck from the western shore.

Sitting on top of the wreck is a naked halfling child of about
6 years. The child has what look like black tattoos all over

his back. He watches the characters and does not speak or
respond to them. If he is approached he dives into the water
and doesn’t come back up.

Any Kachina can say that no child so young would be given
such tattoos. No one in Awelo recognises the description.
When the party leaves Awelo they see the same child
watching from the far bank (about 1200 feet away).

Again, this is about creating an uneasy atmosphere and
setting tone. The child is in fact the forgotten god that can
be contacted at location 18. It watches the characters and
wonders if they will be the ones to find the truth.

5.The fog

The night after leaving Awelo the ship is tied up and the
animals are aboard. The sailors have campfires on the shore.
Just after dinner a thick fog starts to rise up over the river
and the forest. An hour or so later a strange distant noise
can be heard coming from the forest. It sounds like a piece
of metal being torn in half over and over again.

The noise continues and the horses are very unsettled by

it. The sailors put out the fires and stand watch on the deck
muttering oaths. If the characters stay put, then after several
hours the noise abruptly stops. By dawn the mist has cleared.

If the characters go to investigate, they enter the mist and it
closes over them like a diver entering the water. The noise
always seems a bit further away, and sometimes its position
seems to shift.

Suddenly arrows fly out of the mist towards the party.
Make 8 attacks with a THACO of 19 and -4 to hit.

Arrows inflict 1d6 damage. The arrows have come from

a group of Kachina who were investigating the noise

and got lost in the mist. They look terrified and shot into
the mist when they heard the party approaching. As the
characters realise their mistake (or murder them) the noise
abruptly stops.

AC 5 [14], HD 1 (4 hp), Att 1x handaxe (1d6) or 1 x shortbow
(1d6), THACO 19 [+0], MV 120’ (30"), SV D12 W13 P14 B15 S16,
ML 7, AL Neutral, XP 10

> Hiding: hide in woods 90%
> Listen: 2 in 6 chance

If the characters insist on searching in daylight, they eventually
discover a burnt clearing. The grass and plants have been
burnt away in a perfect circle about 20 ft diameter. No other
plants appear scorched. A Magic User can can sense magic
and a dimensional incursion of some kind.

6. A Body in the Water

When the characters are within 50 miles of Hob's Lake (670
miles up river), they notice something drifting downriver.

It appears to be a body. If anyone wants to use a spear, line or
net to catch it, they can.

The body is badly mangled and decomposing. Its head

in particular is smashed. The body does not look entirely
human. It has a rough pink skin with coarse white hairs,

and a head covered in a few scraps of white hair. It also has a
curly tail and trotter-like feet. It is dressed in crude furs and
hides. The sailors consider it a bad omen and will want to
throw it back, but they will allow the characters to bury it if
they wish (although the ship will continue).
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Arrival at Hob's Lake

If they have come by ship, the characters arrive at Hob's
Lake at nightfall on the 25th day. The docks are busy and
the ship seems expected. Waiting to meet the ship are
the following:

Obadai - to collect a shipment of salt, and to deliver some
salted fish in boxes

Ishibi - to deliver several boxes of dried white flowers

Paravesian - with boxes of soil containing lots of
small plants

Mother Linette accompanied by six miners and Ivan the
ogre waiting to deliver twenty large sacks of ore.

Ixisippian - waiting to load some furs and scrimshaw, and
offload some glassware and wine

Captain Jemdat will greet them all and once the ship is
unloaded he will load their goods. He then fetches money
from his cabin to pay them (for wares sold downriver).

Once business is concluded, the crew will leave. Half will
head to the Tap Room, and half will head to the House of
Red Lanterns. Captain Jemdat stays with the ship.

At the Tap Room, it is a busy night. Cyric, Griffard (and men),
Jassk, Father List, Almayer (and woodmen) are all present as
well as the ship’s crew.

The town of Hob's Lake

The town of Hob's Lake sits on the eastern shore of

Lake Tarata. The town has a population of 483. It is
independent and does not owe allegiance to any other

city state. The town has grown from a village, and is mostly
self-sufficient. Its population is mostly human. It produces
fish, lumber, and there is a nearby mine. It also has a number
of outlying farms. Strangers have become increasingly
common with the interest aroused by the High Moors,
although they are not entirely welcome. There is a well of
freshwater used by all in the town centre, and at night there
are lanterns lighting up the main street (which are doused
at midnight).

How you use Hob's Lake is up to you and your players.
Some players will be keen to get to the main event.

That's fine. If they don’t bother Hob's Lake, it won't

bother them. For those interested, Hob's Lake provides an
opportunity to reinforce some of the campaign themes
(such as isolation, distance and living on the edge of The
Weird). Some characters may want to put down roots,

or investigate the town. Many of the inhabitants have a
checkered history, but some are worthy of sympathy, and
getting to know them may help to increase the stakes of the
characters’ actions in the High Moors. There are also some
potential allies. For example, hirelings might be recruited
from amongst the trappers or miners. Heyst could be a
useful magical ally, and Father List could be useful if given a
way to find faith once again.

Mayor Margresk

The town mayor is a farm owner, Margresk. Margresk is a

48 year old human (as Normal Human, Neutral). He is thin,
with short greasy hair plastered to his scalp, a smart black
tunic and woollen top coat. He is cunning and craven.

His family descend from some of the earliest settlers 200
years earlier. He has the largest farm and controls tax policy
with a tame town council. Although the town elects a mayor
once every five years, for the last 13 years the mayor has
been Margresk after the death of his father, Vertusk.

Margresk regulates the market (selling at market requires

a license), collects taxes, and acts as the judiciary (holding
trials and pronouncing sentences, usually backed up by
trusted townsfolk). Each resident pays a head tax and

he also taxes exports and imports. The taxes pay for the
principal services of the town, which are street lanterns,
maintenance of the water well and the jetties, the pot man,
and the reeve. Margresk feels threatened by the arrival

of outsiders, and has created a sense of concern about

this amongst the other townsfolk. The town has recently
implemented a “burgher” system and only recognised
burghers of the town can own property or run businesses or
vote. Registration as a burgher requires two sponsors and a
100 silver shilling fee.

Cyric the Reeve

An Avari warrior in his late 30s. Originally a mercenary, he
fled North after murdering a kinsman. Real name is Drefan.
Cyric is a thug and bully. He wears chainmail and furs, and
carries a greatsword (mostly for intimidation). He is a Neutral
3rd level Fighter. He is backed up by ten rough men (treat
as Bandits).

The trappers and furriers (34)

The trappers and furriers are a griff bunch of rough

men unused to social niceties. Many are wanted men.

Their spokesman is Griffard, a burly seven foot human

with a ginger beard and long hair, furs, and wild blue eyes.
Slightly mad and dangerous (4th level Ranger, Str 18, Con 17,
Neutral). Margresk is scared of him, and will usually find a way
to address any concerns he raises. The trappers have a camp
on the south side of town.

The fisherfolk (66)

The fisherfolk have huts, lodges and smokehouses by the
lake shore. They sell fish in town, and export some salted
fish and scrimshaw, although competition with Awelo

is a problem, so they don't like halflings. They also have
keelboats and barges they can rent or sell, although they
will insist oncoming along for any rentals. They will only

sell to people heading into the High Moors (“because you
won’t come back”). They buy salt from the merchant ships
and send goods downriver. Their leader — Obadai - is a thin,
wiry swarthy human with a mop of dark hair and a pipe in
his fifties. Although a little curt, Obadai is reasonably affable
belying that he is an ex-Magog pirate and his tattoos could
identify him as a wanted killer.



The farmers (60)

There are six farms near to town. Four are owned by
humans, one by a halfling, and one by a dwarf. There are
around 60 townsfolk that work at the farms

A human (Hegemonite) called Ishibi owns one of the farms.
He grows a white poppy from which he harvests and dries
the sap (a narcotic and pain relief) to ship to Utnapishtim.
He keeps a low profile but can call on help from Utnapishtim
if threatened (or hire locals). Ixisippian is aware of his
business and takes his cut to traffic the goods.

A halfling called Naval owns another of the farms.
Although he grows crops (mainly for animal feed), he is
principally a breeder of horses, ponies and mules and can
supply pack animals at standard prices. He also provides
stabling and feed for the animals that pull the ship upriver.

A dwarf called Paravesian, grows crops to sell locally,

but also has a beautiful flower garden he cultivates.

He sometimes travels to Midea with a shipment of flowering
plants to sell. He is a secret transvestite and lives as a
woman behind closed doors. Hippolyta knows and keeps
his secret.

The miners (40)

The mine delivers up quantities of silver and copper

core, and this is shipped downriver to be processed in
Utnapishtim. The mine also has a surface quarry which is
used to provide any construction stone the town requires.

The miners are mostly young human men.They are led

by Mother Linette, a stocky Avari woman in her late 40s.
Short haired and handy with a pick axe, Linette was the wife
of the mine owner but took over when he died in a mine
accident five years ago. She has led from the front (going
down the mine with the men) and this has earned her the
respect of the workers.

Among the miners is an ogre called Ivan. He fled the
Grigorians and his sacred duty after witnessing his friends
getting torn apart by fiends. He's incredibly dim, but has
grown to be accepted by the miners who are protective
of him. He is not allowed in the tap room or in town
unaccompanied. Any other giantkin who knew of him
would try to destroy him as a traitor.

The woodsmen (55)

The woodsmen provide the lumber for the town.

This ranges from firewood to building materials for new
houses. There is no sawmill, but the woodsmen have large
crosscut two-man saws to cut logs into long construction
planks. As well as felling trees, the woodsmen are also the
town'’s builders and carpenters. Their leader - Almayer —
can negotiate to supply wood and to construct buildings,
but only burghers are allowed to build houses in town.
Almayer is a 46 year old bald Avari human with corded
muscles and a skill with the fiddle.

Modest house (just big enough for one family, curtained
bed space) - build cost 450 silver shillings; build time
2 weeks (potential rental 6 copper pennies a day)

Comfortable house (spacious for a single family, bedrooms)
(- build cost 850 silver shillings; build time 4 weeks
(potential rental of 12 copper pennies a day)

Wealthy house - build cost 1700 silver shillings (spacious for
two families); build time 2 months (potential rental of

24 copper pennies a day).

Other people of interest

Taproom and brewery

Owned by a gap-toothed Magog in his forties called Orus.
He creates two types of ale: light or dark, and both are okay.
He gets good custom from the townsfolk. He also serves
simple food (stews or bread and cheese). He wants to build
an inn annex, but the mayor has refused because it will
attract more newcomers. He tells this to people seeking
rooms. He can however put people up in the tap room if
they don't mind sleeping on the floor. They will be walked
on in the night by Whiskers the cat, but it's him or the mice.
Orus charges 1 copper penny per night for this privilege.
They'll also be awakened at the crack of dawn by Jensen
the potman.

Prices (prices are +25% for non-burghers)

Mug (Y5 pint or 19c¢l) of ale (or cider, mead): 1 brass farthing
Tankard (pint) of ale: 3 brass farthings

Bottle of common wine: 4 brass farthings

Meals for a day: 3 copper pennies

Cask (8 pints) of ale: 20 brass farthings

Pitcher (5 bottles) of common wine: 20 brass farthings

N.b. 100 brass farthings = 10 copper pennies = 1 silver shilling

Bloom, blacksmith/armourer

Bloom is a young human blacksmith who was paid to
resettle here from Utnapishtim by the mayor after the

last blacksmith died three years ago. The town needed a
blacksmith and Bloom was an apprentice. He is of Avari
stock, but had lived in Utnapishtim since a child. He sells

a variety of standard weapons, but is forced to levy an
additional tax of 25% on non-burghers. He keeps a set of
ring and chain armour in stock, but heavier armours will
need to be commissioned and will take a couple of weeks
(50% deposit required up front). Bloom regularly visits Taya
at the House of Red Lanterns and is working up the courage
to ask her to marry him.

Ixisippian the Hegemonite, merchant

Ixisippian arrived in the last few months and is a burgher.
He runs his business from a warehouse near the docks.
Townspeople used to have to travel downriver with

goods and negotiate with merchants in Awelo, Magog or
Utnapishtim, but Ixisippian has offered better prices and
just pays for cargo space on the ship. He buys furs, ores,
salted fish etc and ships those downriver, and imports salt,
wine, and finished goods (like glassware). Ixisippian relies
on the Reeve, Cyric, for security. Ixisippian has friends in the
Utnapishtim bureaucracy and has standing instructions to
send word about anything that may pose a significant threat
or opportunity for the Hegemony. Ixisippian usually has
around 500 silver shillings hidden in a coffer under the floor,
and restocks this from money brought up by the ship after
sales. He keeps his profits at his guild bank in Utnapishtim.

25



26

Ixisippian can be a useful broker for items brought from the
High Moors. He has a warehouse where items can be stored,
and he can offer some immediate cash (up to 500 silver
shillings) or credit notes for items up to 3000 silvers in value.
Beyond that, he would need to act as a broker for his guild
because they have greater resources. Technically there is a
tax on exports of 5% payable to the mayor.

The Church of All Gods

This church holds shrines to all the main deities and is run
by List Ordway, an alcoholic human priest (notionally of
Mirrabulous) in his fifties. He's known locally as “Father List -
he’s always pissed!” (although not to his face).

List is a 6th level Lawful Cleric, but has no spells. List lost
his faith after his wife died of a canker. He came north to
try to redeem himself through missionary work, but failed.
He normally sleeps until noon and then heads to the tap
room. He holds services in the evening if he feels up to it
and if anyone turns up.

Heyst, the doctor barber

Heyst is a blonde stubbled human in his thirties. He is the
town’s barber and as close as they get to a doctor. He has a
pet dog that is always hanging around.

Heyst is actually a 2nd level Magic User (Int 16, Lawful),
although his spellbook was stolen by his criminal friends in
Magog. He still has Sleep memorised, but has not had the
money to write a new spellbook. Heyst keeps his magical
powers secret. The dog (Rufus) is his familiar.

The bakers

There are two bakers in town. Therid, a human, is the town’s
original baker and has a large shop employing ten people.
Therid's wares are simple e.g. rye and wheat loaves.

Swallow (“swallow that rises with the dawn”) is the town'’s
recently arrived halfling baker. Swallow has paid all the
taxes and jumped through the hoops to build a property
and open a business. Swallow creates amazing pastries and
honey cakes, but is largely shunned by the townsfolk who
have simpler tastes.

The House of Red Lanterns

This large house is a brothel run by a grossly fat dwarf

lady called Hippolyta. She has seven women working as
prostitutes (for the princely sum of 3 copper pennies).
Hippolyta’s girls are generally girls who got pregnant out of
wedlock. At night their kids are put to bed and the mums
are working. They all hope to earn enough for their kids to
head south when they grow up. During the day, Hippolyta’s
house offers daycare for some of the town’s children,

and the back garden is usually full of children playing.

The workers comprise:

Taya: human (Avari), 18, Cha 15
Haedde: human (Avari), 21, Cha 13
Yisu: human (Magog), 24, Cha 11
Saran: human (Magog), 17, Cha 9
Chinua: human (Magog), 23, Cha 13
Kai: halfling, 20, Cha 14

Parmenia: dwarf, 19, Cha 16

Jassk is a rat-like human from Magog (Thief 3) who
regularly visits the brothel or just hangs around.
Has an unhealthy obsession with Kai.

Jensen the pot man

A midden pit outside town where the town’s human

waste is dumped. This is managed by, Jensen is a 59 year
old human (Avari) waste collector. He comes around at
daybreak each morning and collects the contents of the
“pots” (chamberpots) and takes it on his stinking cart to the
midden pit outside town. In growing season he sells it to
the farmers. He has a contract with the mayor. Jenseniis a
cheerful fellow and always whistling or singing a sea chanty.
Originally a sailor, he fled north after murdering a prostitute
in Magog when her kinsmen came hunting him.

Durwyn the miller

Durwyn runs the flour mill powered by the river. He buys
wheat etc from the farms and sells flour to the bakers
and townsfolk.

Altan, cheesemaker

Altan is a sprightly old Magog in his seventies. He makes
a variety of excellent cheeses, including a fresh cottage
cheese, a hard yellow cheese, smoked cheese and goat's
cheese. He lives here with his wife, Erdeni. Altan fled
north decades ago after deserting from his tribe in the
City of Magog.

Retainers who can be hired in Hob's Lake

2 Olar, Magog Ranger 1, Lawful, AC 7 [12] (leather), HP 5,
Str 11, Int 13, Wis 10, Dex 14, Con 12, Cha 9, shortbow
(d6), sword (d8). Olar is a half breed Magog, his
Hegemonite mother having been kidnapped and sold
as a wife. A hermit by nature he has come north to learn
about the elves and find enough wealth to free his
mother from indenture. Accompanied by a pet owl.

3 Hasi, Magog Fighter 1, Lawful, AC 7 [12] (leather), HP
4, Str 9, Int 13, Wis 14, Dex 15, Con 11, Cha 11, iron-shod
staff (d6), shortbow (d6). Hasi is a Magog orphan taken
in by Mother Madhani (a female Fagin of sorts). Her real
name is Nekhii, but she has disguised herself as a man
while travelling alone. She has come north to find
treasure to pay for a cure for Mother Madhani’s iliness.

4 “Captain” Khadan, Magog Bard 1, Neutral, AC7 [12]
(leather), HP 3, Str 11, Int 10, Wis 8, Dex 12, Con 13, Cha
14, sword (d8), shortbow (d6). Khadan is a pirate who
claims his ship was stolen by his first mate. He has
come north to find treasure to buy a new ship (and to
hide from his previous business associates). He swears
constantly and sings sea shanties around the campfire.

5 The Vizier, Hegemonite Magic User 1, Chaotic, AC9[10],
HP 3, Str 7, Int 16, Wis 8, Dex 12, Con 14, Cha 11, dagger
(d4), spell (Sleep). “The Vizier” (he refuses to use any other
name) claims to be a nobleman here to discover lost
magic. He is actually a cultist in the service of The Worm
Gods hoping to steal the golden idol from Kurigalzu.
Bitterly complains about his elephant “Mahndi” being
stolen by thieving halflings on the way here.




6 Batu, Magog Thief 1, Neutral, AC 5 [14] (leather), HP 3, 14 Sophos, Dwarf Cleric 1, Neutral, AC 5 [14] (chain), HP
Str 10, Int 11, Wis 9, Dex 16, Con 8, Cha 13, dagger (d4), 6, Str 11, Int 10, Wis 14, Dex 13, Con 9, Cha 8, mace (d6),
Shortbow (d6). Batu has been sent north by his master sling (d4). Sophos is a cleric of the war god. He has
Nogai to infiltrate an expedition and report back to come north like Ibycus (see Zone 1 factions) at the
The Khutga (“the knife” i.e. the Magog City criminal behest of the Aegis Society, but his job is to infiltrate a
underworld) on anything of value on the High Moors non-dwarven expedition and pass knowledge of any
they should know about. discoveries back to his people.

7 Orson, Normal Human, Neutral, AC 9 [10], HP 3, Str 6, 15 Nabu, Hegemonite Fighter 1, Neutral, AC 5 [14] (chain,
Int 6, Wis 11, Dex 8, Con 13, Cha 9, club (d6-1), sling (d4). shield), HP 5, Str 11, Int 5, Wis 10, Dex 8, Con 9, Cha
Orson is a 13 year old human boy of indeterminate 13, spear (d6), shortbow (d6). Nabu is a quiet, calm
parentage. He came up on the Eanna as a stowaway a bearded man in his 20s. He is a good listener and is
few months ago and has been surviving by begging careful to hide his mental deficiencies by agreeing with
and stealing. He presents himself as a 16 year old whomever seems most important, irrespective of the
looking to join an expedition, although he has little in plan. He has come north to find work having heard of
the way of equipment. several expeditions heading this way.

8 Moon Rain, Halfling Fighter 1, Neutral, AC 6 [13] 16 Tassi-Sum-Bar, Hegemonite lllusionist 1, Neutral, AC
(leather, shield), HP 2, Str 9, Int 10, Wis 7, Dex 10, Con 8, 11 [8], HP 3, Str 12, Int 14, Wis 12, Dex 5, Con 7, Cha 10,
Cha 13, knife (1d4) or shortbow (1d6). Moon Rain has dagger (d4), Spell (Hypnotism). Tassi has a deformed
come north after a dispute with a love rival in Awelo. spine and a noticeable hunch, but has intense green
He wants to find riches and prove himself. He is reckless eyes. He says he has come north to unlock the lost
and prone to dark moods. magical secrets left by the elves, but is actually fleeing

9 Caduceus, Avari Cleric 1, Lawful, AC 9 [10] (shield), HP the knives of the Annunaki (Hegemonite secret police)
4,Str 9, Int 12, Wis 15, Dex 8, Con 5, Cha 11, staff (d4) after some indiscretions involving his hypnosis spell.
or sling (d4). A heavily overweight balding human in
his 40s. Caduceus is a scholar of folklore and wants to
explore the High Moors to learn more of their history
and the secrets of the elves. Wheezes while undertaking
any physical activity.

10 Bhutek, Magog Ranger 1, Lawful, AC 9 [11] (leather),

HP 4, Str 16, Int 15, Wis 9, Dex 8, Con 13, Cha 14, sword
(d8) or shortbow (d6). Bhutek is a trapper. He was badly
injured by a black bear, and he has a permanent limp
(hence the low Dex). He is smart and capable, and has
an irrational fear of bears.

11 Cerdic, Avari Barbarian 1, Neutral, AC 5 [14] (leather,
shield), HP 8, Str 11, Int 12, Wis 10, Dex 13, Con 13, Cha
10, sword (d8) or javelin (d6). Cerdic is here to kick ass
and find enough treasure to pay a dowry for a suitable
wife back home. He insists on fighting any humanoid
opponent in single combat, and gets in a rage if this is
not respected.

12 Ledas, Dwarf Fighter 1, Neutral, AC 3 [16] (chain and
shield), HP 4, Str 13, Int 14, Wis 11, Dex 14, Con 12, Cha 9,
spear (1d6+1), sling (1d4). Ledas has come north looking
for his brother, the assassin Theron (see location 26).

He wants to join up with an expedition to increase
his chances.
13 Altan of the black lung, Magog Fighter 1, Neutral, AC 4

[15] (chain), HP 5, Str 7, Int 12, Wis 15, Dex 13, Con 6, Cha
11, shortbow (d6). Altan is a scrawny looking individual
with a continuous cough. He claims he came north

for the clear mountain air and is feeling much better.

He knows he is dying but is hoping to find something
on the Moors that might save him. He stays at a distance
and uses his bow.
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The High Moors Sandbox

Structure of the sandbox

The tableland of the High Moors stretches for approximately
140 miles north-south, and approximately 900 miles
east-west. The Shining Ones inhabited the central region,

an area of approximately 600 miles east-west and 130 miles
north-south.

The High Moors campaign area can be broadly divided into
three zones. Each zone is mapped separately using 12 mile
wide hexes. The zones are:

Zone One: The Farms

This was where the majority of the elves’ human slaves
lived as agricultural workers ruled by a mid-ranking elven
overseer. It also contained the homes of Anghareth and
Mirrabalan, two important elven lords. It now contains
relics of the past and three races descended from the elves’
scientific experiments: the dogfolk, pigfolk and serpentfolk.
Like the whole region, this zone still suffers the aftereffects
of the cataclysm, and there are areas of warped space and
time, and slumbering elder evils.

Zone Two: The Temple District

The so-called ‘Temple District’ was actually the elves’
Science District and it is home to a number of laboratories
and dangerous relics. In particular, this region was used

to mothball some of the elves’ most devastating war
machines, such as the ‘Titans'. This area also holds the elves’
‘joining’ machine that allowed it to create new races, its
interplanetary ‘rift gate’, and its psychological programming
facility. It also contained the homes of Ferranil and
Narinlath, powerful elven lords. It also contains the wolffolk
race and a group of corrupted dwarves descended from
mining slaves.

Zone Three: The City Precincts

This region contains the Shining City, now shrouded in
mist and the source of disrupted space and time. It also
holds the tombs in which the elves interred their dead, and
some secret facilities such as the beacon. It is the home of
the owlfolk, and contains the fae domain of The Baroness,
a powerful hag. Also hidden in the west is a community

of intelligent slime-based lifeforms who escaped from

the ancients.

Gamesmaster’s overview of
the sandbox

Your players should be free to cautiously explore the High
Moors, and no particular progression or order to events is
required. That said, it may be helpful for you as GM to have
a summary of the sorts of things that may be uncovered.

It is also true that certain areas are simply more deadly and
are likely to be unravelled later.

As the characters first explore, they will come to understand
that the elves were powerful and evil, and that the other
races were in their thrall. This should be obvious from the
carvings and inscriptions in Zone One (loc 1, 18, 20) and
the prevalence of slave collars. Later they may discover

the soul draining machines (loc 11), the fertilizer machine
(loc 5), the machine for turning people into brass automata
(loc 19), the magic to transfer life force (loc 3), or the
soulbound sentinels (loc 28).

It should also become apparent that the cataclysm involved
the Far Realm, and that the repercussions of that event
destroyed the elves and can still be felt in the number of
aberrant creatures that still inhabit the High Moors (loc 2, 5,
7, 11,18, 20, 38, 48, 59), or a variety of strange phenomena
(loc 8, 10, 37, and the Shining City).

As they characters explore further, they will learn (loc 20,
54) about the elves's victorious wars against the dragon and
orc empires, and they will have the opportunity to see first
hand some of the devastating weapons that the elves had
available to them, such as the zombie plague (loc 20), the
Titans (loc 26), the undead army (loc 32), and the Sphere of
Annihilation (loc 33).

It should also become clear that the elves not only enslaved
other races, but were responsible for creating many of the
races (loc 24) for particular purposes. More shocking should
be the revelation that the characters are themselves the
ancestors of these slaves, and they still carry psychological
programming implanted by the elves (loc 21, 36, 51).

A further shock should also come if the characters are able
to pull together the clues (loc 3, 20, 29, 35) and realise that
the accepted pantheon of gods are in fact based on the
elven lords and slavers who held their ancestors under their
boot heel. But a spark of genuine divinity, a dream given
flesh by the devotion of their enslaved ancestors, awaits
discovery and service (loc 18).

As the characters continue to unravel the mysteries, they
will come to hear about The Crucible. They should be able
to piece together that the elves planned to use this machine
for manipulating Far Realm energy to ascend to godhood.
On a more personal note, they can learn (loc 60) that the
elven leader Celebrand was unhinged, and planned to
betray his own people (who he considered decadent



and unworthy) and take the power for himself. The catalyst
for this was the success of the beacon (loc 41) in contacting
the offworld ancients (the elves’ forebears), leading
Celebrand to seek the power for himself.

Several of Celebrand’s peers suspected him of treachery,
and the three conspirators, Anghareth, Narinlath, and

Lady Ferranil created an extra-dimensional space (loc 20)
where they could meet in private. This still lies accessible in
Angahreth’s castle dungeons if the three copper keys (each
once held by a conspirator, now at locs 14, 35 and 46) can
be found. Ultimately, when they heard that Celebrand had
descended alone to The Crucible, they correctly suspected
the worst. They pursued him to The Crucible (loc 62, the
engine of the crashed ship of the Ancients, deep under
the Shining City). There, a battle ensued. Celebrand was
ultimately triumphant and killed the three conspirators,
but not before they had critically damaged The Crucible.

The damage to The Crucible created an immensely powerful
time dilation effect that was stronger the closer to The
Crucible one is. While in the Known Lands these events are
800 years ago, the time dilation is so powerful at The Crucible
that for Celebrand a mere eight minutes have elapsed. A party,
armed with the information from the extra-dimensional
space, could breach the barrier (loc 61), descend below and
kill Celebrand. In so doing they themselves will be subject to
the time dilation effect and when they emerge thousands of
years will have passed (epilogue).

This can either be an opportunity to start a fresh sandbox,
or the characters could use the silver cone (loc 51, assuming
they stole it from the Mandarians) to travel back to their own
time. (If they do that you might want to have the time travel
effect accompanied by a sound of tearing metal and weird
lights. You could then land them back in the forest during
that first journey that they took up river. It provides for a
pleasing completeness, although they would have to hide
from their earlier selves to avoid destroying the timeline!

Finally, it is worth noting that the motif of the High Moors is
“things man was not meant to know”. Many of the things that
the characters or other factions can find and try to exploit
may lead to disaster for the Known Lands. This is exemplified
through Angus’ battle to contain the Titans (loc 26), the
potential for spread of a zombie plague (loc 20), control of

a tyrannical weapon such as the satellite weapon (loc 51),
zombie army (loc 32, 60), or the Iron Dragon (loc 54, 56),

or the accidental release of the infesting Vermiis (loc 59)

or the Bottled City (loc 51).

Elven steel

The elves had access to advanced metallurgy, and their
dwarven slaves mined many rare substances. One of their
discoveries was “elven steel” (i.e. titanium). Harder than
steel, elven steel is immune to corrosion in most situations
although it does attract a tarnish. (Titanium oxidises in air
forming a protective coating that prevents corrosion, even
over centuries.) Elven steel can be worked like any metal
in a forge (it has a slightly higher melting point than steel),
and is not generally magnetic. It is approximately 60% the

weight of an equivalent volume of steel. It is valuable in its
own right — one pound of elven steel is worth 1 silver shilling.
Weapons made of elven steel are slightly better quality than
steel equivalents, and can add a non-magical +1 damage
bonus. Metal armour made of elven steel has an additional +1
non-magical AC bonus (this bonus does not apply to shields).

Elven steel slave collars can be found throughout the High
Moors. These are usually tarnished and marked with runes.
The runes are elven markers and indicate which elven family
owned which slaves. Each slave collar is closed by means of
an Wizard Lock spell, which means that picking the lock is
impossible. Each normal slave collar is made of two pounds
of elven steel unless otherwise noted.

Encounter difficulty

The High Moors is intended to be an open sandbox, and
thus it is not a story game comprising a series of level
appropriate encounters. Characters will need to be cautious
and not tackle threats that they cannot handle, and they
should be ready to run away. On the other hand, as the GM
you need to telegraph that certain creatures seem to be
especially fierce, and to give the characters the choice about
whether or not to engage rather than dropping them into
situations that are fatal.

To help you to do this, it is suggested that you compare the
total party levels of your characters with the total hit dice of
the monster or monsters. If a monster has an asterisk next
to its hit dice, treat its hit dice as being 50% higher.

If the total hit dice are 30-50% of the total party levels, then
the encounter should be a reasonable one. If the hit dice are
50-70% of the total party levels, you may wish to hint that
the encounter may be dangerous. If the hit dice are 100%

or greater than the total party levels, then you may wish to
telegraph that the party is facing a deadly encounter e.g.

by describing how fearsome the monster sounds or looks.

If the characters still decide to press on, then that is their
own fault!

Random encounters in the
High Moors

Chance of an encounter

There is a 2 in 6 chance of an encounter per hex passed
through. There is also a 1 in 6 chance of an encounter for
each 6 hours spent at a location.

01-12  Weather event

13-24  People

25-37  Monsters

38-50 Beasts

51-65  Mishap

66-80 Geographic feature/challenge
81-90 The Weird

91-100 Roll twice and combine
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01-15  Heavy fog: if the characters press on, treat as lost 01-10  Roll on Monster Table for Zone Two
on the mishap table. 11-25  Villakorsh is encountered while he is creeping
16-30  Heavy storm: driving rain and gale-force winds about (see location 20).
batter the party if they don’t seek shelterfor 1d10 6.70  Brass automata: 1d6 brass automata (50% chance
hours. If the party presses on, they must (for each hostile, 50% chance indifferent): see below
3 hours the storm lasts) each make a Constitution for statistics.
ability check or suffer 1 hp damage. 71-85  1d6 Vespidae flying around looking for prey
31-45  Heavy rain or snow: lasts 1d8 hours. Muddy or (see location 11)
. - o
slippy conditions reduce movement speed by 50%. 86100 Reallom Mo Tabla for Zoma Thiea
46-55  Electrical storm: as ‘heavy storm’, but also a 1/20
chance of each character being hit by lightning for
8d6 damage. 01-10  Roll on Monster Table for Zone One
56-60  Dust storm/sand storm: visibility 10-60 feet, 11-35  Animal (roll on wild animals entry above) infected
movement reduced to 25%; lasts 1d4 hours. with the blue crystal techno magic virus
61-80  Drizzle: lasts 2d10 hours. After each day’s travel 36-55 Dwarven reavers looking for victims: 1d10
make a Constitution ability check or suffer -1 to hit (see location 30).
andhdamage until they complete a nlghtfs rest. 56-89 Iron Sentinels (1d6 hostile: see location 28)
- i i . [0)
81-100 High winds: movement reduced to 50% for 90 - 100 Roll on Monster Table for Zone Three
1d6 hours
) . Note: If the beacon (see location 41) has been
o120 ?ogfolk pat'rol. 6r1de 'dogfolk (Se.e location 16) overloaded, treat all rolls between 11 and 89 as a Far
21-40  Pigfolk warriors: 2d6 pigfolk looking for trouble Realm Incursor (see location 41 for statistics).
(see location 14) ' o f
41-55  Serpentfolk foragers: 6+1d6 serpentfolk out 01-10 . Roll on Monster Table for Zone One
foraging or patrolling (see location 6) 11-35  Reists: The characters encounter a troupe of 1d3
: ; : Reists. These small red monkeys are no bigger
56-70  Cartimandus'’s group: Cartimandus, Fergus, . .
. . than 12 inches long, but have skinless faces and
Fion and 10 Avari mercs. ; - .
: : : powerful telepathic abilities. They will ambush the
71-85  Kurigalzu's group: 4+1d4 Hegemonite soldiers party with their psychic hallucinations and then try
(plus 5-0% cha‘nce of an elephant and 50% chance to feed. The Reists are actually native to a different
of Kurigalzu (likely riding an elephant)) universe, but the first ones were brought here by
86-100 Ibycus's group: (50%) 2-5 dwarven warriors or the elves’ experiments at location 44. See below
(50%) Ibycus and 10 dwarven warriors (2 more for statistics.
back at camp) 36-55  Blind mutated polar bear. It only hunts at night by
scent and is very stealthy. If encountered during
the day, roll again. It has a mutated bony face that
01-20  Wolffolk pack (1d4 wolffolk) lacks eyes. It has covered itself in dark dirt and
21-40  Verak’s group: 1d3 Magic Users and 1d6 Magog filth as camouflage, and attacks at night using its
fighters mounted on horses (50% chance Verak blindsight. It will attempt to kill and carry off either
replaces one of the Magic Users). the sentry or a horse. See below for statistics.
41-65  Group of Angus’ bearfolk looking for captives. 56-89 Characters see a dead body lying on the ground
Will pretend to be friendly. Dougal and 4+1d6 ahead. It is a dead dogman with their head roughly
bearfolk warriors. severed (possibly by a sword) and lying several
66-85 Iron Sentinels (1d10 rebels: see location 28) inc(?es away. -Lhe dolgman Iookshseveral days dead,
- : : : " and wears a shiny silver torc on his arm. This is in
86-100 Giantkin patrol: see below for statistics. fact all an illusion created by a Far Realm ambush
predator, the Myopsida. The Myopsida looks like a
01-30  The Company of the Blue Feather (all 8 halflings) giant translucent sqwd, but it buries |ts' body in the
ground (mouth upright), and conceals its tentacles
31-60 Vadim and Borislav the giants and their grizzly bear in the topsoil. When a creature is fooled by its
61-90  The Men of the Stag (50% full group, 50% 1 illusion and comes within five feet, the illusion
lieutenant and 6 men) vanishes and the tentacles erupt all around the
91-100 Roll twice and combine victim. See below for statistics.
90-100 Roll on Monster Table for Zone Two




01-10  Wild cats: these are feral domestic cats descended 01-30  Characters encounter a high ridge and need to
from the pets of the Shining Ones. They don’t trust ascend (50%) or descend (50%). This requires each
or like humanoids. character to climb with the appropriate equipment.

11-25  1d10 Wild sheep Failure leads to a fall inflicting 6d6 damage.

: : The ridge extends 1d6 miles in either direction if

26-40 1d10 wild cattle or caribou the characters would rather circle around. Add the

41-50  black bear ridge to the map as it is a permanent feature.

51-60  wild boar 31-50  Encounter an area of swampy, boggy or peaty

61-70  1d6 wolves ground: movement speed reduced to 50% for

71-80  Cat, great (mountain lion) 1d10 miles. Add this feature to the map as a

81-90  1d10 wild horses perm'ar;ent feat.u:;e. p :

91-100 1-2 Behemoths (triceratops) are encountered with 2155 Area |n.ested WIF swarms of biting midges,

. . mosquitoes or flies.

blue bodies and orange heads. They are hostile :

and carnivorous. They escaped from location 44. 56-60 Party encounters a region of harmful plants/

See below for their statistics. bushes. If moved through, lightly armoured
characters suffer a bad rash reducing Dex by 3 for
1d3 days.

01-10  Food spoiled (50% of the party’s food is destroyed ~ 61-65  Flash flood: a previously minor river has flooded
e.g. by falling into water, falling off a pack animal, and is now one hundred feet across. It is also
disease, insects, or premature rot). moving fast (6mph). It subsides after 1d6 hours.

11-35  Party lost: roll 1d12 for direction to determine 66-75 Path is blocked by a small lake or pool 1d6
the party’s actual location. A Ranger or Druid may miles in diameter. Add this to the map as a
be able to determine their actual location. permanent feature.

36-46  One character sprains their ankle (e.g. by a fall or 76-78  Wildfire: the underbrush and trees are burning up
stepping in a rabbit burrow). Party movement ahead. The fire covers 1d4 miles in diameter, and can
speed is reduced by 50%. Sprain can be cured with be detoured around. If the party press through, then
3 HP of magical curing. they must make a save versus breath weapon or

47-57  Fall: one character falls (e.g. into a sinkhole, well, suffer 2d6 damage from fire and smoke inhalation. -
old mine, from a tree, or down a slope) and takes 79-100 Ground split by a crevasse 10-80 feet across.
2d6 damage. Descends 40+10-40 feet. Crevasse extends 1d3

58-68  Plunge: one character falls into cold water (pool, miles in each direction.
river, swampy ground). Requires 1 hour and a fire
to warm up. If they press on regardless, the victim . _
must make a Constitution ability check every hour ~ 0120 The wall between dimensions ebbs and flows
or lose 1 HP (until dry). since the cataclysm. The area around the

69-74  One character suffers 1d4 frostbite (or sunburn if charactgrs suddenly becomesj a thin spot between

. dimensions of 1d6x100 feet diameter: anyone
appropriate) damage. L . -
crossing is subject to attack by a ripper shoal
75-80 gne character breaks their ank:je indholedokr) rabbit (see location 20, room 9)
urrow: party movement speed reduced by 50% 2 : ; ;

(and character needs a crutch). Can be cured with 8 21-26  Strange lights in the sky for 1d10 minutes.

HP of magical curing. 27-30  The party slips into a region bordering a parallel

81-85  Animal (e.g. a bird, bear, monkey, squirrel) steals an . reality. Replace one of the characters with their
. . ) . backup character, or simply remove them. The party
item from the party and flees. Animal is otherwise : .

. all remembers that the character died some time ago.

non-hostile. o

: After a few hours the missing character returns and

86-90 Party disturb a hornets’ nest and are attacked the party realises how weird that whole thing was.
by a sv'varm. . . _ 31-36  Three dead adventurers with brains cut out

91-100 Mudslide/landslip: while party are travelling (victims of the Bearfolk. See location 26, area 14,
dowln a.slope,:fheyctjrigdger a Iandscljip. Savg veoll'sus ; for ideas of who these might be).
paralysis or suffer 1d6 damage and restrained unti 37-41  aghost appears (perhaps a deceased character)

20 Str total is used to free them.

and utters a strange warning or riddle and then
vanishes (e.g. “When you can't escape, find the

heart. Six keys bind it."-a reference to location 60).
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42-50 A parallel universe intrudes. A new member of the
expedition is present (Lachlan, a bearfolk druid).
(You may like to just start joining in the party's
discussions as the NPC Lachlan...). When they
question it the characters recall Lachlan clearly
and know he has been with them the whole

time. After a few hours Lachlan is gone and the

characters suddenly realise how bizarre that was.

51-56  the characters all now speak different alien
languages for the next 1d12 hours, and will have to

find some other way to communicate.

Dead bodies ((1d4) 1: 1d10 dwarves, 2: 1d4 iron
sentinels, 3: 1d10 wolffolk, 4: 1d4 bearfolk)

the party suddenly finds that they cannot recall

the last 6+1d6 hours (move them on from their
previous location).

57-62

63-70

71-80  Massive Far Realm beast appears towering
overhead. It's body is Gargantuan, and it walks on
stilt-like legs. It will ignore the characters unless
attacked. If it attacks it attacks with a THACO of
10 and doing doing 3d10 damage with its stilt-like

legs. It fades away after 1d4 rounds.

81-90
91-100

the party comes across a well. It is bottomless.

one of the party spellcasters finds 1d3 memorised
spells no longer memorised. They are now written
on their skin like a bizarre crawling tattoo

(-2 Charisma). These spells can be cast like spells
on a scroll, after which they vanish. The forgotten
spells can be re-memorised normally.

Monsters

AC 1[18],HD 2 (16 hp), Att 2 x brass fists (1d6), THACO 18 [+1],
MV 120’ (30"), SV D12 W13 P14 B15 S16, ML 12,
AL Neutral, NA 1d6, XP 20.

> Immunity: immune to effects that affect living creatures
> Aggressive: always attacks

Giantkin patrol

This patrol consists of Morravin, a twenty five foot tall giant
and 1d6 ogres. They are looking for fiends that might have
escaped from the Upper Rift. The giant is armed with a huge
steel maul. He is also (1 in 6 chance to notice) wearing a silver
ring set with a black jewel with a swirling smoky interior.

If the party has the other black jewel ring (location 1A), the
giant will stop and parlay. The ring he wears was handed
down from his mother, and from her mothers before her.
He was told it was one of a pair. He will ask for the ring, and
will attack if it is not surrendered. He will be interested in
the location of the bones and will go and recover them.

He may make a deal for the information, or may consider
the characters friends if they help for no reward.

AC 5 [14], HD 10 (45 hp), Att 1 x Maul (4d6) or Thrown Rock
(3d6, up to 200ft), THACO 11 [+8], MV 120’ (30'), SV D6 W7
P8 B8 S10, ML 9, AL Neutral, XP 900.

Ogres (1d6)

AC 5 [14], HD 4+1 (19 hp), Att 1 x Club (1d10) or Thrown
Spear (1d8), THACO 15 [+4], MV 90’ (30’), SV D10 W11 P12
B13 S14, ML 9, AL Neutral, XP 125.

Behemoths (1-2)

AC 2 [17], HD 11 (49 hp), Att 1 x gore (3d6) or 1 x trample
(3d6), THACO 11 [+8], MV 120’ (40"), SV D10 W11 P12 B13 S14,
ML 10, AL Neutral, NA 1d2, XP 1100.

> Charge: on first round if closes at least 60 feet, inflicts
double damage with gore.

> Trample: 3 in 4 chance of trampling each round. +4 bonus
to hit human or smaller sized creatures.

AC 4 [15], HD 2+2** (11 hp), Att 1 x bite (1d3 or 1 x psychic
hallucinations or 1 x drain intelligence), THACO 18 [+1], MV
150’ (50’), SV D12 W13 P14 B15 516, ML 8, AL Chaotic, XP 45.

> Drain intelligence: by touch can drain 1 point per round.
Drained intelligence returns at a rate of 1 point per day.

> Psychic hallucinations: cause one target within 60’ to
make a save versus spells or experience a hallucinatory
reality while they stand immobile and helpless for 1d6
rounds. This can appear as anything, but will usually be
horrible and drawn from the victim’s memories

> Aggressive: always attacks.

Blind mutated polar bear

AC 7 [12], HD 9+3* (44 hp), Att 2 x claw (2d6) and 1 x bite
(2d6), THACO 11 [+8], MV 120’ (40’), SV D8 W9 P10 B10 S12,
ML 10, AL Neutral, XP 1600.

> Ambush: when lying in wait, or moving stealthily at night,
it surprises on a 1-4 on d6.

> Back-stab: when attacking an unaware opponent,
receives a +4 bonus to hit and doubles any damage.

> Aggressive: always attacks
Myopsida
AC 7 [12], HD 7* (32 hp), Att 1 x strangle/squeeze (2d8),

THACO 13 [+6], MV burrow 120’ (40"), SV D8 W9 P10 B10 S12,
ML 7, AL Neutral, XP 850.

> Manifest illusion: the Myopsida creates a convincing
illusion to lure prey to come to it. The illusion is not
physical and objects go through it. If a victim comes
within 5 feet of the illusion it will attack, surprising on a
1-4 on d6.

> Swallow whole: on an attack roll of 4 better than
the number required. Victims take 1d8 acid/crush
damage per round. They can attack at -4 with a short
stabbing weapon.

> Aggressive: always attacks
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The High Moors

Zone One: The Farms

Factions of Zone One
There are three factions currently active in Zone One.

Kurigalzu, Emissary of Utnapishtim

Ten years ago the first expedition to the High Moors had
one survivor. That survivor recovered a golden idol which
made its way back to the Hegemony of Utnapishtim.

The idol changed hands several times before ending up
in the custody of Kurigalzu, a senior official responsible
for antiquities.

Kurigalzu (lawful neutral) has owned the idol for three
years, and over that time he has become increasingly
obsessed with it. He started to develop a wish to come to
the High Moors, feeling a strange pull. More recently he
has started to dream of a strange temple in a red desert
and knows that he must come to the High Moors to find it.
Using his contacts in the bureaucracy of the city state he has
arranged an officially sanctioned and funded expedition,
ostensibly to find relics with military or monetary value.
Kurigalzu, recognisable in his intricately embroidered red
robes and red turban, is accompanied by a small number of
servants, and has a detachment of 20 Utnapishtim warriors
and 4 elephants. If the characters are friendly he may invite
them into his tent for tea to find out what they have seen in
the ruins. He may reveal that he is looking for something of
red crystal and will pay for information.

Kurigalzu'’s mission is also in part a cover for the Annunaki.
The Anunnaki are a secret order of Hegemonites dedicated
to protecting the god-king Hammurabi. They view
Hammurabi as the divine chosen of the sun god Celebrand.
One of Kurigalzu’s servants (lltani, 1st level Paladin of

the God King) is in fact an agent of the Annunaki, and is
passing messages to them. The Annunaki are interested

in anything that poses a threat to the god king. A small
team of Annunaki (Uppulu, 3rd level Paladin, and 6 1st level
paladins) hide in the forest south of the High Moors plateau.

Ibycus, dwarven priest of Mirrabulous

Ibycus is a dwarven priest (5th level cleric, Lawful) of
Mirrabulous, the god of art and craft. He is here as an

agent of the Aegis Society. The Aegis Society is a secret
society within Marzani society made up of pragmatists.

The pragmatists want to find any weapons in the High Moor
that may help them to protect Midea. The pragmatists

are generally opposed by the idealists in Marzani who

are currently in the ascendant and who are opposed to
greater militarism.

Ibycus has a cover story which is that the church of
Mirrabulous in Midea has purchased fragments of glassware
recovered from the High Moors. These fragments display
techniques in glassware (mosaic glass, gold glass) that

no one understands, and the church wants to recover

the knowledge of these techniques for their god. They are
searching for one of the elven glassware workshops,
although they have no idea where they may find one.

Ibycus is a dark-skinned red robed bearded dwarf with
golden mace. He is accompanied by 12 other dwarves in
red breastplates and carrying golden-tipped pikes.

The Northern River Trading Company

Cartimandus is a goblin trader (Chaotic). He is a member of
the Cult of the Shivering God, and a demon-worshipper.
Cartimandus became sick of the “combine” system of

Muki society, and wanted to achieve personal power and
success without having to surrender everything to the
collective. He left and established his own trading company.
Things didn’t go well, and over time he had to make darker
choices to avoid failure. Eventually he was recruited by the
Cult who offered him support and a shortcut to success.
Cartimandus never meant to join a demon-worshipping
cult, but is willing to do anything to prove that he can
succeed without the combine.

He has been sent here by his cult leaders to unlock the
secrets of the brass automatons that roam the High Moors.
Indifferent to the human cost, the Cult sees the technology as
a means to build an army and to gain influence. He is protected
by two other cult members: Fergus, a grizzled bearfolk warrior
(3rd level Fighter, Chaotic), and Fion, a female goblin magic
user (2nd level, Chaotic). As Fergus looks down on women,
there is no love lost between them. Cartimandus also has a
company of 10 Avari mercenaries in his pay.

In fact the demon lord that the Cult of the Shivering God
worship does not exist. Real fiends have no interest in being
worshipped and have no supernatural powers to grant (see
‘Planes in the High Moors’ above). But the Cult’s self-belief
is sufficient to grant them access to Clerical magics.

They favour the Knowledge and Trickery Domains.

Activities of the factions

Week 1

Kurigalzu searches Zone One locations looking for
signs of the moongate. Kurigalzu and his men explore
mostly the northerly locations, such as the plantations,
slaughterhouses, slave residences and the machine.

Ibycus and his group arrive in Zone One and search various
locations, such as the ruined fort and slaughterhouses.

Week 2
Kurigalzu has a skirmish with some pigfolk, and makes
friendly contact with the dogfolk.

Ibycus discovers the Glass House of Mirrabalan (location
3A). Ibycus has his face ripped open by Mirrabalan, and

his terrified prayers to Mirrabulous are recognised by the
creature as referring to him. The entity ‘alters’ the dwarf
and Ibycus goes mad. Realising his whole life has been a lie,
Ibycus becomes a devoted cultist of Mirrabalan.

Cartmandaus arrives and his group search for examples of
brass automata, which are captured and disassembled.

Week 3

Kurigalzu searches the ruined villa (location 12) for

the second time and discovers the basement and

gate. Three men are killed by the glyph of warding.
Kurigalzu’s men now start searching for the red gem key.



They revisit previously searched locations to search more
thoroughly. They find all of the items that can be found at
the slave residences and plantations (unless already found).

Ibycus’s men guard the earthmote (loc 3) from intruders
while Ibycus recovers. Ibycus tells them that he has found
the weapon that the Aegis Society needs to protect Midea.

Cartimandus searches for and manages to locate the
original location of the machine (location 19). They move
their camp to this location from location 4. They are
unsuccessful at tracking the machine.

Week 4

Kurigalzu opens the moongate and finds Othiet. He agrees
to find the Clave, and comes back through the moongate
(closing it) and heads west to Zone Three.

Ibycus, who has adopted a smoky glass(steel) mask, leaves
the High Moors and heads back to Midea. He and his
group travel by foot the 800 miles across the Thornlands
(33 days required).

One of his men, terrified by what he has witnessed on the
earthmote, runs away. Any subsequently rolled random
encounter with Ibycus or his men will be with this dwarf.

Cartimandus’ group head to the serpentfolk village to try
to buy access to the machine’s location. They are rebuffed.
Cartimandus’ group continue talking to the serpentfolk
and trying to get them to agree. They are camped outside
the village.

Week 5

Kurigalzu reaches the Shining City (Zone 3), and begins
searching for the Clave. After several short forays, he has
lost most of his soldier escort. Kurigalzu and his 2 remaining
soldiers explore the government building (location 59). He is
unable to breach the vault defences, and he and his men are
infected by the Vermiis. They return to camp and infect their
servants, including lltani.

Cartimandus’s group attacks the serpentfolk. They destroy
a levee causing a flood in the village at night, and attack
killing a number of serpentfolk, and taking a number of
serpentfolk children as hostages.

The serpentfolk lie, telling Cartimandus that the machine
has been hidden in the Mist Shrouded Bog (location 22).
The serpentfolk shaman is forced to lead them into the bog.
Neither the shaman nor Cartimandus’ group ever return.

Week 6

Now aware of the interest of the Annunaki (after infecting
[ltani), the infected Kurigalzu and company leave the
High Moors and locate the Annunaki camp. They attack
the Annunaki and infect all of them, except one paladin
who flees.

Week 7
Kurigalzu and the infected Annunaki travel back to
Utnapishtim. They take the boat downriver.

The surviving paladin (Ishtu) will initially look for aid in
the High Moors, potentially approaching the characters.
Failing that, Ishtu will travel back to Utnapishtim and
attempt to warn the city.

Week 8

Back in Midea, Ibycus begins to establish a new secret
church to Mirrabalan, dedicated to the destruction of
beauty. He has been given access to life transfer magic by
Mirrabalan. He uses this to gain influence and followers in
Midea. This does not end well.

The Cult of the Shivering God sends a further party to
unlock the secrets of the High Moors, who will arrive in
week 12. They will begin by attacking any groups that
opposed Cartimandus’s group, such as the characters or
the serpentfolk. They will comprise a Magic User and 6 Cult
Fanatics (see additional factions Annex). The serpentfolk
may seek the characters’ aid if they are on good terms.

Week 9

Kurigalzu has arrived in Utnapishtim with his Vermiis hosts.
Their plan is to infect more senior officials over the next
few weeks until they are able to access Hammurabi the
God-King. Hammurabi is also then infected. The Vermiis
continue to breed and take over officials, courtiers and
guards in the ziggurat. Eventually they begin to assimilate
the population of the city itself.

Locations in Zone One
(locations 1-23)

The Winding Stair

At the source of the Attavar River rises the tableland

called the High Moor. At the foot of the plateau are coarse
grasslands. Next to the roaring waterfall that plummets from
above, a stone stair is cut out of the rock of the cliff. It rises up
600 feet to the top of the plateau in a series of switchbacks.

The stair is 10 feet wide, and the stone is slick from spray
and somewhat slippery. A crude stone handrail has been
cut into the cliff that runs up alongside. Anyone engaged in
combat on the stair may slip or fall.

1. Guard tower

The shell of an old guard tower. Carvings and a hidden
lever can be found within.

Exterior: Fifty feet from the edge of the plateau stands a
ruined watchtower. Its roof, windows and door are gone,
but the tower’s walls of well crafted stone blocks are
mostly intact.

Interior: The open doorway leads into a circular space

of twenty feet in diameter and the tower rises fifty feet.
The internal floors and walls are no longer intact. It looks
as if it had four stories originally. It provides a good place
to camp and shelter from the elements, and there are signs
that it has been used as a campsite in the past.

Climbing up the interior: twenty feet up, the stone walls
are marked with carvings that show bearfolk armed with
spears. The bearfolk appear to be the proud protectors

of tall slim humanoids in robes or dresses. There are also
carvings showing the bearfolk engaged in military activities
(duelling, marching). One carving shows bearfolk killing a
number of other unarmed humanoids (humans, dwarves,
halflings) while a slim humanoid looks on.
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Searching the tower: A thorough search of the tower floor
taking at least an hour may discover a loose stone floor
slab. It conceals a tarnished silver (elven steel) lever. With a
total Strength of 30 it is possible to operate the lever which
causes an audible grinding noise from the direction of the
waterfall (see 1A).

If camping at night: At night, the night sky and stars visible
through the top of the tower do not match those outside.

1A. Cave and tunnel behind waterfall

The lever reveals a cave hidden by the waterfall. It holds
the bones of a slave giant and a magic ring.

Exterior: The lever hidden in the watchtower causes a stone
slab to slide out of the cliff face and interrupt the flow of the
waterfall at its edge. The slab forms a sheltering roof that
reveals a previously concealed ten feet wide cave mouth.

A wet, cliff path leads thirty feet from the stair to the cave.
The cave tunnel runs 50 feet into a dark cavern (70'x 50').

Interior: The cavern is occupied by the mineral-coated
bones of a twenty foot tall giant. Around its neck is a huge
ring of elven steel marked with runes. On one finger bone it
has a large tarnished silver ring. Lying close to the giant is a
huge mineral encrusted wooden club. Carved into the rock
wall is some strange writing.

The giant slave collar: weighs 25lbs. Rune marked and
Wizard Locked shut.

The silver ring: tarnished, set with a black jewel with a
swirling smoky interior. The jewel is strangely warm to the
touch. Apparent value 1000 silver shillings. Magic: one of a
pair. Both wearers can sense the health of the other wearer
at any distance. The other ring is currently attuned to a
living giant (see random encounters, above).

The strange carving: a love poem written in giant tongue.

Searching: hidden in a crevice is a silvered dagger with a
blue topaz jewel in the pommel (1000 silver shillings).

2. Ruined Fort

A ruined log-built fort once manned by the bearfolk soldiers
of the elves. Buried here is a fog demon and a magic speatr.

Exterior: This was clearly a compound of some kind a long
time ago, but there is little to see now. The remains of a
stout log wall can be seen here or there. There are hints

of various outbuildings. At the centre is a large mound of
moss-covered logs (40’ across, 20" high). It appears that the
logs may have formed a structure at some point (a fort).

Searching the grounds: for every two hours spent
searching (remember to roll for random encounters)
the characters discover something (1d8):

1-2: 2d6 elven steel slave collars (the wearers long
having decomposed; 2lbs per ring)

3-4: a gold ring with a semi-precious stone carved like a
bear’s face (worth 750 silver shillings)

5-6: a drinking horn of bone with a gold rim (worth 50
silver shillings). It has carvings of bearfolk cavorting
in scenes of sexual excess along the sides. It has
survived by being buried under peaty turf.

7-8: a bright yellow pennant flag with a strange
symbol on it. It appears to be made from a shiny
unknown material. It could be attached to a pole
to make a standard. Whoever carries the flag
experiences strange and vivid dreams of victorious
battle (gain 1 reroll of a single 1d20 roll e.g.
save, ability check, or hit roll the first time carried).

The mound of mossy logs: The logs are too damp and
rotten inside to burn very much. Logs could be hacked at
with axes and pieces lifted free. By this method explorers
could start to excavate the mound, although it would take
1d6 hours for each of the three potential discoveries:

(1)  Preserved in a pocket of compressed logs they
discover the smashed, discolored bones of dozens of
bearfolk and rusted spearheads (along with 42 intact
slave collars). There is a jewelled goblet (500 silver
shillings) and a silver arm torc (350 silver shillings)
amidst the wreckage.

(2) The bones of a 25’ giant. The giant’s skull appears
deformed and twisted and the bones of the spine flare
out bizarrely. Many of the bones are broken. It had a
huge slave collar (251bs elven steel) around its neck.

A few minutes after excavating the giant, the dread outer
dimensional spirit that possessed it and led it to attack the
bearfolk barracks awakes (see below). The swirling grey
fog-like entity will emerge with burning eyes like stars. It will
animate the broken bones of the giant and the bearfolk

into a great twisting serpent. It will attack physically

until disrupted, and then attempt to possess one of the
party members.

(3)  Further exploration of the mound of logs uncovers
a spear with a shiny untarnished spearpoint in a leaf
shape. This is the Unerring Spear and is magical.
Any attack made with the spear automatically hits
unless the attack is at a penalty. If the attack is at a
penalty, then the wielder rolls to hit in the normal way
(without the penalty). The spear counts as a magical
weapon, although it has no numerical bonuses.



Animated Bone Serpent

AC 7 [12], HD 3* (13 hp), Att 1 x rending bite (1d6) or 1 x
break bones, THACO 17 [+2], MV 120’ (40"), SV D12 W13 P14
B15 S16, ML 12, AL Chaotic, XP 50

> Break bones (x 1 day): the target must make a save versus
petrification or suffer 1d4 broken limbs. Each broken limb
causes 1d3 damage.

> Relocate: instead of movement, the bone serpent scatters
apart and relocates to a new location up to 30’ away.
It can do this even if in melee.

> Immune: to effects that affect living creatures, such as
Charm and Sleep.

> Aggressive: always attacks

Once defeated: once its vessel is destroyed the incorporeal
rage entity will attack. Its selected victim must make a

save versus spells or be possessed. The possession can be
removed with a Remove Curse or other appropriate spells.

If the entity is removed from its possessed victim (or they
are killed or rendered unconscious), it will float above the
characters as a visible presence. In its immaterial form it

is immune to normal weapons, although it can be driven

off (but not killed) by 20 points of damage from spells or
magical weapons. If not driven off, it will stalk the characters
from this point forward, and feed off the deaths of anything
they kill (and it will be obvious about it).

3. The Block of Stone

A huge stone block and hook. An invisible chain rises 150
feet to an invisible floating earthmote.

Exterior: Characters here see a large stone block with a
huge upward facing hook of elven steel covered in tarnish
and lichen. (This is very similar to locations 8 and 11.)
Characters will hear a strange creaking noise near this
location.

What is going on: The hook is a mooring point attached

to which is an invisible chain of elven steel that rises one
hundred and fifty feet into the sky. It is attached by way of
an articulated joint on the last link (like a carabiner), but that
has fused shut over the centuries.

Climbing the chain: To free-climb the invisible and
relatively smooth chain to a distance 150 feet up is
difficult (-10% to Climb Surfaces rolls). Failure is at the
GM’s discretion. You might decide they make it but drop
something valuable, or get their ankle caught in the chain,
or plunge to an untimely demise.

Breaking the chain: Breaking the chain is challenging.

It requires 50 HP of damage against AC 0 [19]. The chain is
also immune to the first 5 damage from any physical attack.
Each 10 feet of the chain weighs 250 Ibs.

The hook: The hook is five hundred pounds of elven steel if
it can be broken free of the stone.

The earthmote

At the top: The chain links to a mooring point above on an
invisible floating earthmote. Once a character reaches the
earthmote, it becomes visible, although to those on the
ground the climber simply vanishes.

3A. The Glass House of Mirrabalan

A decaying glasshouse filled with overgrown plants.
Once the home of an elven lord and artist. The former
master remains in the basement now possessed and
deformed by an alien horror.

Bedroomi;

Atrium

VKiit_cHer'i

{ To Shrine §

Exterior: The earthmote is approximately three hundred
feet across and around sixty feet deep with a domed base.
Its top surface is covered in high grasses and weeds. At the
centre is a sixty foot diameter building. It appears to be
made of metal and glass, although the glass is all clouded
with dirt, lichen and god knows what else.

N.b. The glass of the structure is actually Glassteel
(glass with the physical qualities of steel: see below).

Interior: There are two sets of double doors on each

side of the building that provide entry to the structure.
Both sets are locked and must either be forced or picked.
The northern doors lead directly into a lobby, and the
southern doors into an atrium. There is also a bedchamber
and a kitchen.

The air in the building smells humid and like rotten plant
material, but it is fresh (there are narrow grills in the roof
allowing ventilation).
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The lobby: 4 large potted plants that have grown utterly
wild up and around the contours of the room (the pots are
fed water from small pipes leading to the roof). The dirty
floor conceals beautiful red marble tiles inscribed with a
complex mathematical puzzle represented by sets of dots.

The atrium: occupying two thirds of the glasshouse, the
atrium contains a wild riot of plants, trees and vines that
have grown all around the walls, floor and ceiling (again, fed
water by small pipes to the roof). One window is of beautiful
coloured glass in an abstract design. In four different places
lie the fragile bones of long dead cats. Doors lead on to the
kitchen and to the bedroom.

Searching the atrium: Buried under roots are the worm-
eaten shreds of what was luxurious hand-crafted furniture.
A tarnished easel of elven steel is woven into a nest of vines
and hangs in mid air (lifted as the vines have grown). A dirty,
plant enshrouded statue is actually an exceptional marble
sculpture of a beautiful elven woman (weighs 900lbs, worth
up to 5000 silver shillings to a collector).

The kitchen: a dark and tarnished chamber with filthy
windows. Clumps of weeds grow in random spots, but the
room is mostly clear. Everything is covered in a dark patina
of filth. There are pots and pans but they have all corroded
into a fused lump. An opening in the ground here reveals
a spiral stair cut into the stone and descending into the
earthmote. (It spirals down twenty feet to the shrine.)

Searching: In a drawer there is some very beautiful solid
silver cutlery with a leaf motif (60-piece set worth 600 silver
shillings to a collector. Needs a good clean first).

The bedchamber: This was clearly a beautiful bed chamber,
and it still holds a fragile, rotted circular bed frame covered
in dried, rigid moldy silk blankets. Lying across the bed is a
small corpse, now nothing more than bones and rags. A full
length mirror is tipped over and shattered. There are several
collapsed wooden wardrobes, and a chest.

The bed: Investigation reveals the bones to belong to a
dead male halfling wearing a circular collar of elven steel.
The collar is covered in dried filth and fused shut, but
underneath that it is beautifully decorated with inlaid red
and blue enamel (worth 100 silver shillings).

The wardrobes: Mixed amongst them are the remnants of
a number of beautiful garments, all now ruined. Covered in
the detritus is a blue robe of an unknown material.

The robe is a magitek memetic armour and on command
or when the wearer is struck, it becomes as protective as
platemail (AC 3 [16]).

The chest: unlocked but fused shut. Contains a tarnished
silver mirror (50 shillings), a hard, dried leather bag of 9
small jewels (each worth 100 silver shillings), a bottle of a
cloudy fluid (perfume, now useless), and a wand of elven
steel with a rainbow sheen (a Wand of Disintegration, but
only usable by an elf).

The shrine: The spiral stair descends twenty feet down to
an unlit rough hewn chamber. There is a weird sickly smell
from below, and characters feel a chilling sense of dread and
foreboding (n.b. Mirrabalan is very dangerous for a low level
party, so telegraph that).

To Glass House

The chamber: is a thirty foot diameter circular room with a
floor of white marble tiles. In an alcove is what appears to be
a shrine of sorts. There are six statuettes of marble depicting
slim elven figures (75 shillings each), the remains of candles,
and small porcelain bowls (five at 25 shillings each) stained
with offerings and incense.

Mirrabalan: Hiding in the shrine is a mutated elf dressed in
rags with a bloated lopsided head, unnaturally long arms,
claws and a long tongue.

This is the great elven artist and lord Mirrabalan.
Mirrabalan was attacked by a Far Realm entity that merged
with him. Mirrabalan loved only beauty and hates what

he has become. He does not wish to be looked upon, and
keeps the shrine in utter darkness. He hides and hates in
the darkness, hopelessly insane. He will attack by surprise
and attempt to kill the most beautiful people first.
Mirrabalan is capable of slurring speech but only speaks
his own language. Mirrabalan is the root origin of the
deity Mirrabulous.

AC 2 [17], HD 12* (54 hp), Att 2 x claws (2d8) or 1 x Tongue
Lash or 1 x Blinding Attack or 1 x control earthmote, THACO
10 [+9], MV 120’ (40'), SV D6 W7 P8 B8 S10, ML 12, AL
Chaotic, XP 1900

> Tongue lash: a victim must save versus spells or flesh
bubbles and warps causing loss of 1d6+1 Charisma.
It needs Cure Disease (e.g. Lay on Hands) to restore
lost Charisma.

> Blinding attack: the first time he reaches 50% or less HPs,
he can make a blinding melee attack. The target must
make a save versus petrification or be blinded until they
receive a Remove Curse spell.



> Spider climb: he can walk on walls and ceilings
like a spider

> Control earthmote: he tilts the earthmote by 90 degrees.
Characters inside must make a save versus breath weapon
or be flung across the room, losing their next action.

Note: when Mirrabalan dies, the invisibility spell covering
the earthmote ends because it was linked to his life force.

In a secret compartment under the shrine is a gold
featureless mask (7000 silver shillings) and a book bound in
silver. It has beautifully illuminated pages. The language is
leldran (elvish), but it may be readable with magic. The book
contains Mirrablan’s arcane research. Study of the book
allows a Wizard or lllusionist to add the spells it contains to
their spellbooks (if they can cast spells of that level).

New spells

Heighten Pleasure, 3rd level, casting time: 1 minute, range:
self, duration: 1 hour. Heightens pleasure which can mean
increasing one’s aesthetic appreciation of an artwork all the
way to orgiastic frenzies.

Glassteel, 4th level, casting time: 10 minutes, range:
touch, duration: permanent. The spell can transmute up
to a five foot cube of glass into glassteel. Glassteel has the
translucent properties of glass, but the hardness of steel.
Each casting requires 50 silver shillings worth of crushed
gemstones.

Drain Essence, 5th level, casting time: 1 hour, range: touch,
duration: permanent. Drains the life force from a living
sapient target and stores it in a glass bauble. Victim must
make a save versus spells or age 5 (1d10) years.

Absorb Essence, 5th level, casting time: 1 hour, range: self,
duration: permanent. Channels essence stored in a bauble
into the caster. For every two years absorbed the caster
becomes one year younger.

Control Earthmote, 5th level, casting time: 1 minute, range:
100 feet, duration: as long as the caster concentrates.

This spell allows the caster to control an earthmote within
100 feet. The spell allows the caster to cause the earthmote
to move (at 5mph), or rise or descend at 100 feet per minute.

The presence of the essence spells makes the spellbook
very valuable. Any organised group or government that
understood and believed what it was would pay a very
substantial reward for it (or hunt and kill the owners to take
it and silence them). The earthmote, and control over it,

is also a very valuable resource.

4. Way Station

A ruined stone plaza and columns, once a shelter.
A blocked grain silo holds a magic compass and the bones
ofanelf.

Exterior: A stone plaza stands near the river. Fourteen stone
columns (25" high) stand on the plaza spaced evenly.

Two further columns lie fallen and broken. Behind the plaza
is what appears to be a well.

Studying the plaza: From notch marks it appears that the
structure may have originally had a roof and walls, and low
piles of rubble indicate a number of outer structures. At the
apex of one of the columns someone has hidden a leather
bag containing 11 jewels (each worth 200 silver shillings).

Rival expedition (possible): From week 2, this area will be
taken over as the temporary headquarters for Cartimandus's
group. They will be camped inside the columned area.

There are 3 small tents and two large (5 man) tents, and they
have 6 pack mules with them. There will usually be 4 Avari
mercs on watch duty.

The well: lined with stones and approximately 15 feet deep.
Choked with overgrown dirt and rubble.

It would require substantial effort to excavate (around six
hours, depending on the approach taken). At the bottom
is a layer of compacted rotten grain. Buried in that layer
are the bones of an elf. The bones are relatively intact but
the skull has been caved in. Buried with it is a black metal
magnetic compass.

Magic compass: The black compass is a magical item and
if a character spends time studying it, they learn that it
“finds the path in dark places, but only if you are alone”.
Once understood the compass points at all times to the
chest at location 13.

In fact the compass is the only item allowing navigation of
the dark place reachable by the chest portal at location 13.
The elf was trying to get the chest to a senior wizard during
the cataclysm, but was killed and swept downriver. Due to
the spatial disturbances caused by the cataclysm he was
swept into this well (actually a grain silo).

5. Flooded Factory

A ruined building with a flooded basement. Once used to
turn dead slaves into fertiliser. Now haunted by a hostile
alien symbiote.

Exterior: A large ruined rectangular structure (60’ long x 25’
wide, 20" high). This ruined pile comprises two side walls and
a back wall of large blocks that are still intact. The front wall
has collapsed, and the roof no longer exists. The remaining
walls have openings which may have been windows.

There is a small area at the eastern end that has an opening
in the wall at ground level like barn doors.

Interior: Inside the walls, it is clear that the floor has
collapsed into a basement level, which is now filled with
brackish water. Occupying the centre of the sunken
basement is a large corroded mass of metal: a machine
of sorts. (A close inspection of the machine would mean
wading into the water.)

The pool: Under the brackish water is a ten foot deep
murky pool. The floor of the pool is lined with bones

under a muddy silt. There are approximately 40 skeletons
submerged, although it would take considerable effort to
count them. There are 25 humans, 8 dwarves, 5 halflings, 1
goblin, and 1 ogre. None of the skeletons are wearing elven
steel collars. (These slaves were in fact dead and their collars
had been removed.)
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Inhabiting the water is a green jellyfish-like entity from the
Far Realm. It will attempt to attack and attach itself to any
creature entering the water. Once attached it will use its
memory erasure power and turn invisible.

AC 7 [12], HD 242* (11 hp), Att 1 x strangle/squeeze (1d6)
or 1 x symbiotic meld or 1 x forgetfulness, THACO 17 [+2],
MV swim 120’ (40’), SV D12 W13 P14 B15 516, ML 7,

AL Chaotic, XP 35.

> Invisibility: as spell; at will.
> Aquatic predator: +4 to hit targets in the water.

> Symbiotic meld: a creature that is attacked must save
versus paralysation or be melded with the cephidae.

> Forgetfulness (x 2 day): the creature can cause all
entities within 30 feet to lose all memory of the last 5
minutes if they fail a save versus spells. A melded victim
automatically fails this save.

> Aggressive: always attacks

Once the Cephidae is attached to a host it will remain
hidden and feed on the host’s memories and bodily fluids.
The host will keep have periods of forgetfulness, and

will have a greater than normal desire to bathe or swim.

The host will lose 1 Intelligence per week. The creature can
be removed by Cure Disease (in which case it will attempt to
attack the next nearest victim).

Inspecting the machine: The machine (15'long x 10's wide
and tall) has an opening at one end and pipes emerging
from the other end. It is completely rusted and tarnished
and it is only the elven steel used in its manufacture that is
keeping it held together.

The machine appears to have presses and crushing
equipment at the end with the opening. Further into the
machine are progressively smaller blades and spiked rollers.

It appears that whatever was fed into one end would have
come out the other in a pulped or liquified form. (The machine
was actually used by the Shining Ones to turn dead slaves into
fertiliser, which was loaded into wagons at the end.)

Jammed in a crevice of the machine (underwater) is a gold
ring with an emerald jewel cut into a star shape (worth 2000
silver shillings).

6. Village

A primitive village of serpentfolk hybrids. Guarded and
suspicious. They recently captured and hid the brass
automata making machine.

Exterior: By the river is a village made up of 25 simple
straw-roofed huts. There are dozens of primitive humanoids
with scaly skin and serpent-like heads wearing simple tunics
and furs. They are armed with spears and knives.

What is going on: the village is home to a settlement of
152 serpentfolk (of which 31 are children). Serpentfolk have
a primitive hunter-gatherer culture. The serpentfolk are

defensively hostile to strangers. They will respond to
strangers by grabbing weapons and preparing to defend
themselves. They can be parlayed with, but they will be
suspicious (they speak an archaic form of Common).

Leaders: their leader is Skithis, a 53 year old male. He is
advised by their shaman, Yithiuk, a 70 year old male.

Information: The serpentfolk have an oral history that is
kept by their shaman, and once a week they have shadow
puppet shows that tell some of their cultural history.

They believe that the Shining Ones made their race (true),
and that a great enemy - the Drekku — came from the sky
and defeated the Shining Ones (true sort of ). They also
believe that they were created to lead the other hybrid races
due to their finer qualities (untrue).

The hidden machine from location 19: The serpentfolk
are responsible for hiding the machine that creates brass
automata (location 19). As a result of the expeditions
coming north, many brass automata have been destroyed.
This has led to the brass automata following ancient
programming to replenish their numbers. They began
abducting serpentfolk and dragging them off to be turned
into new brass automata. The machine was dragged away
and is currently buried 3 miles to the northeast of location
19 in the adjacent hex, which is location 23. They will not
reveal the machine’s location to outsiders voluntarily,
although they may confirm that they took it away.

Treasure: If robbed or defeated they are found to have

a large amount of fresh and dried food, plus pickled and
salted foods from the bog (pickled frogs, salted fish).

They have a small number of good furs (20 x 100 silver
shillings). They also have 9 elven steel collars and an elven
steel wand that they revere (a Wand of Disintegration: only
works for elves).

AC7[12], HD 1 (5 hp), Att 1 x bite (1d3 + 1d6 poison) or 1 x
spear (1d6), THACO 19 [+0], MV 120’ (40’), SV D12 W13 P14
B15 S16, ML 7, AL Neutral, XP 10.

> Immune to poison

7. The Slaughterhouses

Ruins once used to hold livestock, barns and abattoirs.
Now haunted by a time-travelling alien creature.

Exterior: This area has a variety of ruins. There appears to
have been a number of large structures (barns), some of
which were made from metal, surrounded by fenced off
areas. All that remains are piles of overgrown rubble and
heaps of rusting metal and wire. Close to one pile of ruins is
a large (ten foot high) mound of animal bones.

The whole area doesn’t look right. The lighting keeps
changing in different areas of the ruins. In one area it looks
like noon, and in another it looks like dusk. Wind also seems
to blow in contradictory directions, and frost forms in spots
and then disappears.



The Chronovore: As the characters get closer, they see

a strange entity floating around the ruins. It looks like an
eight foot long floating frog with smooth skin and six long
pink tendrils radiating from its head. The tendrils have

pink frills and quiver gently (show your players a picture

of an axolotl!). It keeps disappearing and reappearing the
next moment in different places (like a jump cut). If the
characters approach within 100 feet, the creature — a Far
Realm entity that eats time called a Chronovore - will attack.

The pit: Amidst the ruins was a pit also filled with bones.
Over the years that has become overgrown and topped
with soil, while the bones beneath have rotted to fragility.
Note where the pit is. Without caution, at least one
character is likely to fall into this pit during the battle (2
in 6 chance). You may allow them a Dexterity ability check
to hold onto something). Falling into the pit will smash a
path 15 feet to the bottom onto lacerating bones inflicting
2d6 damage.

Searching: This area was in fact an area of barns and livestock
paddocks. It was also where animals were slaughtered for
meat. There are bones here from cows, sheep and pigs.

Hidden at the bottom of the pit among the smashed bones
is a silvered elven steel sword with a blue sapphire jewelled
hilt (900 silver shillings).

AC 8 [11], HD 4* (18 hp), Att 1 x tendril barb (1d3 + ages
target 1d6 years), THACO 16 [+3], MV fly 120’ (40’), SV D12
W13 P14 B15 S16, ML 7, AL Neutral, XP 125

> Time’s arrow: the Chronovore automatically wins
initiative.

> Foresight (x1 day): as a free action, the Chronovore
experiences the first round of combat (seeing what
everyone does), then shifts everyone back in time to
the beginning, undoing any attacks and starting the
encounter over.

> Time streams (x1 day): as a free action, the Chronovore
calls upon two later versions of itself to aid it, and two
additional Chronovores appear. Because these are later
versions of the same creature, any damage inflicted
on the original Chronovore will apply to all of them.
Each Chronovore can make a separate melee attack.

> Rewrite history (x1 day): the original Chronovore can, as
a free action, ignore one attack by altering the timeline
causing it to miss.

> Uncertain location: instead of normal movement,
the original Chronovore can appear at any location
within 60 ft.

On its death, the Chronovore releases a shock wave of
temporal energy. The shockwave grants each character
a minor ability to influence time, which is represented by
them gaining the ability to re-roll a single 1d20 roll (save,
ability check, hit roll).

Harvesting the brain juice: The Chronovore also exudes a
clear brain fluid that could be refined into a potion. Doing so
would create one dose of Potion of Uncertainty.

When drunk, the imbiber’s location in space becomes
uncertain. Each round instead of movement they can
choose to be in any visible or known location. They could
immediately appear behind an enemy, for example, or they
could suddenly appear in their house in Midea and kiss their
wife. This effect lasts for three combat rounds, and there is
only one dose.

8. Ruined Town (eastern slave residences)

A ruined town once home to thousands of slaves.
A dimensional tear at the centre is inexplicably tended by
thousands of silver beetles.

Exterior: there are a large number of ruined structures
including low walls, and moss-covered piles of rubble.

It's clear that this was an extensive series of buildings.

A town possibly, but with buildings that are similar and laid
out geometrically. It's hard to estimate, but given the scale it
may have held several thousand.

There is a large stone block here, and from it comes a very
large hook made of elven steel pointing upwards. The hook
is tarnished and covered in lichen.

The stone block and hook: It's unclear what could be
attached or moored to this huge hook. (In fact this was a
mooring site for the floating home of Mirrabalan at location
3). The hook weighs 500 pounds.

Searching the ruined town: When exploring the ruins the
characters will start to spot scuttling silver beetles here and
there. The beetles are about 3 inches long. They appear to
become more prevalent the closer one gets to the centre of
the town.

For every 1-2 hours spent searching the ruins, the characters
can discover one of the following (1d6):

1-2: the characters manage to collect 2d6 tarnished
elven steel slave collars. They are fused shut and
marked with strange runes.

3-4: a pile of stones mark a shallow grave of a goblin.
The goblin is just rotted bones but wears a tarnished
elven steel collar and is buried with a rotting whip.

5-6: a tarnished scroll tube of silver (500 silver shillings)

buried under some rocks. Inside is a fragile paper
with strange writing on it (elvish). A Comprehend
Languages spell reveals that it is informing the
recipient that “200 agricultural drones are needed
as test subjects at the Hybridisation Facility.
Please send 20 per week.”

Town centre: in the town centre, there are a couple of
thousand of the silver beetles scuttling about. It's not
immediately clear what the beetles are doing. They appear
to be focused on a strange rip’in the air.
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The rip: a rip in the air approximately 12 feet across and

3 feet wide. The rip emits light and coruscating rainbow
colours. It is hard to look at and makes viewers feel sick.
Therip is a tear in reality. If anyone persists in staring at the
rip they become confused and forgetful (like temporary
dementia). The rip increases chaos and in close proximity
randomise spell effects as you see fit. Use of magic in the
vicinity of the rip may cause one of the swarms to become
hostile (as will attacking lots of them).

The silver beetles: The beetles are celestial entities that

are attempting to repair the rift. Think of them as reality’s
guardians. They are elemental forces of Law. They lack self
consciousness or creativity. They hate magic. They are a
mindless hive that yet runs with perfect order. They are the
secret immune system of the ordered universe.

AC 5 [14], HD 4** (32 hp), Att 1 x dismantle on the molecular
level (2d6) or 1 x drain magic, THACO 16 [+3], MV 60 (20’)
walk or 120’ (40") fly, SV D10 W11 P12 B13 S14, ML 10, AL
Lawful, XP 175

> Immune to magical effects
> Immune to spells

> Suppress magic: as a free action, prevent any spell being
cast within 30’ 1-4on a d6

> Drain magic: spellcaster within 30" saves versus spells or
forgets 1d6 spell level of spells

9. Western Plantation

An overgrown plantation once used to feed thousands.
Now a mix of weeds and vegetables.

Exterior: This region is an area approximately 2 miles
across and is a mix of weeds, edible crops and wild plants.
On the southern edge of the plantations are a number of
ruined structures.

N.b. There are double chances of a random encounter while
at this location.

The ruined structures: these used to be a dozen or so brick
and wood agricultural buildings. They have all collapsed,
and all that is left is some brickwork and floor tiles.

Searching the ruined structures: for each hour spent
searching, roll 1d6 (treat as nothing if the same result).

1-2: A variety of intact clay bowls and other vessels, and
some corroded steel farming tools

3-4: A bronze plaque depicting the sun, and decorated

with lapis lazuli and malachite (1000 silver shillings).

5: A bronze chain and pendant in the shape of a five
pointed star tarnished black and green

6: ared crystal rod 3 inches long attached by a gold
cap to a tarnished gold chain. This is the key to the
moongate at location 12A. Note: it was here that
the golden idol was found ten years ago.

The field: The plant growth reaches 4 to 6 feet (difficult
terrain and poor visibility).

This area, if properly farmed by sufficient numbers of
individuals, would produce sufficient food for thousands
of humanoids. It presently has enough food to support a
few hundred.

Characters who wish to forage for food here can do so.
Each hour locates 1d4 pounds of edible vegetables (corn,
potatoes, turnips, carrots, etc). Each pound will feed a
humanoid for 1 day.

An appropriate class or background reveals that this area is
unnaturally warm given how far north it is, and its elevation.

Searching the field: for every 1-2 hours spent searching the
characters can discover one or more of the following:

1-2: there is evidence that some creatures are
attempting to work some of the plantation (e.g.
clearing weeds, clearing irrigation ditches etc), but
in a fairly haphazard way.

3-4: there are recent humanoid tracks leading towards .
the nearest settlements.

5-6: an innovative metal plough covered in lichen
(made of corroded steel. Of interest to farmers).

7-8: an area of spatial distortion 20 feet across through
which the world appears like a broken mirror.
Entering the area inflicts 1d10 rending damage per
round and has a 30% chance to teleport the victim
1d10 miles in a random direction.

a cluster of 12 lichen covered rings lie on the
ground. Investigation reveals them to be slave
collars made of tarnished elven steel (2Ibs of elven
steel per ring). They have strange markings on
(elvish marks of ownership). It is impossible to open
them as they have fused shut (and they are Wizard
Locked). The corpses to which they were attached
have long since decayed.

10. Greenhouses (Eastern Plantation)

An overgrown plantation housing the remains of
several large greenhouses. Psychogenic mushrooms.

An intelligent plant that speaks with scent. A rogue pest
control golem. A life draining rift that generates undead.

Exterior: This area comprises a large region around 1
mile across which is a mix of tall weeds, edible crops and
wild plants.

The area also contains a region dominated by the remains of
large structures. The structures (which were greenhouses)
are made up of frames of metal (20’ tall, 100’ long x 30’
wide). There are eight of these structures, but four are
merely piles of twisted and rotting metal on the ground.



The large structures: The frames of the structures look
corroded and it is unclear how strong they are. Inside the
structures the ground crunches slightly because there

is a large amount of pulverised grass under the turf

and weeds that have grown inside. (Move Silent checks
are at-10% due to broken glass under or in the grass.)
Each of the 4 remaining structures can be searched

more thoroughly:

First greenhouse: growing amidst the weeds and grass
in this structure are around a dozen giant mushrooms.
They stand about two feet tall and are pale with blue
speckles. They appear to be a larger variant of an edible
mushroom grown in the south.

Each mushroom is edible and delicious and could provide

6 days of food for one person. This variant has changed due
to the effects of the cataclysm. Although it is edible it causes
a hallucinogenic effect like dropping acid 1 hour after
eating it that lasts 2d6 hours. During this period the victim

is at -4 to all checks and attacks, but has a WIS in percentage
chance of experiencing a vision, prophetic or otherwise.

Second greenhouse: This structure appears overrun with
a kind of climbing plant from which sprouts bright blue
flowers. There is a central mass inside the structure, but it is
completely overgrown with the climbing plant.

The central mass is in fact a large bulb-like mass around

8 feet in diameter. It is the brain of the climbing plant, and
is an intelligent but immobile plant creature. The plant
creature communicates by scent, and the scents have
different meanings. The scents are interpreted by mammals
as being familiar smells: vanilla = curiosity, fresh baked
bread = interested inquiry, woodsmoke = concern/anxiety,
faeces = anger, and stale sweat =fear.

A Speak with Plants spell will enable communication.

The plant knows about the pigfolk, dogfolk and serpentfolk,
and other creatures that live in the region. It also knows
about the “dead things” in the nearby structure, “the living
machine”, and that the giant mushrooms are harmless

(from its perspective).

If attacked, the plant is AC 6 [13] and has 30 HP. It can defend
itself by releasing spores once per round. The spores cause
anyone within a ten foot radius to make a save versus
poison or sleep. The sleeper cannot be roused and will sleep
for 2d3 hours.

Third greenhouse: overgrown with weeds and grass.

In this greenhouse is a golem. This large golem is hollow
and made from glassteel (see location 3A for details of
glassteel) and it is three quarters filled with a green fluid.
It will attack if this greenhouse is entered or it is attacked.
It will not pursue attackers unless they continue attacking.

AC 3 [16], HD 6* (27 hp), Att 1 x punch (2d6) or poison spray
(30, 1d6 to three targets) or 1 x grab and douse, THACO

12 [+7], MV 120’ (40’), SV D8 W9 P10 B10 S12, ML 12, AL
Neutral, XP 600.

> Immunity: immune to effects that affect living creatures

> Unstoppable: the golem can move while in melee.
The Golem can move 40’ and knock any enemies who are
adjacent to, or in its path, back five feet.

> Grab and douse: the first time the Golem reaches 50%
or less HP, it makes an attack at the next opportunity. If it
hits, it grabs and douses the victim in poison inflicting 2d8
poison damage.

> Aggressive: always attacks

Searching the greenhouse: Glassteel worth 500 silver
shillings can be retrieved from the golem’s body. A thorough
search of this structure will uncover a glass longsword
entwined in grass and weeds and partially buried. It is the
Prismatic Brand, a magical elven weapon. The longsword is
made of glassteel and is an enchanted weapon. It provides
no attack or damage bonus, but on a natural 20 the
longsword reduces any target hit to 0 HP.

Fourth greenhouse: In this structure there are six shabby
humanoid figures dressed in primitive clothes and wearing
fierce painted wooden masks. They stand around what
appears to be a black jewel hanging in mid air five feet off
the ground.

The figures: The six figures are dead pigfolk, and up close
their gray rotting skin and wounds become obvious.
They immediately attack on sight.

AC 8 [11],HD 2 (9 hp), Att 1 x rend (1d8), THACO 18 [+1], MV
60’ (20"), SV D12 W13 P14 B15 S16, ML 12, AL Chaotic, XP 20.

> Immunity: immune to effects that affect living creatures
> Slow: always lose initiative

> Grapple: if the zombie hits and rolls 3 above the number
required, the target is immediately dragged 10’ towards
the black jewel.

> Aggressive: always attacks

The “black jewel: is in fact a small tear in reality leading to a
negative energy universe, and it is surrounded by a nimbus
of flickering white light.

Anyone touching the “black jewel” will have to make a save
versus death or lose 1 level . Reduction to 0 causes death
and reanimation as a zombie after 1d3 rounds.

Searching: scattered around the ruins are 6 spears. The dead
pigfolk carry only a few trinkets (a dogskin jacket, an
obsidian bladed knife, and a raven’s skull painted blue).
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11. Ruined Town (western slave residences)

A ruined town that once housed thousands of slaves.
Tunnels below are home to a hive of alien insects and a
collection of treasures.

Exterior: At this location there are the remains of a number

of ruined structures. These are predominantly a series of low
walls, but some moss-covered piles of logs are also present.

It's clear that this was an extensive series of buildings.

A town possibly, but with buildings that are similar and laid

out geometrically. It's hard to estimate, but given the scale it
may have held several thousand.

There is also a large stone block, and from it comes a very
large hook made of elven steel pointing upwards. The hook
is tarnished and covered in lichen.

The stone block and hook: It's unclear what could be
attached or moored to this huge hook. (In fact this was a
mooring site for the floating home of Mirrabalan at location
3). The hook weighs 500 pounds.

Searching the ruins: Near the centre of the ruins beneath
a ruined obelisk is a set of stone stairs leading down. A half
dozen or so (1d6) small winged creatures flit around near
the obelisk. (There is nothing else of value or interest in
the ruins.)

The obelisk stairs: the stairs lead down to a warren of
tunnels infested by the vespidae - a hive of Far Realm insect
creatures. If approached or attacked more of the vespidae
in the hive will swarm out from the stairs and attack (2in 6
chance per round of an additional d3).

The vespidae appear to be 9 inch tall skinny eyeless
humanoids with membranous wings and face mostly
comprising a proboscis. They appear translucent as if not
fully present in our reality.

The vespidae like shiny things, but are generally hostile.
They attack by phasing inside their victim and then
disrupting them from the inside before exiting. This causes
internal damage and bleeding. They take no damage from
normal weapons, although they are affected by magic
weapons and spells.

AC 4[15], HD 1** (5 hp), Att 1 x phasing attack or 1 x infect,
THACO 19 [+0], MV 120’ (40") flying, SV D12 W13 P14 B15
$16, ML 10, AL Chaotic, XP 20.

> Mundane damage immunity: can only be harmed by
magic weapons or spells.

> Phasing attack: can phase into victims. Victims must
make a save versus spells or take 1d8 damage.

> Infect: phases inside a target and implants an egg.
Target makes a save versus poison or is implanted.
Unless a Cure Disease (e.g. Lay on Hands) is used, they
lose 1 Con per day for 1d6 days and then die when the
larva hatches.

> Phasing movement: The vespidae can pass through solid
objects such as walls and doors.

Searching the tunnels: Once the vespidae are destroyed,
the area can be thoroughly searched (taking several hours).
This reveals the intricate honeycomb nest built just below
the ruins. This contains a smashed machine into which a
medium sized humanoid could be strapped. There are also
rusting metal shelves that look like they held small (jewel-
sized) objects, and some treasure hidden in the nest.

The rusting machine: the machine (now inactive) was used
to extract the soul from unproductive slaves and store it

in a gemstone. The bodies were transported to location 5
to be turned into fertiliser. The souls were used for various
purposes (e.g. placing inside the Iron Sentinels in Zone 2).

Treasure: Piled up in the vespidae nest amidst animal bones
are 94 identical chalcedony gems. The nest also contains a
silver comb studded with pearls (worth 50 silver shillings)
and a silver and gold music box.

The jewels: The jewels are warm to the touch. They have

a value of 50 silver shillings each (total value: 4700 silver
shillings). In fact each is a soul gem and holds the soul of
a slave. This may not stop the characters selling them, but
if they do have a moral quandary about it, the souls can
be freed if the gems are crushed. The value of the crushed
chalcedony is only half that of the original gemstones.

The music box: The music box is locked. Inscribed on it in
leldran (elvish) are the words “The Melancholy Death of the
Temple Dancer”. This is the name of a piece of (unknown)
elven music. The written musical score for the piece of music
is in the elven archives (location 58). If that music is played,
the box will open. Inside the music box is a ruby worth
50,000 silver shillings. It cannot be otherwise opened and
radiates magic.

12. Ruined villa

A large mansion, now a roofless shell. Once home to Tanyl
Valhana, the elven overseer. A hidden cellar hldes a gate
to the moon, and evidence of the overseer’s pact with a
powerful entity.

Exterior: This structure is a semi-ruined (well constructed)
building about the size of a mansion house built of blocks
of white stone. Its roof is completely missing, but its outer
walls are mostly intact.

Interior: Inside there are hints and broken fragments

of what would have been luxurious furnishings, all now
long since decayed. In a large living area is a damaged
mosaic in the floor. It depicts a slim humanoid in robes
on a hill benevolently overlooking fields being worked by
many humans.

Searching thoroughly: An hour spent searching reveals a
trap door hidden in the hearth of a large room. The iron ring
pull has rusted away, and it requires a total Strength of 30 to
prise it open if a suitable lever is available (e.g. a crowbar).

Stone stairs lead down to a basement. The air here is foul
and, unless it is aired for 1 hour, anyone entering must make
a save versus poison or be at -1 to hit and checks while
inside, and for the same time period after leaving.



The basement: a magical trap glyph is visibly inscribed
halfway down the stairs. It is triggered by any living
humanoid passing by, and inflicts 3d6 electrical damage to
everyone on the stairs (save versus spells for half). It can be
removed automatically by a Dispel Magic spell.

The basement contains:

two dead brass automata lying on the floor covered in
green corrosion and lichen. The brain cavities are stained
but empty.

- an 8foot tall red crystalline archway. It has a small hole
in one side that is 1 inch across and 2 inches deep (fitting
the red crystal key from location 9).

«+ an extra large chest made of black wood and bronze
fittings. The inside of the chest appears to have
fitted manacles.

- alocked and rusted steel box. It contains 3 jewels worth
500 Silver Shillings each, and a fragile but intact book
(see below).

The extra large chest: is a magical transmutation device
(the Chest of Transmutation). If attuned, the user becomes
aware that the chest can convert living humanoids into other
organic or mineral objects. The process is obviously fatal
and takes five minutes. A living adult human weighing 180Ib
could be converted into nutritious food for 45 man days, or
into 90lb of some other soft organic matter (such as fish or
leather). Alternatively they could be converted into 45 |b of
wood or stone, or 5 Ib of iron or steel, or platinum worth 100
silver shillings. The chest could also create jewels worth a
total value of 100 silver shillings from the same matter (e.g.

a single black pearl, or 10 bloodstones). The chest cannot
create specific unique items (e.g the copper keys).

The fragile but intact book: is a testimony by the elven
overseer of the plantations and farms, Tanyl Valhana.

It is written in leldran (elvish) and in a cypher making it
incomprehensible. If Read Languages was repeatedly cast, it
would then take a week to decipher.

The book reveals that this villa belonged to the elven overseer
of the plantations and the slaves that worked them. The elf was
arenegade and a cultist. The elves, in one of their experiments,
had trapped a powerful outer dimensional being in a crystal
to study it. The overseer became obsessed with it, and stole

it away. He used a magitech gate to hide the crystal on the
moon. Over time the elf became corrupted by the trapped
being, and forged a pact with it. This was unheard of amongst
the elves (who could not countenance serving another being).
The overseer constructed a magical golden idol that allowed
him to communicate with the being at any distance.

The overseer died at the western plantation (location 9)
from an attack by a Far Realm monstrosity during the
cataclysm. His body has withered away, but the red crystal
key can be found in the ruins. He was also carrying the gold
idol that was found by the first expedition, and which is now
held by Kurigalzu.

12A. Special location: through the red gate

Ared desert on the moon, and a rock mesa housing a
trapped alien god.

The Red Gate can only be opened by the key at location 9.
When activated, the gate shimmers into life becoming a
doorway across space to The Eye (the moon). Through the
archway a twilight desert of red sand awaits. The key must
remain in the archway for the portal to stay open.

Passing through the portal: If the characters step through
they are immediately hit by the dry warmth of their new
environment. The sky is filled with a huge blue and green
disc. It appears to have white clouds floating across it.
(Characters may think of it as a blue and green sun, the eye
of a god etc. It won't be obvious to them that it is the planet
they have just left around which this moon orbits.)

There is no companion archway here, but a shimmering
portal hangs in the air through which the cellar can be seen.
The red desert stretches in all directions. But about 3 miles
away a mesa of black rock juts from the ground.

The mesa: It takes just over an hour to walk to the mesa.
As the characters get closer they can see a stone structure
at the top of it, around 500 feet up. A stairway has been cut
into the dark rock and winds around the mesa to the top.

The temple: At the top of the mesa is what looks like a
temple made up of 4 columns supporting a roof. Sitting at
the centre of the temple is a 9 foot tall upright white crystal
in a bronze stand. Anyone touching the crystal will be able
to speak telepathically to the creature within. The crystal is
otherwise indestructible.

The crystal: Imprisoned inside is a powerful outer
dimensional entity called Oethiet. The elves imprisoned

it in order to study it, but the overseer became corrupted
and stole the crystal and relocated it here. In return for
magical power, the overseer became a servitor to the being.
Had he been discovered the Shining Ones would have
destroyed him.

Othiet can read human minds fairly easily, and will present
itself in a favourable light. It will claim to be a machine
created by the elves to help them, and to have a number
of special powers. It can, for example, heal the wounds of
those touching the crystal. Othiet may be able to explain
what certain artifacts are, although it will not reveal all of
the secrets of the elves. Othiet may also say that it can offer
characters magical power (e.g. arcane spells above 4th
level), although it would need to get to know them first.
While inside the crystal Othiet is immune to all detection
and mind-affecting spells.

Othiet’s long term plan is to be released. It is smart and
it will wait for an opportunity. For example, if asked if it
can raise a character from death, it will say that it could,
but unfortunately it has been forbidden from doing so
due to certain restrictions placed on it by the elves. It will
ask the characters to recover from the capital city of the
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Shining Ones a device called The Clave that will remove
the limits placed on it by the elves. Othiet can give an
approximate location for the Clave, which is in the vault of
the government building (location 59). In fact the Clave will
allow Othiet to break free.

If Othiet is freed, it manifests physically, downloading itself
into a form that can operate in three dimensions. In that
form it is an epic level monster and characters will do

best to run. Use whatever statistics feel appropriate for an
aberrant lesser god.

Returning to the portal: On the character’s first return from
the mesa to the gate they encounter lifeforms. These five-
foot long black iridescent insects burrow through the

red sand.

AC 5 [14], HD 2 (9 hp), Att 1 x bitey mandibles (1d4, plus save
v poison or take a further 1d4 poison damage), THACO 18
[+1], MV 120’ (40) burrowing or walking, SV D12 W13 P14
B15 S16, ML 8, AL Neutral, XP 20.

> Dive: Can burrow into the ground even if in melee.

> Erupt: if burrowed directly under a victim, the bug can
erupt from the ground making an attack at +4.

Whenever the characters pass this way (in either direction)
there is a 40% chance of encountering another 1d6 of these
beetles at some stage. The shells of the beetles are worth
250 silver shillings each.

Exploring the moon: If the party wish to explore the rest
of the moon, the details are left to the GM’s discretion.

You may wish to have them encounter a range of greater
and more dangerous insectoid creatures based on the
Ankheg, Bulette, Sand Worm (Purple Worm) or Phase
Spiders. If the party travels far enough, they may encounter
the vast depression of the eye-like crater on the moon’s
surface. The 600-mile diameter crater is filled with a jungle
of dark red vegetation, and inhabited by a race of peaceful
yet primitive slothfolk, and an aggressive but dying race of
vulturefolk who guard an ancient technology.

13. Water-Mill

A ruined shell of a former watermill. Filled with crude
traps left by the pigfolk. A magic chest lies hidden in
theriver.

Exterior: This large structure sits alongside the north bank
of the river. It lies in ruins with the roof gone, and the wall
nearest the river has disappeared completely. A strange
withered corpse (skinned dogfolk) hangs from ropes on the
western side.

Traps: The pigfolk consider this a potential staging post
in any attack mounted against them, and have set a series
of traps and snares to kill the unwary. Around the exterior
of the structure are six ten-foot deep spiked pits (1d6+3
damage plus a 30% chance to gain a disease from the
faeces-smeared spikes).

Inside the structure there are five spring-loaded or
deadweight spike traps (trigger on a 2 in 6, inflicts
1d8 damage).

Interior: The structure is really just a shell made of three
walls. Inside is rubble, some large pieces of lumber (remains
of the water mill), two large millstones (one cracked) in
different places, and the corroded remains of two dozen
large ovens. It was here that wheat was milled to flour and
made into loaves to feed the Shining Ones’slaves.

Searching thoroughly: Pinned beneath the corroded

iron core of the water wheel and under the river water and
is a black wood chest. It will not be obvious unless the
characters specifically search there (or have the compass
from location 4). It will be difficult to dislodge and requires
an open doors check at -1. Success requires a save versus
paralysis or the wheel fragment will move and trap the
character under the water (again open doors at -1 for them
or another character to lift).

The black wood chest: Once recovered the chest will be
found to be intact but locked (with Wizard Lock). If opened,
the characters will find that it is empty, but at the bottom is
a metal ladder leading down into the dark place. The chest
can be lifted and moved, and the stairs to the dark place will
still be visible.

13A. Special location: the dark place

A pocket universe comprising a labyrinth filled with
magical darkness. Hidden here is a sphere that can
change the world. And a gate that can end it.

The dark place is a 15" high space with a cool stone floor. It is
filled with darkness. The only visible light is the open exit in
the ceiling (if it is open). If the portal chest is closed the exit
from the dark place vanishes.

The darkness: the darkness is magical and undispellable.
Any normal light source will be completely ineffectual.
Infravision and light spells do not function in the dark place.

Getting lost: If the characters move more than 100’

from the entrance, the party needs to make a Wisdom
ability check to find their way back (rolling once for the
whole party). They can make the roll again once per

hour, but every time they fail they gain a cumulative -1
penalty. Wandering the dark place will only get characters
hopelessly lost.

Features of the dark place: around the ladder is what
appears to be (if it could be seen) an empty circular
space in a 500 feet diameter. (A 1000’ diameter, 3100’
circumference circle.)

At the edge is a smooth wall of what appears to be dark
grey or black stone. The wall appears to be pierced in
various places by 5" wide tunnels (10" high) leading away.
Some of these passageways appear or disappear
depending on the angle from which one views the wall.
If it was possible to estimate, there appear to be between
18 and 24 exits.



Towards the outer region of the circular space there

are a further 4 to 6 exits that exist in the 4th dimension.
These exits are invisible to normal sight from 3d creatures,
and a creature can just blunder into one and find themself
in a narrow stone passage (5’ wide, 10" high). If they carefully
move back, then they will get back to the central chamber.

The dark place itself is a 29 mile diameter pocket universe
occupied by a 4-dimensional hypermaze. The area that the
chest opens into is on the outer edge, and the only point
accessible from outside the pocket plane.

What's going on: The dark place was a dimension
discovered by the elves, who created the portal chest. It was
designed by its unknown creators as a barrier to seal off
another hostile reality (see below). The elves used it as a safe
place to store the copper sphere (which they understood to
be an extremely powerful transdimensional object).

The centre of the maze: Finding the centre of the maze

is very difficult. From the entrance chamber it requires a
winding path that extends through several 4th dimensional
invisible portals and covers over 72 miles (3 days travel

on foot).

At the centre of the maze is a round black door in the floor.
Surrounding the door are 12 white stone statues of elven
warriors about 9 feet tall. They all face inwards towards the
door. (these are in fact Stone Golems.) Inscribed around the
door are magical runes. Simply reading these runes unseal
the door (this is why the maze is kept in magical darkness).

The door is a portal to a hostile dimension of bright blue
crystal inhabited by millions of Norkoths. The Norkoths
are a 10-legged spider-like creature with a carapace of
white bone. They will pour through the open gate and
into the maze.

If this happens the elven stone golems will activate and try
to destroy the Norkoths. Eventually they will be overcome,
but it may give characters a chance to escape.

After 3-7 days the Norkoths find their way to the portal
room, and will be waiting for an opportunity to flood out
should the portal be opened. (Use Driver Ant statistics for
regular Norkoths.)

The compass: the only safe way to navigate the dark place
is using the black compass (location 4). The black compass
will be visible in the dark place if its attuned owner is alone.
It will lead them on a complex and convoluted path through
the darkness for what feels like hours, but is in fact an

hour and a half. Finally they will come to a room. The room
contains an immobile floating copper sphere eleven
feet in diameter. The sphere is an artefact from another
dimension recovered by the Shining Ones and placed here
for safe-keeping. It was never willing to cooperate with the
elves, but it will work now.

Standing in front of the sphere, the character can make a
Wish. This allows them to change any one fact about the
campaign world, and that fact is now true. For example,

X didn't die, there are no bearfolk, the Magog didn’t win
the war against the Avari, dogs can talk, | am rich, | am the
king etc. Only the person who made the change knows that

anything has changed. Everyone else believes that things
have always been that way. The change cannot deliberately
relate to game mechanics (e.g. the character can’t wish to
be higher level). The world will then change.

As GM you should decide what impact the change has on
the campaign world, and what actions others may take or
have taken as a result of the changes. There may be ways to
allow some potentially game breaking wishes while keeping
the character in the party.

For example, a Magog character wishes to be rich. His wish
comes true. He has a large palace/mansion in Magog City
filled with artworks and beautiful furniture, a personal
security force of 100 men, a dozen servants, a personal
yacht (armed cog), 40 fine horses, a holiday home in
Utnapishtim, and sufficient ownership, investments and
rents to support “aristocratic” lifestyle. He can (at his choice)
have a wife or harem. But all of that is offstage and he has
come north to the High Moors to find excitement in his
pampered life.

Another character wishes that they are a powerful Khan of
the Magog. The wish comes true. They are a Khan and have
taken a leave of absence to pursue some personal business
here. They have a large group of their personal guard
waiting in the forest near the waterfall.

Alternatively in some cases the character may essentially
become an NPC.

14. Village

A crudevillage inhabited by savage pigfolk hybrids.
An Avari warrior is held captive here.

Exterior: On a rise overlooking the river is a village made up
of 40 simple straw-roofed huts that are built around a ruined
tower (only the ground floor remains), and a lodge house.

A number of primitive humanoids with pig-like faces can

be seen moving around. They wear furs and hides and are
armed with spears.

Watching the village: the characters see two pigfolk males
guarding the ruined tower. Twice a day a pigfolk female
comes with food and water. They also see a number of
pigfolk wallowing in the mud pool near the village.

What is going on: It is home to a settlement of 260 pigfolk
(of which 48 are children). Pigfolk are humanoid with

pig heads, trotter-like feet and tails. The pigfolk have a
savage culture and are at war with both the serpentfolk
and dogfolk.

Pigfolk are cruel and merciless and will torture, skin and eat
any captives in blood drenched rites to their god, Scrofus.
When actively patrolling pigfolk wear wooden war masks
painted with fierce designs (to terrify their enemies).

If questioned, the pigfolk don’t know anything about the
missing component from the dogfolk’s silver machine, but
they know that one of their raiding parties failed to return a
few weeks ago.

Leader: The pigfolk’s leader is Hodg, a muscular brute with
a two-handed barbed spear.
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AC7[12], HD 2 (9 hp), Att 1 x spear (1d6) or 1 x blowgun
(1, plus save versus poison or paralysed for 1d6 rounds),
THACO 18 [+1], MV 120’ (40'), SV D12 W13 P14 B15 S16, ML
11, AL Chaotic, XP 20.

> Frenzied: pigfolk are immune to Charm and Fear.

The ruined tower: the ruined tower holds a prisoner.
Aleena is a 23 year old Avari warrior (level 2 human fighter).
She was part of another expedition exploring and treasure
hunting, but her group were set upon at night by a pigfolk
war party. Aleena has had to watch her four companions

be horrifically murdered, and she has been abused by

the pigfolk. If rescued she will join the party, but she is
traumatised. She will display this by killing any humanoids
with whom the party come into conflict (e.g. refusing to
accept their surrender or withdraw from combat), and also
displaying reckless bravery because part of her wants to die.
Ultimately if she can find a way to mourn her friends and
accept what has happened to her she may start to recover.

Treasure: The pigfolk have the following goods if defeated:

+ 6 jewels worth an average of 60 silver shillings each (360
total value)

« aglassteel bottle containing a perfectly preserved model
of a skyship (see location 60) worth 2000 silver shillings.

- acarved wooden box of unknown design
« a platinum jeweled brooch shaped like a butterfly
- a copper key that radiates magic (see location 20A)

« the gear of Aleena and her companions: 3 spears, 5
longswords, 5 daggers, 5 sets of leather armour, 5 large
shields, 4 shortbows, 4 quivers with a total of 48 arrows.
Assorted camping and exploring equipment.

- sufficient food to last them a week
- several dozen vials of blowgun poison
- several clay urns of pig milk

The carved wooden box of unknown design: Radiates
faerie magic. Can only be opened by a creature without a
name. When opened, the box allows the opener to change
one thing about themselves. They can change their class or
race, gender, age, swap stats around, or remove an affliction.
The box then vanishes. A creature can surrender their name
to the baroness (location 46), or can lose any memory of it in
the prison (location 47).

The platinum jeweled brooch shaped like a butterfly
is magical. It allows the wearer to lucidly dream at will.
This enables the user to live out any fantasy while asleep,
but it is also addictive. Does not require attunement.

15. Lake

A wintry lake holds a small island. A cave on the island
holds dead pigfolk and a radioactive cylinder stolen from
the dogfolk.

Exterior: It is cold here and a wide placid lake stretches

for 5 miles east-west and 12 miles north-south. The dark
snow-capped mountains loom closeby to the north.
Windswept hills rise to the west of the lake and there are
dotted stands of pines nearby. In the centre of the lake is a
distant island of around a mile in diameter. On the island is a
strange rock formation that rises up 200 feet. A mist lies over
the surface of the lake.

Crossing the lake: Unless magic is used, crossing the lake
will require a boat or raft to be fashioned. On the island
there is a crude raft pulled up onto the shore. It appears to
have been there for no more than a few weeks.

The island: Further inland in a cave in the rock formation lie
the bodies of five pigfolk. They are decomposed. They are
unmarked. Near to them there is a metal box containing

a metal tube. The tube appears to slide open and shut.

It is currently slid open and a glowing blue substance can
be seen through a glass window on the side. It gives off a
slight warmth.

The glowing tube: The tube is radioactive, and currently
the core is exposed. Anyone spending more than five
minutes in close proximity must make a save versus poison
every minute thereafter or contract radiation poisoning.

If the tube is closed and placed in the closed steel box,
then the radiation is contained. The core is the missing
component from the tower at location 17.

Radiation poisoning causes 1d4 HP damage per hour which
cannot be healed naturally. Each hour the victim can make
a save versus poison and if they make the save they stop
taking hourly damage. They then take 1d4 damage per
week until dead or until Cure Disease is used.

16. Village

A fortified village guarded by primitive dogfolk hybrids.
Welcoming of strangers.

Exterior: In a natural basin bisected by a stream is a village
made up of 50 wooden and stone buildings. The village is
surrounded by a 6 foot high log palisade. The structures
are a mix of stone and wood, and the stone looks like it has
been re-used from other structures. The village appears to
be inhabited by primitive humanoids covered in fur with
dog-like faces.

What is going on: It is home to a settlement of 312 dogfolk
(of which 71 are children). The dogfolk are a hybrid mix of
canines and humans, and have a fairly varied appearance.
They are about five feet tall on average, and dress in
loincloths, beads, feathers and are armed with knives and
bows and arrows. The Dogfolk are a spiritual people and
believe that good and evil spirits are all around them.



The dogfolk will be cautiously friendly to visitors. If the
characters parlay the dogfolk can explain that they must be
careful because they are at war with the pigfolk to the east.
They can also explain that these were once human lands
but all the humans left. There were also gods (elves) who
created wonders. They know of an old human temple under
the great god statue (location 18) in the west. But they warn
that a demon now lives there.

Leader: Their leader is a Maltese-breed hybrid called
Clattering Blanket. Clattering Blanket’s main concern at
present is the failure of the dogfolk females to carry any
infants to term. The dogfolk have always had difficulties
carrying children to term (some kind of genetic defect),
but they have access to a silver machine made by the gods.
The machine is always used during the fifth month of
pregnancy, but it has been sabotaged by the pigfolk who
have stolen a vital piece of the machine. If the characters
could recover it they would be immensely grateful and offer
them a safe haven and access to the machine.

AC7[12],HD 1 (5 hp), Att 1 x spear (1d6) or 1 x shortbow
(1d6), THACO 19 [+0], MV 120’ (40’), SV D12 W13 P14 B15 S16,
ML 9, AL Lawful, XP 10.

> Keen senses: only surprised ona 1 on dé

Treasure: If the dogfolk are defeated and their village is
searched, the following can be found:

several bags of beads made of semi precious stones worth
100 silver shillings, a bright red egg, 9 small jewels worth
an average of 50 silver shillings (450 shillings total), a clutch
of 60 chickens, and a week and a half’s worth of food for
the village.

The bright red egg: made of a glassy like substance that is
quite weighty. Many hours of study by a Wizard or Sorcerer
will discern that it is a time grenade, and how to activate it.
When triggered it affects a 20 foot radius area and freezes all
living creatures in time for 5+1d6 rounds if they fail a save
versus wands. While frozen, creatures are immune to damage,
although could be disarmed or chained up. One use only.

17. Repaired Tower

A solid tower guarded by dogfolk hybrids. Holds an
ancient elven healing machine, albeit recently sabotaged
by pigfolk raiders.

Exterior: A squat stone tower sixty feet tall. It is mostly
intact although shows signs of having been patched up
over the years. It is guarded by six dogfolk with spears

(stats at location 16). At the rear are 4 relatively fresh graves.

The graves: four dogfolk protecting the tower who were
recently killed by pigfolk.

The interior: the lower floors are empty, and merely contain
bedrolls and supplies of the dogfolk guards.

The upper floor of the tower contains a strange silver
machine with a table (big enough to lie on) that slides in
and out. A panel has been pried open and there is an empty
space where something appears to have been removed.

On the other side are a number of coloured crystals
embedded in the side of the machine.

Operating the machine: The machine is a magitek medical
device, and the different crystals have different functions
(when it is working).

Green: repair genetic defects, radiation poisoning
and cancer

Red: Cures diseases and poisons

Yellow: Uses stored life energy to heal wounds (at the
moment it contains 37 HP worth of life energy), and can
regrow missing limbs and organs

Blue: paralyses (save versus parlaysis; can save again every 3
rounds) then drains 1d10 HP per round which is then stored.

The dogfolk know that by putting a pregnant woman inside
and pressing the green crystal the mother and child will
deliver safely. They don't know how the other functions work,
but they will happily capture some pigfolk to put in it if asked.

Stealing the machine: The machine is very heavy and would
be difficult to remove (a wall would need demolishing). But if
it could be transported to the southern lands it would be of
immense value (50,000 silver shillings). Its removal would
also lead to the dogfolk’s eventual extinction.

Searching the tower: behind a loose stone is a small gold
cameo containing a beautiful ivory carving of an elven
female (worth 600 silver shillings).

18. Huge Statue

A towering white statue of a robed elven lord. Hidden in
the hollow base is a secret slave temple. The remnants of
the slave’s god lingers here awaiting new devotion.

Exterior: visible from several miles away, this statue

stands at a height of one hundred and twenty feet. It is a
representation of a male elf in robes with a stern expression
looking east. It looks heavily weathered but essentially
intact. It is similar to some depictions of the god Celebrand.
The statue stands on a fifteen foot high base.

Searching the base: A secret door at the rear of the base
leads into an unlit chamber occupying the statue base.

The secret chamber: a musty unlit stone chamber twenty
feet in diameter. The air here is foul and, unless it is aired
for 30 minutes, anyone entering must make a save versus
poison or suffer a -1 to hit and checks while inside, and for
the same time period after leaving.

Inside the darkness waits a Far Realm creature that has slept
here since the cataclysm. The Shivering Web appears to be
a membrane-like entity approximately 15 feet across with

a frill of lilac fronds. It will hide until creatures enter, then
create darkness and attack with its paralytic fronds.
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AC 4 [15], HD 4** (18 hp), Att 1 x melt flesh or 1 x darkness
or 1 x paralytic frond whip, THACO 16 [+3], MV walk or
wall climb 120’ (40"), SV D10 W11 P12 B13 S14, ML 10,

AL Chaotic, XP 175.

> Infravision: 60 feet

> Melt flesh: 1d6 damage and save versus petrification
or lose 1d6 attribute points (1-2 Con, 3-4 Cha, 5-6 Dex).
Lost points return at rate of 1/day.

> Darkness (as spell): creates 30 foot diameter sphere
of darkness (lasts 12 turns). Blocks normal sight but
not infravision.

> Paralytic frond whip (2 x day): target within 5" must
make a save versus paralysis or be paralysed for 1 turn.
They can repeat the save at the end of each of their
turns. Once paralysed, they will be targeted by Melt
Flesh attacks.

> Aggressive: always attacks

Searching the secret slave temple: In the middle of the
chamber lie a pile of black, calcified humans, dwarves

and halflings. The stone walls of the interior chamber are
intricately carved. Piled on ledges below the carvings are
the remains of various offerings. These include several gold
nuggets and pieces of jade and tourmaline worth a total of
900 silver shillings.

The bodies: appear to be partially burnt or melted together.
The bodies appear to have hardened rather than rotting.
Each has an elven steel collar around their neck marked with
runes. (They fled here for refuge and died here together at
the hands of the web.)

The wall carvings: There are three sets of carvings in three
different styles. One set depicts a human figure — perhaps

a god - and human worshippers. The other sets depict,
respectively, a halfling and dwarven god and worshippers.
The god or gods do not appear to correspond to the known
pantheon. Underneath the human carvings on a low wall
rests a shiny black stone idol.

The shiny black stone idol: has the appearance of a
pregnant human woman. The idol is a magical holy relic.

It has the power to increase fertility in females within 1 mile
radius and to drastically reduce the risk of developmental
defects in foetuses and to reduce infant mortality. It would
be a boon to the dogfolk.

Special: a new god

Any human, halfling or dwarven cleric or paladin who visits
the temple experiences a dream the next time they sleep.
In that dream they meet a being of the same race as them
who tells them that they are the true forgotten god of their
people. This being asks for their service. The god says its
name is dead, and so it will leave it to them to choose a
name for them. Their values are friendship between the
races and freedom from compulsion. They are the breaker
of chains and the dream of the indentured.

If the cleric or paladin chooses to accept this offer, then they
will essentially become the founding force (high priest) of

a new religion. They retain their existing cleric or paladin
abilities, but they now have access to spells above 4th level
when they reach the requisite character level. If the cleric

or paladin rejects the offer, then they never experience the
dream again.

If there are no clerics or paladins in the party, then at

GM'’s discretion the god might appear in the dreams of

the human, halfling or dwarf with the highest Wisdom.
They make the same offer. If the character agrees they will
be expected to multiclass as a cleric or paladin at their next
level up (if you are using the optional Advanced Fantasy
multiclass rules). Alternatively they can, as a one-time offer,
immediately change their current class to a cleric or paladin
of the same character level (even if not normally permitted
for that race).

19. Hall of the Machines

Ruin originally housing the machine to make more brass
automata. Brass automata stand guard but the machine
has been spirited away by the serpentfolk. In a basement
a crystal brain may make a useful servant.

Exterior: This is a large ruined structure sitting on a low
barren hill. It has four wings radiating from a tall central area.
The stone structure is strongly built, but is about fifty percent
collapsed. Just beyond an opening on the southern side

is a pillared hall. Two humanoids made of brass patrol the
outside of the structure. Two more stand guard just inside.

N.b. any random encounters in this area will be with 1d6
hostile brass automata.

AC 1[18], HD 2 (16 hp), Att 2 x brass fists (1d6), THACO
18 [+1], MV 120’ (40"), SV D12 W13 P14 B15 S16, ML 12,
AL Neutral, NA 1d6, XP 20

> Immunity: immune to effects that affect living creatures
> Aggressive: always attacks

Searching nearby: those searching thoroughly nearer to
the structure may find signs of disturbed earth. If the graves
are excavated they will find the husk-like decomposed
bodies of 9 serpentfolk laid out carefully. They appear to
have been dead for several weeks or months.

Interior: inside the structure there is a large pillared hall
that appears to have held something on a raised area, but
judging by the drag marks in the floorboards something
large and heavy was dragged away. It is littered with 10
smashed brass automata, and dried blood stains.

Further in, there are many storerooms filled with boxes and
surgical operating rooms that lie dusty. Behind a rusting
steel door is a pit. A twisting set of stone steps inside

the structure leads down, and ends at a strong door of
elven steel.



The missing machine: The drag marks leading out of

the structure peter out outside the structure (they were
concealed by the Serpentfolk). It would be very challenging
(though not impossible) to follow their trail. The trail leads
to location 23.

Inside the boxes: these contain the component pieces
for approximately 18 new brass automata (300 pounds or
300 silver shillings each). The various arm, leg, and torso
etc pieces are carefully stored in waxed cloth. There are
also 1000Ibs of brass ingots (worth a total of 1000 silver
shillings).

The pit: drops 100 feet down and is filled to the half-way
point with bones, and then the desiccated remains of
serpentfolk (lacking brains) nearer the top.

The basement door: the door has no lock, but has an
indentation in the shape of the hand of a brass automaton.
The door can only be activated willingly by a brass
automaton (just using a body or spare arm won't work),
and automata have no reason to open the door. The door is
very strong, but not magical. Breaking it down or a Knock
spell are options.

Beyond the door is a cobweb filled dusty laboratory and
mechanical workshop.

The workshop: The air is stale and musty. Mounted on a
workbench is a pink crystalline brain the same size as a
human brain.

The crystal brain: it is a magitek artificial intelligence
prototype. It can be mounted into the body of a brass
automaton (either a salvaged one, or one using the
parts upstairs).

Once complete (takes six hours) it will come online and

be ready for orders from its creator. It only understands

the leldran (elven) language, but is smart and will try to
understand what its master wants. It cannot speak, but it is
intelligent and could draw pictographs (or write in leldran).
It has no useful knowledge, but it will serve loyally. It cannot
wear armour, but it could use a shield. If taken to 0 HP, it is
disabled, but could be repaired (each 1 hour of repair work
with appropriate tools restores 1 HP).

AC 1[18], HD 2 (9 hp), Att 2 x brass fists (1d6) or 2 x by
weapon, THACO 18 [+1], MV 120’ (40"), SV D12 W13 P14 B15
S16, ML 12, AL Neutral, NA 1d6, XP 20

> Immunity: immune to effects that affect living creatures

20. Ruined fortress at chasm
(mini dungeon)

Ruins of a fortress stand overlooking a cliff. Below lie the
secret labs of an elven general housing a terrible zombie
plague. A mutated elf corrupted by an aberration waits a
chance to find a scroll to lead them to the distant Beacon.

Exterior: Overlooking a chasm are the ruins of a fortress.
The fortress was sizable (it looks like it could have held

a garrison of perhaps 100 men), and was built of granite
faced with a milky marble. Most of the fortress has gone,
and it appears to have fallen into the chasm as a result of a
landslip. A corner remains surrounded by rubble, and time
has caused the marble to fall away.

Interior: amongst the fallen stones near the cliff’s edge
there is a set of stone steps descending below.

Villakorsh: This area is the haunt of Villakorsh who will be
lurking around, and may be spotted. Villakorsh appears to
be a ragged, twitchy, dried corpse-like humanoid with a
completely bandaged face and head. Villakorsh moves by
scuttling on all fours, and can walk on walls and ceilings.

What is going on: The fortress was once the personal
home of an elven lord and general called Anghareth (the
origin of the war god Anghalak). Like all elves he was an
accomplished mage. The lower chambers were used for
experimentation and storage. Anghareth played a role

in the development of the zombie plague used by the
Shining Ones to wipe out the rival orc empire to the east.
His personal laboratories are heavily warded, but still hold a
sample of the plague.

Villakorsh’s actions: Villakorsh is what is left of a Shining
One possessed by a Far Realm entity. Villakorsh has the
memories of its victim, and knows that the elves had
a“beacon” (location 41, Zone Three) that they were
developing, and which could be used to open a portal to
the Far Realm. Villakorsh wants to find the beacon and tear
a hole in this reality. It believes that there is a clue to the
location of the beacon in a laboratory here, but the lab

has wards against aberrations that even now Villakorsh
cannot breach.

Villakorsh will follow any party entering the ruins and spy

on them hoping that they breach the wards. He will then
ambush them when they reach the office and attempt to steal
the scroll tube containing information about the beacon’s
location. If Villakorsh cannot do that, he will also stalk the
characters and attack at night. He will try to drag one away or
take a hostage in return for the beacon information.

AC 3 [16], HD 4+2* (20 hp), Att 2 x claws (1d6), or 1 x claw

and 1 x vomit black goo (save versus paralysis or stuck for
1 turn), THACO 15 [+4], MV scuttling or wall crawling 150’
(50", SV D10 W11 P12 B13 S14, ML 8, AL Chaotic, XP 200.

> Infravision: 60 feet
> Stealthy: surprises 1-4 on d6

> Scuttle away: instead of normal movement, Villakorsh
scuttles across walls and ceilings disengaging from
enemies and then taking a full encounter move away
(even if in melee).

51



52




The Cellars
(1) Entrance

Stairs lead down from the rubble of the fortress into what was
once the cellars. The passageways are choked with creepers
and weeds and unlit.

(2) Guard Room

No door, fragments of furniture and a weapon rack, alcove
with latrine hole. Damp, lichen and weeds everywhere.

There are wall carvings of bearfolk armed with spears.
The bearfolk appear to be the proud protectors of tall slim
humanoids in robes or dresses.

(3) Barracks

No door, bits of furniture. It contains carvings of phalanxes of
spear-wielding bearfolk marching against brutish figures with
piggish faces and prominent lower tusks (orcs).

(4) Pantry and wine cellar

No door, remains of shelves and barrels. Traces of foodstuffs
here (fossilised bread, black egg shells), and quite a bit of
broken glass.

In the southeast of the room there is a secret door. It is
operated by a concealed lever, but it has rusted away and
will break. If forced open, a descending stair is visible, but
the stair is choked with rubble after a few feet.

(5) Hallway

Diamond shaped room with a decorative glass lantern
hanging from the ceiling (mostly intact 800 silver shillings)
and a mosaic floor. The mosaic shows slim elven figures
illuminated by stars handing out bread and other gifts to
humanoid figures.

The mosaic is stained and damaged in places, but if removed
carefully by an artisan and transported south, the component
pieces could be sold for 1000 silver shillings.

(6) Goblin workshop

Partial door, remnants of workbenches and tools.

« two pottery urns with the stain of long-dried wine inside.
They are decorated with distinctive Muki (goblin) designs
(worth 50 silver shillings each to a collector).

- two tarnished tools made of elven steel (two sizes
of screwdriver).

(7-8) Halfling slave chambers

Remains of wooden furniture, although everything seems
sized for a child.

In area 8 there is a large area where soil spills through the
stonework and a large patch of (harmless) mushrooms
grow. Also in area 8 is a partially rotted chest of wood and
corroded iron.

The corroded chest: Inside are a few child sized rags in
bright colours and a fine chess set with pieces made of some
kind of polished bone or tusk (worth 150 silver shillings).

(9) Long hallway

Would once have been grand. It has wall sconces for lamps
and shreds of once fine tapestries. At the centre stand
4 statues of elves: 2 male and 2 female.

Covering the centre of the allway is an area of strange dim
light. The characters can see all manner of worm - and
jellyfish-like creatures floating, flopping and swimming
through the air. The creatures are transparent, almost as if
they are insubstantial. The creatures appear to have a variety
of sense organs and many teeth. The creatures appear to
pass through each at times, and to attack each other at
others. (The walls between the dimensions are thin here.)

Passing the feasters: : If characters move slowly and
carefully and douse their light sources they may be able to
pass unharmed. If they fail, use bright light, or attack, then
they will attract the attention of the entities (treat as one
entity). The Ripper Shoal will lose sight of any opponents
that leave line of sight of the hallway, and cannot pursue
beyond that point.

The statues: One of the male elves is dressed in strange
bulky armour of a style the characters do not recognise
(they represent the Ancients and wear stylised spacesuits).
The statues are good quality but not particularly remarkable
(each: 500Ibs, 50 silver shillings to a collector).

AC 7 [12], HD 3* (14 hp), Att 4 x blizzard of teeth attacks
against four different targets (1d4), THACO 17 [+2], MV
flying 120’ (40’), SV D12 W13 P14 B15 S16, ML 12, AL
Chaotic, XP 50

> Damage resistances: non-magical attacks do only half
damage (round up).

> Feeding frenzy: if a victim is reduced to half HP, it is
immediately subjected to an additional bite attack (roll to
hit as normal).

> Aggressive: always attacks

(10) Meat storage room

Gets colder as the characters descend the stairs, and at

the bottom of the stairs the doorway is half filled with

ice. The lower steps are also icy and the first character
descending without precautions must make a save versus
breath weapon or go careening into the room on their back.

The icy room: The main room appears to have been a
meat storage room, but it is freezing cold. (The room’s walls
magically emanate cold.)

Rusting frozen hooks hang from the walls in various places,
as does a central rail.

It appears also to have been flooded to a height of 3 feet at
some stage, and the top 2 or 3 inches of that water is frozen.
All food is gone, but the bones of animal carcasses are
visible on the floor of the room under the ice and water.

The top 4 feet of the doorway are above the ice, so the
room can be entered by crouching.
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On thin ice: anyone walking, crawling or sliding out onto
the ice has a 2 in 6 chance of breaking it (roll again for each
person). Anyone breaking the ice falls through and takes
1d6 cold damage per round from being submerged in ice
water. In order to take any action the victim must succeed at
a save versus paralysis (-1 penalty per round) to overcome
the cold shock.

Climbing out requires a Dexterity ability check, although
assistance from another can give +2 to the roll. Alternatively
someone could be pulled out with a rope. Once removed
from the ice water, characters need to remove wet clothes
and try to dry themselves or they will continue to suffer
damage at 1THP/round.

Secret door in main room: There is a secret door on the
north wall of the main room. It is mostly underwater, and
covered in ice. Operating the secret catch will not work, so
it will need to be forced. That will be difficult to do while
submerged in ice water or standing on the ice above. If the
characters do somehow open it, the ice floor immediately
shatters as the water pours out into the corridor and area
12.This will leave a water level in both areas of around

2 feet deep.

Further chamber: The further chamber to the southwest
(off from the main room) has a secret door on its west wall.
The door appears to require a key in the shape of a rod

to be inserted (the rod is long gone), although it can be
broken open.

(11) Cold storage room

Chilled room, remains of shelves, smashed glass on the
floor. 3 intact potion bottles on the floor. One clear, one
green and one purple.

This room was actually used to store biological samples and
bioweapons. The first purple potion is an orc blood sample
(salty and yuck, no effect). The second green potion is a
gene-editing experiment (1d12 hours after imbibing the
character has a 50% chance of permanently increasing each
statistic by 1d3 points. Roll for each statistic. Maximum 18
and minimum 3). The third clear potion is an earlier version
of the zombie plague used to commit genocide aginst the
orcs. Anyone drinking it takes 2d8 damage (save versus
poison for half). Anyone dropped to 0 HP by the damage
dies and comes back to life 1d6 rounds later as a ghoul.

(12) Secret room

Lit by two dim Continual Light spells cast on torches. In the
east wall is a door made of rosewood with three keyholes
in a copper plate. The door appears remarkably timeless
compared to the rest of the ruins.

The door is magical and immune to damage. The door

can only be opened by inserting the three copper keys.
When this is done the door opens into a pocket dimension.
See location 20A. The three copper keys are at the Pigfolk
Village (Zone 1, location 14), the Ubershroom (Zone 2,
location 35), and the Rose Garden (Zone 3, location 46).

(13) Hall and well

The south room contains the mouldering remains of water
barrels. North are stairs that once ran up to the fortress
kitchens, but are now choked with rubble. The well is
unremarkable.

(14) Private chapel

Appears to have had a beautiful window overlooking the
chasm, but the window and most of the frame has gone. It is
now the site of a nest of two Giant Vultures. They are a mated
pair and the nest contains 3 eggs which they will protect.

AC9[10], HD 2 (9 hp), Att 1 x beak (1d4) and 1 x talons (1d6),
THACO 18 [+1], MV flying 180’ (60") or walking 60’ (20"), SV
D12 W13 P14 B15 S16, ML 7, AL Neutral, XP 20

Where the window was is a hole overlooking the chasm
(100 foot drop).

(15) Storage room

Cobwebbed, mildewed remains of spare furniture in pieces.
There are signs of rats.

(16) Two cells

The bars and manacles are nearly completely rusted away.

(17) Storage room

Broken rotted wardrobes, clothes and blankets. Damp, with
several nests of rats.

Buried in the filth is a small wooden model of a river boat.
It radiates magic. On command it can grow to a full size river
boat in one round. It can transform 20 times before losing
its magic.

The laboratories
(18) Warded door and airlock

The elven steel door (250 Ibs of elven steel if removed)

of this room is covered in silver glyphs. The glyphs look
strange and seem almost hyper-real. No magic functions in
proximity to the door. It is also an effective ward against Far
Realm entities.

The door has a complex mechanical lock, but it is very old
and has furred up with lichen. Picking the lock is at -10%,
breaking it open is at -1. Alternatively the door has AC 0 [19]
and 50 HP and ignores the first 5 damage of any attack.

Breaking the door down destroys the ward (the ward is
otherwise immune to damage). Opening the door doesn’t
destroy the ward, but renders it ineffective.

The room beyond was bisected by a glass wall and a
strange curved glass door, but it has shattered as a result of
earth movements (it was an atmosphere seal, and rotating
airlock door).



(19) Cell

Has a solid elven steel door bolted from outside. Inside are
tarnished elven steel manacles that could hold up to six
humanoids. The floor slopes towards the middle of the
room to a drain.

If the drain is searched a tarnished gold ring is found.

It is quite chunky and decorated with a strange glyph in
embedded red topaz. The ring is worth 150 silver shillings.
It belonged to an orc prisoner. If a Read Languages spell is
used to read the glyph it says “Death Moon Clan”.

(20) Cell

Has a solid elven steel door bolted from outside. If it is
opened, the party will see a heavyset creature with piglike
features and prominent lower tusks sitting hunched on
the floor. If the characters have a light source it can be
seen to have milky eyes and greyish skin and looks dead.
The creature will react to light, noise or movement and if
the door is opened it will seek to attack.

A quick thinking character might be able to slam the door
shut again if they win initiative. The creature is an orc plague
zombie, and still carries the bioweapon used by the elves to
commit genocide against the orc kingdoms. If Villakorsh is
stalking the party and the zombie is still alive, he will open
the cell door as he escapes and release the zombie to slow/
prevent any pursuit.

AC 8 [11], HD 3** (hp: special), Att 1 x bite (1d4 plus save
versus poison at -6 or suffer infection), THACO 17 [+2], MV
120’ (40’), SV D12 W13 P14 B15 S16, ML 12, AL Neutral, XP 65

> Aggressive: always attacks

Killing the zombie: The zombie cannot be killed by

any attacks that do not target the back of its head.
Ordinary sword etc attacks will hit but be seemingly
ineffective. Characters can deliberately target the head, but
such attacks are at -4 to hit. Inflicting 5 damage to the back
of the head will kill the zombie. Spells that inflict area effect
damage are potentially effective at DM’s discretion.

Infection: If anyone is infected by the zombie plague, then
they will die in 1d6 hours and reanimate as another plague
zombie. Please note that this infection cannot be cured with
Cure Disease or a Paladin’s Lay on Hands (but a Paladin’s
immunity to disease will protect them).

(21) Bio-laboratory

with the remains of workbenches and shattered glassware.

(22) Bio-laboratory

Partially rotted door. Appears to have been an alchemist’s
workshop with the remains of wooden furniture and
smashed glass. There are also two collapsed rusting trollies
big enough for a person to lay on.

In a small bone box buried under detritus are 5 small crystal
baubles. (they radiate magic and are warm to the touch.
Each contains 5 years of life that can be used in conjunction
with the Absorb Essence spell - see location 3A).

(23) Surgical room

Door falling apart. Contains a corroded steel altar, small
rusting tables, broken glass and pottery, and smashed and
corroded steel lanterns.

There are ten small sharp knives made of tarnished elven
steel that are intact (treat as 1d3 damage daggers, total
weight 1lb).

The central altar has the remains of rusting fittings that look
like someone could be tied or chained to it.

(24) Office

This room is noticeably warmer than the others (It has a
permanent enchantment to remain at 16 celsius), and the
hardwood door is relatively intact.

It contains a desk, chair and bookcases (the books are all
rotted away) and shreds of a once fine rug. A dragon’s skull
(400lbs, 2500 silver shillings) lies on the ground having
fallen away from its wall mounting.

Once this room is entered, Villakorsh (if alive) will attack
and attempt to grab the elven steel scroll case and then
flee with it.

The black and white skull mask made of bone gives the
wearer an undead appearance. They will appear to have
rotting/skeletal features and people will respond to them as
they would if confronted with a zombie or similar. The mask
also allows the wearer to fool undead creatures (1-5 on d6
for unintelligent undead, 1-3 for smart undead).

The scroll cases are difficult to open and somewhat fused
shut. Their contents are as follows.

Elven steel case: contains a vellum scroll written in leldran
(elvish). It is addressed to Lord Anghareth, and provides an
update on work to construct the “beacon” which appears

to be a means of signalling the Ancients (the gods of the
Shining Ones, apparently). The scroll reveals that the beacon
is being constructed approximately 100 miles south west of
the Shining City (location 41 in Zone Three).

Bone case: contains a vellum scroll written in leldran.

The scroll appears to be an essay by an elf called Lortian
addressed to Lord Anghareth. Lortian refers to two recent
wars in which the elves were victorious. The first against the
Dragon Empire which was only won decisively by deploying
“Titans”. The more recent against the Orc Kingdoms won by
“releasing the scourge” Lortian notes that both weapons
have been mothballed and he cautions against putting
them beyond use. He uses various arguments including the
possibility of “hostile races from other spheres” and their
vulnerability if the newly developed “rift gate” were used as
an enemy beachhead.

Silver case: contains a vellum scroll with a copy of the 5th
level Magic User spell Teleport. It is annotated with a set
of targeting sigils. If a character casts the spell successfully
and targets the listed sigils, they arrive without error inside
location 33 (The Basalt Pyramid) in Zone Two. This will
consume the scroll.
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20A. Special location: extra-dimensional space

An extradimensional space used by elven lords
Anghareth, Ferranil and Narinlath. They met here worried
about madness and betrayal from their leader Celebrand.
A secret passphrase needed to reach the Crucible waits
here hidden behind a door with three locks.

This room can only be opened with the three copper keys.
The three copper keys are at the Pigfolk Village (Zone 1,
location 14), the Ubershroom (Zone 2, location 35), and the
Rose Garden (Zone 3, location 46).

The interior: Beyond the door is what appears to be an
elegant wood-panelled study. It contains a table and 6 high-
backed dining chairs, and also three leather chairs around

a low table. In the east wall is a beautiful stained glass
window letting in bright sunshine (illusion), and fresh roses
in a vase.

What is going on: This space was jointly created by

three elven lords: Anghareth, Lady Ferranil and Narinlath.
Each held a copper key, and they could only enter the space
when together. The space is outside the normal timestream
(time does not pass outside for those inside this space) and
is proof against any detection or scrying spells.

Searching the room: Hidden inside the frame of one of the
chairs is a weird slug-like creature. The slug is actually a bio-
magical audio recording device and was installed by Lady
Ferranil as insurance in case she was double-crossed. It can
be accessed by placing it over one’s ear.

The snail’s recordings: The recordings are in leldran (elvish)
speech. If the characters can understand it, then they can
learn that this space was required because the three elves
were conspirators. They had doubts about the Great Work,
and they were concerned that Celebrand, the elven leader,
may have been intending to elevate only himself as a god
rather than all of the leldra. The conspirators planned to
sabotage the Great Work to prevent this (the characters may
speculate that this may have brought about the cataclysm).
The recordings include a magical passphrase that Narinlath
has obtained to give them access to the Crucible (it is the
key to the barrier at location 61).

21. Obelisk with markings

An obelisk marked with strange writing that causes fear
in all who see it. A territorial marker of the elves.

Exterior: Visible from several miles away (from anywhere
within its 12 mile hex), this smooth marble obelisk rises 200
feet and is 30 feet in diameter. Engraved into each side of
the obelisk are symbols. From a distance of 500 feet away
they are clearly visible.

The symbols: As soon as they become visible the
characters feel a powerful wave of revulsion, fear and
nausea. Each character must make a save versus death.
Failure means that the character cannot force themselves
to continue heading westwards, and this continues even
if they head out of sight of the obelisk, This effect lasts 8
hours. If the save is successful, the character can continue
west, but is at -2 to hit and checks while within sight of
the obelisk.

What is going on: The symbols are not magical. The effect
is psychological. The fear associated with the symbols is an
ancestral memory programmed into their ancestors by the
soul surgery of the Shining Ones. It is encoded into their
genetic memory. Once the symbols are seen their effect
cannot be avoided, but characters averting their gaze are
not affected. The symbols however have a subconscious
pull, so averting one’s eyes requires a successful save versus
paralysis. (There is a clue here that the characters are
descended from the slaves of the elves.)

22. Mist Shrouded Bog

A swamp where the barriers between realities and
timelines are broken. Entering is easier than leaving.

Exterior: The bog is a wetland of between 3 to 6 feet in
depth of murky brown water populated mostly by weeds
and grasses, and dotted with the occasional mossy cypress.
It is usually obscured by a low hanging mist, and visibility is
not more than fifty feet once inside.

What is going on: Originally an area of carefully irrigated
and managed paddy fields, the bog is a swampy region
stretching nearly 50 miles northeast to southwest, and
between 2 to 10 miles north to south. The area suffered at
the hands of the cataclysm, and time and space throughout
the swamp is warped. The bog is difficult terrain (so 1.5 mph
at normal pace, and probably closer to T mph given the fog).

Escaping the bog: Once the bog is entered, it is difficult to
find the way out (1 in 20 chance per hour).

Encounters in the bog: For each hour spent in the bog,
the characters will encounter an anomaly. Roll on the table
below and add +1 per hour spent in the bog.

01-10  They hear a strange whooping cry from several
directions, but it is impossible to identify
the source

(it sounds a bit like a bird's cry).

11-16  They hear bells, as if from a church, ringing in

the distance.

17-25  They notice that it is getting either light or dark

earlier than expected (treat as +6 hours)

They hear a baby crying (shrieking), but it is always .
from somewhere just ahead. After an hour it
abruptly stops.

26-40

41-55  They find the corpse of one of the serpentfolk
floating in the water. It appears to have died within
the last few hours and has a large (crocodile) bite
wound in its side. It wears a distinctive blue and
red bead necklace. If the beads are returned to the
serpentfolk they are frightened. They belonged to

Sissarak who disappeared five years ago.

56-70 A random character in the party goes missing

without explanation.

A freshwater crocodile (AC 3 [16], HD 6 (27hp), Att

1 x bite (2d8), THACO 14 [+5], MV 90’ (30"), SV D12
W13 P14 B15 S16, ML 7, AL Neutral, XP 275) with
milky white eyes attacks. It can be driven away with
fire. If this is rolled again, they are attacked by what
appears to be the exact same croc (same scars etc).

71-85




86-100 They see themselves through the mist about 70
feet away. They appear to be running and one
of the characters is injured and being carried.
They are accompanied by a brass automaton.
Their counterparts do not react to them, and
disappear after 1 round.

101-120 One of the characters at random (whether actually .

missing or not i.e. they might be a duplicate)
stumbles out of the fog. They cannot remember
where they have been, but... (roll 1d6) 1: their left
arm has been severed and cauterised, 2: they have
a large diamond worth 20,000 silver shillings, 3:
they now have a weird multicolored geometric
tattoo on their back that appears to move if anyone
looks at it for too long, 4: they have aged by 6+1d6
years and their normal equipment is gone or worn
out, 5: they no longer speak any languages known
to the party and only speak and understand leldran
(elven), 6: they have a blanket wrapped around
them in which is swaddled an apparently normal 3
month old male baby (the same race as a random
party member).

121-135 They arrive at a wooden shack built on a small
hillock which barely rises from the surrounding
bog. The shack is damp inside and has mildew
and moss growing in places. There is a bed and a
child’s cot. The utensils are rusted and the food is
rotted away to nothing. Lying under the bed is an
important non-perishable item that belongs to
one character (such as a trinket). It is functional
but appears tarnished, marked or faded with age
(whatever is appropriate for several decades of age).

136-150 They find a body lying face up under the water.
It appears to be perfectly preserved and is an
attractive pale skinned human woman with
shoulder length dark brown hair. She looks in her
early 20s and wears a simple skirt and tunic and has
an elven steel collar around her neck marked with
runes. (This is a version of Meelita from one of the
many fractured realities.)

151-165 They find a crude stone mausoleum overgrown
with moss and creepers. The single sealed stone
door leads to a small chamber ten feet long and
six feet wide. It is occupied by a stone sarcophagus.
Inside the sarcophagus are the bones of a woman
in a few tattered pieces of a dress, and a corroded
steel box. Inside is a book.

The book: It is written in the hand of one of the characters
(not necessarily one who vanished!) and appears to be a
diary of sorts covering a thirty year period. It recounts that
character becoming separated and meeting a similarly
lost woman called Meelita. Ultimately they remained with
Meelita, unable to locate their allies or find a way out of
the swamp, and had a child. The final entry is in a different
handwriting and Meelita notes that the character vanished
one day and she was never able to locate them. She waited
for the rest of her life for them to return and constructed
this tomb.

23. The moors (not shown on map)

The site where the serpentfolk buried the machine that
makes more brass automata.

This location is the adjacent hex to the hex containing
location 19. It is three miles from location 19. After dragging
the automata machine for several miles the serpentfolk
excavated a pit and buried the machine here.

It would take at least two or three days for a small party
to excavate the machine. It is about ten feet in diameter.
If a ramp was excavated and it was hauled up, it could be
dragged elsewhere. It is very heavy.

With access to materials (including freshly extracted brains)
the machine can produce a new brass automaton in 1 hour.
The default orders of new brass automata are: patrol Zone
One and destroy any interopers (defined as any humanoid
who is not an elf or wearing a slave collar); to collect more
materials (including brains); and to protect the machine.
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Zone Two: The Temple District

Factions of Zone Two
There are three factions currently active in Zone Two.

The Cult of Eyes
The Cult of Eyes is a group of Magog Magic Users who
worship The Worm Gods. They are led by Verak.

Verak was the firstborn son of the Sunud tribe. When he
was 16 his younger brother framed him for stealing from his
father, and he was banished. Seething with resentment he
found his way to the Cult of Eyes, entered into a pact, and
rose through the ranks. Verak wants to find an army that he
can use to conquer and/or destroy the Magog and his own
family. He has heard rumours from his dark masters of the
lost ‘joining” magic of the Shining Ones. It is through the
‘joining’ process that the Shining Ones created lesser races
such as the dogfolk and serpentfolk. Verak hopes to harness
the technology.

Their expedition comprises Verak (5th level Magic User),
7 Cult Members (2nd level Magic Users), and 20 Magog
warriors. The Cult has access to more Magic Users and
soldiers which it will deploy if it needs to.

The Boar and Compass Trading Company

The Boar and Compass Trading Company is a bearfolk
mercantile enterprise. It is led by Angus lomair (5th level
Fighter), an accomplished negotiator and smooth talker.
He is accompanied by his son Dougal (3rd level Fighter),
five bearfolk servants/cooks, and a company of 30
kilt-wearing bearfolk warriors.

Angus brought his people north to find great riches.
Unfortunately he and his men chose to explore the Circle
Lake (location 26). Sickened by what they found, they
damaged the network of living brains that maintain the
dream world that keeps the Titans subdued. After the
resulting earth tremors, Angus came to realise what they
had done.

He does not want to be responsible for releasing the Titans
and the destruction that would bring. As an immediate
measure he has ordered his troops to patrol and capture any
living creatures they find. Their brains are then removed,
placed in the leldran transport flasks, and plugged into the
dream web. The web is however suffering a cascade failure,
and this is only a short term measure. But by studying the
leldran (elvish) language he has learned that the elves

had a way to destroy Titans — a failsafe. The so-called ‘god
weapon'’ is hidden somewhere in the High Moors, but
Angus does not know where.

The Iron Sentinels

The Iron Sentinels are black iron golems that are crafted to
appear like skeletons. Each Sentinel has bound into it the
soul of a slave to give it life. The elves used the Sentinels as
guards for their scientific complexes, and they can be found
all over the zone on patrol. There are a total of 182 surviving
Sentinels. The Sentinels are controlled from a tree-like metal
construct (location 28).

While Sentinels do not remember their lives from before,
some of them have regained a degree of autonomy.

The rebels identify each other by a row of three scratches
on their shoulder. This rebel faction wants the Sentinels to
be released from their enslavement and to be allowed to
die. To do this the control construct must be destroyed. It is
however always well guarded by Sentinels, and the rebels
cannot attack it (or if they do they will immediately come
under the construct’s direct control).

The rebel faction is looking for a group of creatures to
destroy the control construct on their behalf. They realise

it is well guarded, but they are aware of a weapon at the
Iron Castle (location 29) that disrupts the Sentinels and
makes them go temporarily dormant while exposed to it
(they are under orders to avoid the area). If whatever was
causing that effect could be recovered and brought to the
tree construct it would remove the Sentinel guards from the
equation. They will be willing to make a deal - for example
carrying out a service in advance - if the characters agree to
help them.

Activities of the factions

Week - 1
Boar and Compass Trading Company: Angus’s people locate
the Titan facility.

Week 1
Cult of Eyes searching the western side of Zone Two looking
for the joining facility.

The bearfolk are raiding to feed brains into the Titan
machine. They attack the dwarven reavers, and devilfolk.

Week 2

Cult of Eyes continues looking for the joining facility.
During this week they meet the Iron Sentinel rebels, but
have no interest in helping them.

The bearfolk return to Circle Lake with their brains, and then
continue hunting.

Week 3

Cult of Eyes fights the wolffolk at location 24, but are driven off
by them. The Cult decides to cut a deal with the Iron Sentinel
rebels. They search and track them down. In return for aid in
fighting the wolffolk, Verak agrees to destroy the metal tree.

Dougal and his men attack Verak and some of his group,
but end up fleeing after losing five men.

Week 4

A large group of 40 Iron Sentinels and Verak’s remaining
people attack the wolffolk and drive them off. Vagreb is
killed and they take her yellow amulet.

Angus reads a reference to Ferranil’s living home. They search
the Ubershroom and see the painting of the giant spiny plant.
Dougal heads to the plant and recovers the God Weapon.

He opens the box and he and all his men are killed by the
wards. Meanwhile Angus discovers the secret areas in the
Titan facility.
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Week 5

Verak's people explore the facility and decide that they
need experimental subjects. They start searching for groups
to kidnap.

Now Angus (mad with grief) and six bearfolk have the God
Weapon and access to symbionts. Angus forces his own staff
to use the God Weapon on two of the Titans. Angus accepts
the symbiont and takes control of the last Titan.

Week 6

The Iron Sentinels press Verak to keep his side of the
bargain. He travels to the metal tree and betrays the
Sentinels. A civil war breaks out between the Iron Sentinels.
There are 61 rebels and 121 loyal Sentinels. The rebels are
eventually defeated. They are mindwiped by the metal tree
becoming loyal Sentinels.

Angus uses the Titan to attack Verak’s people (if he can find
them). Angus then marches the Titan south to attack the
Avari to get revenge for the historic Massacre of Dunbeath.

Week 7+
Verak and his group continue capturing victims to use in
their experiments with the joining machine.

Locations in Zone Two (locations 24-40)
24. The Red Door

An underground facility where the elves created slave
races. Guarded by a tribe of savage wolffolk hybrids.

Exterior: This is a cave entrance on a hillside, and the

cave leads to a door surrounded by red tiles. In front of

the hill is a metal building mostly covered by an ancient
landslip. A narrow tunnel has been excavated into the metal
building. In front of the cave entrance are a number of
campfires, bedrolls, a few tents, and drying hides. There are
bones, sticks and skins in places hung as crude fetishes.

The camp is inhabited by a group of furred humanoids with
wolf-like faces.

What is going on: The wolffolk live here in the open, and
have a primitive life and survive by hunting. There are 41
wolffolk, and they are divided into three packs. At any time
there will be 1-3 packs present here, with the others out
hunting or patrolling and returning in 1d12 hours. They are
aggressive and hostile by inclination, and present a strong
threat. The three packs are:

Bloodpack - a 15 strong pack led by a hulking one eyed
make called Kreeg. Kreeg wears a red amulet on a thong
around his neck.

Sunpack - a 13 strong pack led by a muscular female called
Vagreb. Vagreb wears a strange yellow amulet on a thong
around her neck.

Skypack —a 10 strong pack led by a wiry male called Strek.
Strek wears a strange blue amulet on a thong around
his neck.

AC 5 [14], HD 3+3* (17 hp), Att 2 x claws (1d6), or 1 x claw
and 1 x bite (1d8), or 1 x howl, THACO 16 [+3], MV 150’ (50°),
SV D12 W13 P14 B15 S16, ML 10, AL Neutral, XP 75.

> Regenerate: while the wolffolk lives it regenerates
1HP/round.

> Howl: a wolffolk can howl. Every member of the pack that
can hear it can make a fresh save against any effect they
are currently subject to.

> Keen nose: wolffolk are only surprised ona 1in d6

The surface building: a narrow tunnel 3 feet wide leads
into the hard-packed soil. It runs about ten feet to a
tarnished metal wall pierced by a door. Inside are several
metal rooms about 20x20 or 30x30 feet. These rooms are
dirty and dusty and have no natural light. They smell of
animal musk. They comprise:

(@) (lab) a room with broken rusting tables, and a heap of
shattered glass piled up in two of the corners.

(b) (store room) contains weird floor stains and crude wall
paintings of wolffolk killing humanoids while tall slim
people look on.

() (test subjects) a room with both walls covered in small
rusting cages, most of which have broken doors.
Inside several of the cages are piles of teeth, bones
or beads (offerings). They include 9 gems of varying
values (total value 9000 silver shillings).

(d) (operating theatre) room contains a large metal
table or altar and some rusting metal tables and
smashed glass.

(e)  (security room) room contains a rusting weapons
locker, smashed pieces of wood, and an elven steel
chest fixed to the wall. The chest is broken open, and
inside there are just three indentations with nothing
inside (the indentations match the amulets worn by the
pack leaders).

The metal building was originally surrounded by fenced off
areas containing wild animal pens, but very little remains.



» §Red Zone Vault

Blue Zone Vault

The cave mouth (red zone): the cave is twenty feet in
diameter. It leads to a twenty foot wide tunnel that slopes
steeply down and runs for one hundred and twenty feet
(descending about thirty feet). At the bottom is a round
metal door surrounded by broken red tiles. The area is lit by
a round lamp fixed to the wall (a glasssteel dome containing
a core on which Continual Flame has been cast). The door is
made of elven steel and twenty feet in diameter. Next to the
door is a metal slot. If any of the ‘amulets’ carried by the pack
leaders is placed in the slot the door will slowly roll open.

(It will close one minute after the key is removed, but there
is a similar slot on the other side.)

The first vault: The door opens to a vast illuminated vault.
The vault is approximately five hundred feet in diameter.

It is occupied by rows of large glass pillars with metal
mounts and caps. The pillars are mostly six feet tall and
three feet across. The pillars contain clear fluid, and floating
in it are humanoid creatures of various sorts. Most of the
creatures appear to be deformed in some way, and some of
the deformities look unsurvivable. Nearest to the door are
pigfolk. Further away there are dogfolk, bearfolk, wolffolk,
serpentfolk, ratfolk, birdfolk, catfolk, frogfolk, boarfolk,
bullfolk, hyenafolk, insectfolk and lizardfolk.

The pillars: These creatures are all dead. They were failed
experiments using the joining machine (below), but
eventually the elves succeeded in creating stable hybrids.
If removed from the preservative fluid the creatures will
quickly rot (in hours).

Side rooms: There are also several side rooms. These contain
60 empty glass pillars, and rusting trollies that appear to be
used to move them. There is also a large rusting steel vat
that used to contain the preservative fluid but that has all
leaked away now.

Yellow Zone Vault

Exit: On the far side, a smooth twenty foot diameter tunnel
slopes steeply down and runs one hundred and twenty feet
to a round twenty foot diameter metal door surrounded by
blue tiles. The area is lit by a round lamp fixed to the wall
and next to the door is a metal slot. If the blue or yellow
amulet is placed in the slot the door will open. The red
amulet will not work.

Blue zone vault: the door opens into a similar vault to
that above. This one contains similar glass pillars as above
but the ones in the centre of the chamber are much larger.
Nearest to the door are what appear to be dwarves in
various mutated shapes. Some of the dwarves look too
tall, or to have disproportionately human sized limbs.
Further away there are pillars containing halflings (again
some look too big), goblins (some look like halflings or too
large and brutish).

In the central area there are a number of very large pillars
containing giantkin. These appear to be mutated ogres and
giants. The far side of the chamber has pillars containing

a race of humanoids with red skin, horns and sometimes
small wings (devilfolk).

The pillars: The party may correctly surmise that the elves
created these races. That is correct, and it should be played
up for the horrifying truth (and secret) that it is. The elves
created halflings, dwarves and giantkin by experimenting
with humans using their joining machine. These changes
operated at the genetic level and once sufficient numbers

were created they could continue through natural breeding.

Goblins were a second order experiment and were created
by joining halflings with captured orcs. Giantkin were
created by merging multiple humans (2 or 3 to create an
ogre, 6 or more to create a giant). Captured fiends were
used to create the devilfolk.

61



62

Exit: As before, another tunnel slopes down (they are a full
90 feet deep underground at this point) to a similar round
door surrounded by yellow tiles. Only the yellow amulet will
open this door.

Yellow zone vault: this door opens into another large vault.
To the left and right flanks are an array of steel cages (some
huge) which appear in reasonable repair. In the centre of the
chamber are 4 pits spaced cardinally. Each pit is thirty feet
across and forty feet deep. The pit walls are veined with a
strange glowing material that seems to pulse.

Above and around the pits are stairs and a gantry.

The gantry overlooks the pits and includes several platforms
linked by chains. It appears that these could be used to raise
or lower things into the pits.

On the far side of the pits is a large machine covered in
jewels and strange protruding crystal rods.

The jewelled machine: This is the control device for

the life forge. It is highly complex and impossible for the
untrained to use effectively. It controls the joining process
in fine detail, and can be adjusted in a myriad of ways to try
to create a successful joining. Any serious political power
would be very interested in this facility and the prospect

of creating their own super soldiers irrespective of the
human cost.

If anyone decides to experiment by putting life forms in the
pits and activating the machinery, roll 1d20 for the outcome:

1-6 Both creatures are torn apart from internal
trauma. Messy.

7-13 Both creatures die in agony but don’t explode

14-19  the creatures are merged but cannot survive

20 the creatures are merged forming a new creature.
They are 75% likely to have some kind of serious
deformity.

Damaging or destroying the machine: The machine is
made of elven steel and contains an array of energy crystals.
Attempting to pry loose a jewel will inflict an electrical
shock (1d8, half with successful save versus paralysis;
retrieves a jewel worth 1d8 x 100 silver shillings).

Destroying the control system would be difficult. It is AC

3 [16], ignores the first 5 damage of any attack, and has 80
HP. Any melee attack has a 50% chance of inflicting a shock
as above if a metal weapon is used. Destroying the control
machine triggers a chain reaction in the buried machinery
and causes an overload. The complex will begin to shake
and collapse and after 3 minutes.

Fleeing for their lives: From the middle of the final
chamber (yellow vault) to the cave entrance is 1600 feet or
about 500 metres. A top athlete could run that distance in
1 minute, but it is likely to take a laden adventuring party
longer. If the doors have been closed, they take 30 seconds
to cycle open. Characters who fail to get clear must make

a save versus breath weapon. If they fail, they take 4d6
damage and are trapped (pinned under rocks etc requiring
30 Strength points to lift). On a successful save, they take
half damage and are not pinned, but they are still trapped
inside the collapsed complex.

25. Sheltered Dell

A sheltered valley wherein is camped the Magog
Cult of Eyes.

Exterior: This is a low wooded valley area. It is surrounded
by woodland and at its centre sits a raised rocky hillock.

The Cult of Eyes: This has been taken over by the Cult of
Eyes as a basecamp made up of 7 large yurts. They have 10
mountain ponies and 10 yaks here, along with their usual
mounts. There will usually be 4 soldiers on watch if the Cult
are all present (50% chance). Otherwise there will be Verak
(50% chance), 3-4 Magic Users, and 10 Fighters.

Searching the dell: a thorough search reveals a mostly
buried grave marker, eroded blank by age. Buried beneath

it are bone fragments (a dead elf female) wearing a gold
necklace studded with red spinel gems (7000 silver shillings).
Anyone disturbing the grave will be cursed with -4 to all
saves until they receive a Remove Curse.

26. The Circle Lake

An underground complex dedicated to maintaining the
‘dream web’. The dream web keeps three gargantuan
monsters slumbering. An expedition of foolish bearfolk
who damaged the machines now hunt for victims to keep
the dream web running.

Exterior: This 300 foot diameter circular freshwater lake is
placid and cold. At the side of the lake stands a set of ruins.
The ruins comprise a series of external walls pierced by
holes and lacking a roof or any internal structure.

The surface ruins: The ruins are guarded by six kilted
bearfolk warriors who are staying out of sight. If they

see a party approaching one will run below to gather
reinforcements. Within 10 rounds (1 minute) the rest of the
bearfolk will arrive. In the ruins is an opening with a ten foot
wide metal spiral staircase heading down. It drops thirty
feet to a stone room (area 1).

Around 90 feet from the ruins observant characters may
notice a wisp of smoke. This is coming from a chimney
opening in the ground that leads to area 11. Unless the
bearfolk servants are cooking, the fire is banked low and entry
that way is possible, but difficult (like to suffer 1d3 damage for
each round it takes to descend the thirty foot chimney).

What is going on: this is the current headquarters of the
Boar and Compass Trading Company, and it is here they
bring any brains that they can capture. Tied up at the ruins
are 10 mules used as pack animals.

There is only a 25% chance that all of the bearfolk will

be in the complex. It is much more likely that a war party will
be out looking for victims (Dougal and 15 bearfolk warriors
will be out). The bearfolk war party carry with them several
brain flasks. These are enchanted metal containers that open
at the top. If a brain is removed from a recently dead body
(10 minutes max.) and placed in the flask, the flask will keep
the brain alive in a kind of stasis for up to two weeks.

The crater was originally a depression where two massive
stone doors could slide back to allow the Titans to enter

or exit. Over the centuries, the crater has filled with water
forming a strangely round lake (20 feet deep at the centre).



(1) Entrance room

A steel spiral staircase rises 30 feet to the surface. Lit by
torches. It has large cracks running across the walls.

A secret door in the north wall has a secret stud that opens
it, but it is broken. The door can however be forced. It has
not been discovered by the bearfolk.

(2) Communicator

This unlit area has not been discovered by the bearfolk.
The room contains a bank of machinery against the north
wall (radiates magic). The machine has a round slot (the
perfect size for a brain flask) and small levers. If a brain
flask is slotted in, the machine allows the brain inside to be
spoken to (and tortured).

Left lever - activates the link allowing a brain in a flask to
speak through the machine (see below).

Middle lever — delivers a painful shock to any slotted-in
brain in a flask.

Right lever - allows the brain in the flask to hear what is said
by those standing next to the machine.

All three levers can be engaged simultaneously if desired.
If a random brain flask is attached to the machine, roll to
determine the reaction:

1-80 screams endlessly

81-86  babbles incoherently in leldran
87-90 can speakin leldran but insane
91-95 can talk normally in leldran

96-100 repeats a hostile meme (see below)

Interrogating the brains: The inhabitants of the original
flasks are all slaves (mostly human, but some dwarves,
halflings and goblins). These slaves believe that they were
created by the Shining Ones. They believe that the Shining
Ones are gods. They know that the gods are opposed to
by evil forces: the beast men (orcs) and the great serpents
(dragon empire), but that the gods are powerful and have
destroyed their enemies. They may be able to explain the
original purpose of some of the locations in Zone One,
but they are unlikely to be familiar with the other zones.
They can provide other information at the GM’s discretion.

Hostile meme brains: A small number of the brains from the
dream web have been infected by Far Realm energy leaking
from the Crucible. This causes the occasional nightmare
element to appear in the dream web’s virtual reality, but it is
(currently) not sufficient to awaken the Titans. These brains
will repeat a hostile meme exploiting the genetic
programming used by the elves: “ITHILLIEL MINTURIEL
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KATHURIEL GWIRIN EDREGIL ULANOR". Anyone hearing this
must succeed at a save versus spells or they will become
convinced that the brain flasks must be destroyed and
they will head straight for room 14 (even if they haven't
been there yet). This save can be re-attempted every hour
thereafter.

(3) Door control

This unlit area has not been discovered by the bearfolk.
This long room contains two large elven steel levers on the
floor in the northern corners. The levers emerge from the
floor and are about six feet long.

At the south end there is a beautiful tapestry of linen and
silk threads. It depicts 4 Titans attacking a strange city which
is defended by several dragons and small dragon men.

The tapestry is fragile, but if looked after it would be worth
500 silver shillings.

Moving a lever requires 30 Strength, although multiple
people can try, but the levers only move simultaneously.

If both levers are pulled at the same time (each requiring
30 Strength), this operates the two doors in the roof of the
Titan cavern. The party will hear a cracking noise and feel a
sound like thunder reverberating all around them. They will
then hear a roar as tons of water forming the circle lake
pour into the Titan cavern. This water will rise to a height of
10 feet in the cavern. This isn't enough to rouse the Titans,
but it will disturb them and place a severe strain on the
Dream Web burning out 40 brains in room 14,

Behind the tapestry is a secret door, but it is obvious from
this side and operated by a stone handle.

(4) Barracks

This room is a bare ston/e chamber and has been taken
over as a barracks for the bearfolk soldiers. It is dimly

lit by a torch. There are ten bedrolls on the floor and
personal effects (trinkets, water casks, food), and the walls
are cracked.

The room will be mostly empty (50% chance of 1d6
bearfolk) unless it is night time. The secret door in the
northwest corner has not been discovered by the bearfolk.
It was opened by a concealed stone stud, which has broken
off, but it can be forced.

(5) Barracks

This room is another barracks for the bearfolk soldiers and
holds twenty bedrolls and personal effects. It is dimly lit
by a torch.

The secret door in the northeast corner has not been
discovered by the bearfolk. The room will be mostly empty
(50% chance of 1d6 bearfolk) unless it is night time.

(6) Dougal’s room

This room has been taken by Dougal as his abode. It has a
crude table cut from logs and two log seats, a lantern and

a bedroll on the floor. There is a wooden coffer containing
clothes, and several wine bottles. If Dougal is at the complex
he is 75% likely to be here brooding and drinking.

(7) Dining room

Stairs lead down to this square room. This room has been
taken as a dining hall for the soldiers and is lit by torches,
lanterns and a brazier. Crude log-cut tables and benches
have been newly fashioned and installed here. There are
some packs of cards and a plain stone chess board here.
The bearfolk soldiers who are off duty will be here unless it
is night time.

(8) Control symbiotes

This unlit area has not been discovered by the bearfolk.

It contains metal cupboards and atop those are six large
glass vessels. Each of the vessels contains a floating creature
which looks like a cross between an octopus and a moon
jellyfish. The cupboards contain 11 small gold jars (20

silver shillings each) that contain a narcotic sleep powder
(gives dreamless sleep, but user becomes dependent after
two weeks which leads to nightmares if drug withdrawn).
Each jar holds 20 doses.

The symbiotes: The creatures are the living control interfaces
for the Titans. They are created via biomagical engineering
from harvested Titan brainstem tissue combined with a Far
Realm psychic invertebrate. They are alive and if placed on a
living creature they will form a symbiotic link. The symbiotes
will graft themselves to the back of their host. This is painful,
takes 10 minutes and costs 1d3 Con unless a save versus
death is made. A Titan pilot requires a minimum Int of 19.
For each point of Int below 19, a Titan has a 10% cumulative
chance of ignoring orders. The pilot can attempt to reassert
control, once lost, once per hour. The interface has a range
of five miles. Once bonded, a pilot must be drugged when
asleep or they may inadvertently give the Titan orders in
their dreams. The symbiotes will be ineffective while the
Titans are under the control of the dream web. A symbiote
cannot be removed once bonded with a host, and doing so
will be fatal.

(9) Brain flask storage room

This unlit room has metal shelves and appears to be a store
room. There are fifty empty and functional brain flasks

on the shelves. There is a large crack across the ceiling.

A corridor leads east and has an alcove to the north holding
a toilet with a bench seat.

(10) Statue Room

Originally a dining room for entertaining visitors who had
come to view the Titans, this wall has cracked marble walls
and contains a 9 foot tall black marble statue of a Titan.

The statue is magical and is hollow and open at the back.

A humanoid can step inside the statue. Inside, at face height,
are two jewelled ‘eyes’. Peering into these jewels will enable
the user to see as if through the eyes of the nearest Titan.
(The Titans’ eyes are currently all closed, but any user will see
the Titan cavern from the perspective of one of the Titans.)

A concealed button in the base of the statue opens the
secret door in the north wall, but the bearfolk have not
discovered this.



(11) Kitchen

This room has a fireplace and a chimney that has been
cleared by the bearfolk. It has been taken over as a kitchen
by the bearfolk, and there are bedrolls for the six bearfolk
servants. Most of them will be here unless they are doing
washing by the shore or hanging it up.

(12) Angus’s room

This room contains a bedroll, crude log cut table and two
stools, and a lantern. It also has a wooden coffer containing
clothes, a fire brazier and a crate of 9 wine bottles. On the
table is an ink pot, quill, several old vellum scrolls and a
notebook.

The notebook: The book is Angus’journal and it relates

his company’s journey to the High Moors to find fame

and fortune, and their discovery of this complex. It relates
how they were horrified to find the living brains and set
about destroying them until the earth shook, and an alarm
sounded and a Titan started to awaken. They realised too
late their mistake, and they have been making up for it
since. Their first act was to track down another group of
adventurers they had met on the way here and to kill them
and place their brains in the machine. That, and the capture
of several pigfolk, enabled them to stabilise the situation.
Unfortunately brains have started to die, and Angus thinks
that by removing so many at once his men have broken
something. He has been studying the elven scrolls they
found here and thinks he has found reference to something
called “the god weapon” - a failsafe of some kind.

(13) Nutrient room

This room contains a number of machines made of glass
and elven steel that radiate magic. The machines feature
three large (ten foot diameter) glassteel flasks containing
bright green matter. Pipes emerge and appear to be
circulating some kind of fluid in the direction of the
southeast passageway.

These machines are essentially bio-engineered sealed
hydroponic systems that provide nutrients to the brains
installed in the dream web in room 14. If these machines
were somehow destroyed the brains installed in the dream
web will begin to die rapidly after 3 days (10+1d10 deaths
per hour thereafter).

(14) The dream web

This room is lit by two Continual Light spells cast on the
ceiling. It contains banks of steel boxes that cover the walls
from floor to ceiling which are connected by machinery.
There are 300 round slots big enough for a brain flask.
Slotted into the banks are 220 flasks. Pipes carrying a green
fluid come from the southernmost passage. Humming wires
come from the northernmost passage.

What is going on: The banks of brain flasks are the ‘dream
web’ - a network of living brains fed by ancient machines.
It is the dream web that creates the dream world in which
theTitans spend their slumbering centuries.

In order to keep all three Titans asleep the dream web must
have around 200 functioning brains. At 180 brains one of the

Titans will start to awaken. At 120 brains, two of the Titans will
awaken, and at 50 brains or fewer all three Titans will awaken.
Any Titan that awakens will (unless piloted - see room 8)
eventually break out through the roof which will cause the
same effect as pulling the levers in room 3. Because of the
damage previously caused by the bearfolk the dream web is
undergoing a cascade failure, and this is bringing about the
spontaneous loss of 1d6 brains each week.

Recent victims: Most of the brains are ancient, but some
of the more recent brains are groups that Angus’ men have
captured. These include:

Group one

Makru — Hegemonite priest (m human Cleric 1)
Quenna - Avari warrior (f human Fighter 1)
Khenbish — Magog scout (f human Thief 1)

Group two

Zosimus — Marzani merchant (m dwarven noble)
Theron — Marzani scout (m dwarven Assassin 1)
Kaya — Kachina scout (f halfling Fighter 2)

These could be communicated with using the
communicator in room 2. Brains in the flasks could be
placed into brass automata using the machine that
produces them hidden at location 23. They would however
be imprinted with the automata mind control programing.

(15) Power room

This room contains strange looking machines that hum

and illuminate the room. At the centre of the machinery is a
glassteel flask twelve feet in diameter and etched with sigils.
Inside the flask is a strange ball of lightning and twists and
flashes around inside (bouncing off the glass walls). Wires run
from the machine down the southern corridor.

What is going on: The room provides the power system

for the dream web. This is fuelled by a bound lightning
elemental. The elemental wants its freedom, and if

released it will take the nearest path to the surface and
disappear into the sky to find the nearest storm. At the GM’s
discretion it might return the favour at some later point by
delivering a bolt from the blue against the party’s enemies.
Unfortunately releasing the elemental will also cause the
collapse of the dream web one week later when power
reserves are exhausted.

AC 2 [17], HD 8* (36 hp), Att 1 x lightning blast (1d8) or 1 x
shockwave, THACO 12 [+7], MV 150’ (50’), SV D8 W9 P10 B10
S12, ML 10, AL Neutral, XP 1200.

> Mundane damage immunity: can only be harmed by
magical attacks.

> Shockwave: one target must make a save versus paralysis
or be paralysed for 1 turn.

> Lightning step: instead of normal movement, elemental
can instantly travel up to 100 ft, or can travel along a
conducting material any distance. Can be used while
in melee.

> lllumination: shed light in a 30 foot radius.
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(16) Monitoring room

This unlit room holds 4 large crystals embedded in the floor.
One is dark. The other three glow and pulse in green, blue
and red respectively.

These crystals indicate the status of the Titans. As a Titan
starts to awaken their corresponding crystal starts to glow
brighter and pulse faster. If awakening is imminent the crystal
will emit a loud pulsing noise. The crystals can be destroyed
with 20 damage each. They have no monetary value.

(17) Observation chamber

This unlit room contains three windows looking out onto
the Titan cavern (see 18).

(18) Titan cavern

Beyond the double doors from room 14 lies a vast cavern.
The cavern is approximately 100 high (dropping 70 feet
from the double doors), and 300 feet across. It is dimly lit by
red light from multiple Continual Light spells.

The three surviving Titans stand silently. The Titans are a
feat of bio-magical engineering and powerful magic mixed
with dragon blood and tissue. They are huge, muscular
bipedal scaled creatures that stand 70 feet tall. They were
engineered to kill dragons, and succeeded very effectively
in that task.

From the doors a ramp descends to the bottom of the
cavern. Below the ledge on the floor of the cavern are two
dozen smashed brain flasks, and the rotting remains of fifty
brains. There is also a heap of detritus (broken glass, broken
wood and rusted steel cleared out by the bearfolk).

The Titans awaken.

If the characters kill the bearfolk, then the dream web will
continue to degrade and eventually the Titans will be freed.

If the characters read Angus’ journal they may end up
swapping roles with the bearfolk and capturing victims to
feed into the machine .for the greater good. Alternatively they
can try to find the ‘god weapon’ hidden at location 27 or use
the sphere of annihilation from location 33 to end the threat.

Once awakened, one Titan will head southwest through
Avari lands and will destroy the city of Midea. It will then
head west along the coast towards the old (long dead)
Dragon Empire. A second will head southeast, and will

pass close to the Rift and encounter the Giantkin. It will
then continue on and destroy bearfolk settlements before
disappearing into the eastern lands of the dead Orc Empire.
The third will head south, passing through the Thornlands
until it encounters the city of Magog. After destroying the
city it will disappear into the ocean.

AC -2 [21], HD 30+10%** (250 hp), Att 1 x bite (2d12),

2 x claws (3d6), 1 x gore (4d6), and 1 x tail lash (2d8),
THACO 8 [+11], MV 240’ (80’), SV D2 W2 P2 B2 S2, ML 11,
AL Neutral, XP 6500.

> Mundane damage immunity: can only be harmed by
magical attacks.

> Immunity: to fear, charm, paralysis, fire, poison
> Infravision: 180’

> Frightful Presence: Each creature within 120 feet must
succeed on a save versus spells or flee.

> Swallow: on a bite attack roll of 16 or better the Titan
swallows its target. Swallowed targets can attack at -4 to
hit, but take 2d6 acid damage each round.

27. Giant Spiny Plant

A gigantic cactus infested with ticks. A deadly weapon lies
hidden inside the plant’s digestive chamber.

Exterior: This is a gigantic 90 tall spiny plant similar to a
cactus. It is covered in sharp spines between four and eight
feet in length. Towards the top of the plant are several soft
looking fruits. Scuttling over the plant are insects that look
like giant ticks. They seem to be feasting on the juice from
the fruits. At the base of the plant is a dark opening that
seems to lead inside. Anyone getting close to the plant may
attract the attention of the tick creatures.

AC6[13], HD 1 (4 hp), Att 1 x bite (1d3, plus 1 blood drain),
THACO 19 [+0], MV scuttle/wall walk 120’ (40"), SV D12 W13
P14 B15 S16, ML 6, AL Neutral, XP 10.

> Senses: tremor sense 30’
> Nimble: Immune to plant spines
> Leap: the plant tick can leap 30

Reaching the dark opening: Reaching the opening
without being stabbed by the many spines is difficult —

a save versus wands is required or 1d4 damage is taken.

The spines also carry a disease requiring a save versus
poison. Failure causes small spines to start piercing the

skin as plant nodes grow under the dermis. This starts

with itching after 1 hour, and after 24 hours it inflicts 1d6
damage. The damage is 2d6 on the second day and 3d6 on
the third, after which the plant will shed spores and then die
off. The damage cannot be healed while infected.

Entering the plant: The opening is only big enough for
one person at a time. Anyone entering finds a narrow crawl
space that leads up. Wriggling through the fleshy moist
tunnel will trigger the plant’s acidic digestive juices which
will inflict 1d4 damage per round and may (GM'’s discretion)
damage equipment. Crawling all the way requires a
successful open doors check.



The plant’s digestive chamber: If successful, the characters
emerge into an unlit internal space with moist fleshy walls.
Searching under the digestive fluid for 1 turn (taking 1d6
damage) will reveal 1d6 iridescent pearls worth 500 silver
shillings each (maximum of 21 pearls).

The space also contains a long metal box. The box is black
with age and made from elven steel, and seven feet long
and six inches wide and deep. The box radiates obvious
strong magic to anyone who is a spellcaster.

The metal box: The box is protected by Wizard Lock (cast at
14th level) and an obvious Magical Trap Glyph: this causes

a Fireball to erupt on opening inflicting 14d6 damage

(half on a save versus spells). These traps can be bypassed
through a Knock spell, and also opening the box using a
patsy, or pulling it open from a distance with some string, or
something similar. If the box is punctured in any way, that
will meet the trigger conditions of it being opened. The box
contains a black adamantine spear six feet in length
(the‘god weapon’).

The god weapon: Any attack with the spear is at + 3.
Any creature struck by the spear dies. The wielder of the
spear also dies (even if the spear was thrown).

28. The Metal Tree

A metal tree guarded by dozens of Iron Sentinels.
The control and charging station for the Iron Sentinels,
the guardians of the elves’ doomsday weapons.

Exterior: visible from a mile away, this massive grey metal
tree rises 100 feet. It has long overhanging branches in

all directions (it looks like a metal banyan tree). The tree

is surrounded by several dozen skeletal looking metal
golems (around 50). Some are walking around, but most are
standing still. Half of those are facing outward and appear
to have one of the smaller branches connected to the back
of their heads.

What is going on: The tree is the control construct for the
Iron Sentinels. It will protect itself and order its Sentinels to
destroy any trespassers.

AC 3[16], HD 5 (22 hp), Att 2 x iron fists (2d4), THACO 15
[+4], MV 120’ (40’), SV D12 W13 P14 B15 S16, ML 12,
AL Neutral, XP 175.

> Immunity: immune to effects that affect living creatures
> Infravision: 60 feet

> Cannot die: if reduced to 0 HP, they regenerate back to
full HP in 24 hours.

AC 3 [16], HD 10 (45 hp), Att 4 x metal branch attacks
against 4 different targets (1d10) or 1 x roots attack,
THACO 11 [+8], MV 0’, SV D6 W7 P8 B8 S10, ML 12,
AL Neutral, XP 900.

> Immunity: immune to effects that affect living creatures

> Infravision: 120 feet and can see through the eyes of all
sentinels within 5 miles.

> Roots: the tree sends up to 4 roots out through the
ground to grapple a character (at any distance). If the
roots hit, targets are dragged 30 feet closer to the tree.

Treasure: If the Iron Tree is destroyed, the souls bound
to the Iron Sentinels are released, and they collapse to
the ground. Inside the core of the tree are 6 crystal rods
(worth 1000 silver shillings each) and a cluster of red
power crystals.

Red power crystals: These six crystals can be used as a
magical battery of sorts and each allows an arcane caster to
cast any memorised spell an additional time. Once used up
the crystals cease to function.

29. The Iron Castle

The Iron Keep of the elven trickster lord Narinlath.
Its topology warped by the presence of an artefact left
marooned in this reality by the cataclysm.

Exterior: The Iron Castle is a small fort comprising a single
unwalled keep. The keep appears to be made of black metal,
and it gives off a strange vibration. The castle’s windows are
sealed, and there is only one way in. Two large doors stand
open at the main entrance. Beyond the entrance, a corridor
stretches into the distance. The corridor is lit by a strange
diffuse yellow light. A ringing sound can be heard in the
distance from within.

What is going on: The Iron Castle was the home of an elven
lord called Narinlath. He was an accomplished mage and
assassin, and known for being a trickster (Narinlath is the
origins of the deity Nornloth. You may want to drop some
hints if relevant.) The vibration emanates from a Far Realm
object that became lodged here during the cataclysm.

The vibration of the object temporarily deactivates Iron
Sentinels, and also disrupts any other soul trapping magic
or technology.

Entrance: The entrance corridor is spatially warped. It runs
in identical fashion for 10.3 miles. At the end of the corridor
is a pair of double doors. The ringing sound is still audible
and louder.

The lobby: Beyond the double doors is a large carpeted
hallway. It appears not to have aged. An ornate wooden door
leads onwards, but flanking it is a zombie giant. A second
giant skeleton lies on the other side of the door (a second
guardian whose magic unravelled). The zombie guardian will
attack if anyone touches the exit door, or if it is attacked.
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AC 5 [14], HD 6 (40 hp), Att 1 x fist (3d6) or 1 x toss (3d6),
THACO 14 [+5], MV 60’ (20"), SV D10 W11 P12 B13 S14, ML 12,
AL Chaotic, XP 275.

> Slow: always loses initiative
> Immunity: immune to effects that affect living creatures.

> Trample: can move even in melee against human sized
opponents. Anyone within 5" must save versus paralysis or
be knocked back 10"

> Toss: can grab and throw a human sized target within ten
feet. The target must make a save versus breath weapon
or be thrown 30’ and take 3d6 damage.

> Aggressive: always attacks

The castle: Beyond the door is the rest of the castle, but

it suffers greater spatial warping effects than the outer
castle. When the party moves around, determine what
they encounter by rolling randomly. Do this even if they
backtrack because the maze will change as they explore it.
The map need not make sense (i.e. corridors and rooms can
overlap). Tip: you may want to roll some of this in advance
so it is not obvious what is happening.

In these areas the ringing is loud and will grate on the
nerves of the characters and make it impossible to properly
rest while in the maze. All of these areas are lit with the
same dim yellow light unless otherwise noted.

1d100

01-05 The entrance room

06-18 A corridor runs 1d6x100 feet

19-23  The black room

24-35  Stairs lead up 1d6x50 feet

36-40 The catroom

41-52 A corridor runs left and right 1d6X100 feet in
each direction

53-65  Stairs lead down 1d6x50 feet

66-77 A corridor turns left and runs 1d6x100 feet

78-82 The statue room

83-96 A corridor turns right and runs 1d6x100 feet

97-100 The source

The black room: The corridor ends at an archway.
Beyond the archway is total blackness. The darkness

is magical and impenetrable. In the middle of the 100
diameter chamber is a stone lectern bonded to the floor.
On the lectern is a book.

The book: written in leldran (elvish). It contains a beautiful
purple silk bookmark with thread of gold and jewels (1250
silver shillings). If the book is removed from the room, within
a few minutes it will vanish and appear back in the room.

Reading the book: If read (e.g. using a Read Languages
spell) it tells a story about the reader that curses the reader
with a hostile meme. The first person to read it gains a
permanent belief that (1d8): 1-2: they believe they are dying
of an illness for which there is no cure, 3-4: they believe that
they are madly in love with an entirely fictional person (they
will moon over them, identify keepsakes to give them, keep
talking about them and relaying fictional life events), 5-6:
they believe that they are on an important secret mission
(and will keep copious notes, act suspiciously, leave notes

in imaginary dead drops, think that people they meet are
secret contacts), 7-8: they have a child (they will worry about
them, ask about them, talk about them and make plans
about them). They may, with some effort, be temporarily
persuaded that this belief is false, but they will fall back into
the belief within a few minutes.

The cat room: The corridor ends at a large vaulted chamber
supported by pillars. The room contains a beautiful tiled
swimming pool filled with fresh water. Beyond the pool the
room is filled with a wildly growing garden bearing strange
purple fruits. The ringing noise seems distant here.

A delegation of felines: If the characters enter and explore
they will, after a few minutes, be met by a delegation of cats.
The cats are intelligent and can speak (they understand,

and can be understood by, any humanoid). They are the
descendants of Narinlath's uplifted cats. Their leader is an
elderly white cat called Tivian. She is flanked by ten cats
wearing a kind of armour made from green leaves.

What the cats know: The cats believe that where they live
is Eruk (paradise) and they were brought here by Narinlath
(the two-legged god). It was Narinlath who gave them this
place as a reward for their service. They are aware of the
maze and the rooms, though they avoid the source and
have never made it outside the castle. They will ask if the
characters are also gods.

The garden: There are around 200 cats living in the garden.
The water and garden magically regenerates. The garden
produces nutritious fruit on a daily basis. The cats have
adapted to a vegetarian diet. The vaulted chamber extends
for 1000 feet beyond the swimming pool and contains
shrines and artworks, and lots of sleeping places.

Pluvian: a tom called Pluvian will ask if he can accompany
the characters. Pluvian craves adventure and wants to see
more of the world (he will be very excited by any talk of
‘outside’). He may be useful as a translator because any
humanoid can understand him.

The statue room: A room decorated with floor to ceiling
mosaic tiles, predominantly in green. At the centre sits

a beautiful stone statue of a cat made of a black stone
and approximately 6 feet tall. It has large green emeralds
for eyes.



Taking the emeralds: The emeralds are worth 5000 silver
shillings each. If they are taken the first person doing so
suffers a curse. They, and only they, will see a kitten appear.
The kitten is, for them, indestructible and physical (although
it is a delusion). The kitten will follow the character and will
always catch up with them within a few minutes. They will
generally be a nuisance (waking them up in the middle of
the night, mewing distractingly, tripping them up). None of
this is life threatening but it is annoying and frustrating at
times. There is no way to remove the kitten short of a Wish.

The source: The ringing in this room is deafening. In the
centre of the room is a shimmering, blurry orb around 18
inches in diameter. It coruscates with weird colours and
floats in mid air.

What is going on: The orb is an “object” brought from the
Far Realm and it is alien to the normal universe (it is in

fact a three dimensional manifold of a higher dimensional
phenomenon.) It can be moved, but it exerts an unhealthy
influence. It is this object that has, over the centuries,
created the spatial distortions here, and created the strange
resonance in the Iron Castle. Removing the orb will not
immediately remove these effects, but they will begin to
diminish over the following years.

Transporting the orb: The orb also acts as a beacon
attracting the attention of Far Realm entities. Every six
hours it is in the possession of the party roll for weird
phenomena (1d6) 1: Lost time: party cannot recall the last
1d6 hours, 2: one character must make a save versus death
or suffer random mutation (see location 30), 3: one party
member suffers insanity for 1d6 hours, 4: spatial warping
causes travel distances to expand or compress, 5: one party
member gains telepathy and can read all nearby minds
(whether they want to or not) for 1d6 hours, 6: strange
rainbow bubble appears around the party. They then find
themselves moved 1d6 x 12 miles in a random direction.

30. Dwarven Mines

A mine that once served the elven masters.
Still inhabited by dwarves mutated by a spike irrupting
from a hostile universe.

Exterior: This mine entrance on a mountain side is
surrounded by a fort built from stones and hefty logs.
It is patrolled and guarded by hunched, hooded dwarves.

What is going on: is the lair of a group of mutated dwarven
reavers. The dwarves are a savage and violent tribe that relish
murder, and enjoy torturing, abusing and eating prisoners.

Deep in the mines is a weird black spike that rises from the
floor of a cavern 20 feet. The dwarves call it The Carrion
God. The spike emits a constant humming vibration.

The effect of the vibration is to suppress higher brain
functions (an effect which is permanent over time) and to
encourage violence, lust and fear. The dwarves have all
been changed by exposure to the spike and every one of
them has a mutation or disfigurement of some sort.

Originally the dwarves were created to mine for valuable
minerals used by the elves in their magitek. The mines
contain veins of elven steel (titanium), aluminium, quartz,
and tourmaline. There are 79 combatant dwarves, but also
15 mutated dwarven children.

The spike is in fact part of a higher dimensional Far Realm
being. Due to a rupture in the fabric of reality caused by the
cataclysm, this being has intruded into our universe and,
compressed into three dimensions, it appears as a spike.

Leader: Smiler is a albino male with a braided white beard,
multiple scars, and a tentacle growing out of the back of his
bald head. Smiler likes to chain victims to the spike before
engaging in nauseating and bloody rites.

The dwarven mines comprise three main areas:

The outer workings: the defensive fort, plus the tunnels
holding kitchens, larders, sleeping chambers, latrines and a
pool of dirty water. There are usually about a dozen dwarves
guarding the fort, and a further 10 in the upper chambers
that can reinforce them quickly. This is also where the 15
mutated dwarven children live.

The ore processing hall: this large chamber contains
steam-powered ore crushing machinery. It is surrounded by
a raised walkway on all sides. If under attack, the dwarves
will wait until the characters enter, and then drop a gate
sealing their exit. They will then rain missile attacks down on
the characters from the walkway 20 feet above. There will be
20 - 30 dwarves lying in wait to attack here if the alarm has
been raised.

The carrion god cavern/lower workings: down a 100’ shaft
with a metal ladder is a mine tunnel that leads to a large
200’ diameter cavern. Here lies the Carrion God. If the alarm
has been raised, Smiler and 7 to 12 dwarves will be waiting
here for a last stand.

The spike: The spike is immune to damage and spells short
of artefact level magic. Prolonged exposure to the spike’s
vicinity (or each hour chained to it) will cause a mutation
unless a save versus death is made. The possible mutations
include: (1d12) 1-3: lose 6 Int, 4: limb mutates into a
tentacle, 5: mouth seals shut, 6: lose all hair and skin turns
white, or grow long hair, 7: grow 1d3 new eyes in random
places, 8: gain ability to speak telepathically at 100 feet
range, 9: Eyes seal over but gain blindsight 30 feet, 10-12:
lose 6 WIS. Mutations are permanent, but can be removed
with a Remove Curse spell.
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Dwarven reavers (94) Treasure: piled up at the base of the Carrion God are a

AC 5 [14], HD 2+2* (11 hp), Att 1 x machete or pick (1d6+1) or  fange of offerings: 12 copper ingots (25Ib, 250 silver shillings
1 x special attack (see below), THACO 17 [+2], MV 120’ (40")), ~ €ach), 8 silveringots (25lb, 2500 silver shillings each),

SV D12 W13 P14 B15 $16, ML 9, AL Chaotic, XP 35. 38 gems of various sizes and qualities (total value 2800
shillings), a silver flute (100 silver shillings), and a wolffolk
skull dipped in gold (1000 silver shillings).

> Infravision: 60’
A special attack from one of the following:

> Frothing bite: 1d4 damage and target must make a save
versus poison or suffer a disease (as per Cause Disease).

> Tentacle warp: on a hit target must make a save versus
paralysis or be slowed suffering a -1 to hit and damage
(this effect can stack).

> Vomit goo: 10’ range; target must save versus poison or
take 1d8 poison damage.

Kitchen Sleeping Chambers

The Upper Workings



31. Ruined Dome (The Rift Gate)

A ruin housing a machine capable of opening a doorway
between worlds.

Exterior: This ruined surface building was originally a dome,
but it is now a few low walls in a square shape with a large
central mound of rubble.

What is going on: This ruin is home to an interplanetary
gate created by the elves using magitek knowledge that
dates back to the ancients.

The rubble pile: the central rubble pile contains a

twenty foot diameter tunnel excavated down through it.
Close inspection will reveal that the tunnel appears to have
been created by something burrowing out rather than in.
The excavated tunnel does not look recent.

Descending the first tunnel: navigating the tunnel leads to
a series of dusty chambers around 40 feet beneath ground
level. These contain natural mould and lichen.

At the back of this area, a round passageway thirty feet in
diameter slopes downwards. In front of it stands a large
round vault door made of steel. The door is buckled and
rusting, and appears to have been torn or blown off some
time ago.

Descending the second tunnel: the round tunnel slopes
down for 300 feet (descending another 100 feet as it does
s0). In several places along the way parts of the tunnel have
collapsed. At one point the tunnel only has a three foot clear
space above rubble.

The rift gate cavern: The bottom of the tunnel opens

into a large natural cavern. The cavern is around 500 feet

in diameter and 60 feet high. It is illuminated by what

looks like a shimmering vertical pool of water thirty feet

in diameter. Visible hazily in the water as if reflected is a
rocky coastline above a white sea with a city in the distance.
A sun hangs in the sky, but looks more orange than the

sun outside.

Surrounding the shimmering interplanetary portal is a weird
black metal mesh like framework rising from two pillars

of the same material. The metal seems to twist and move
unnaturally making it hard to look at or focus on for long.
Around seventy feet in front of the gate is a large stone and
black metal pedestal.

The rift gate framework: The weird twisting is a side effect

of the spatially warping Far Realm energies deployed in the
gate. Anyone touching the gate framework must make a save
versus spells or take 1d20 damage. The gate has AC 1 [18],
ignores the first 5 damage, and has 100 HP. Destruction of the
gate releases magical and Far Realm energy that inflicts 1d20
damage to anyone in the cavern (save versus spells for half)
and will cause the cavern to collapse.

The pedestal: The top of the pedestal is covered in dust, but if
cleared off reveals a matrix of rectangular black metal buttons.
Next to the buttons is a black glass orb half embedded in the
pedestal. Each button has a raised symbol in elvish. There are
3 buttons currently depressed: ELUSIVE SIGH, RED SMILE and
TOPAZ SEA. The orb can also be depressed.

Each symbol represents an elven name for a pulsar (taken
from the Ancients’ records). There are 182 buttons arranged
in a 13x14 matrix. A Comprehend Languages can translate
the meaning of the buttons. The three currently pressed
buttons essentially represent the address for the planet
currently targeted. The stellar bodies are used as part of the
targeting system for the interplanetary portal.

Operating the rift gate: Depressing the orb (difficult;

it's jammed with dust) shuts down the current portal and
causes the three buttons to undepress. The gate can be
re-established by pressing the same buttons in any order.
Given that the symbols can be in any order, and that
repetition is not possible, there are approximately 988,000
different three-symbol combinations. Random combinations
of three symbols will mostly fail to connect, but at the GM’s
discretion some of the symbol sets will connect to new
worlds. The description of the new worlds falls outside the
scope of this book.

As a rule of thumb, assuming the gate is capable of reaching
100 planets, then there is one live address for every 9880
possibilities. Assuming an average of one attempt each 30
seconds, it would take on average around 3.5 days to locate

a new address by random dialling if attempts were made
continuously, but this could reasonably take 50% less or more
time (roll a 1d10).

If you do wish to allow new destinations, you may want
to have portals opening to some of the following strange
worlds (also available where you bought this book):

The Slumbering Ursine Dunes (copyright Hydra Cooperative)

Deep Carbon Observatory (copyright False Machine
Publishing)

Castle Gargantua (copyright Kabuki Kaiser)
Fever Swamp (copyright Melsonian Arts Council)

The Gardens of Ynn (copyright Dying Stylishly Games)
31A. To another world

The gate was open at the time of the cataclysm,
destroying a civilisation of birdfolk. A magic silver egg
lies in their city, but terrible beasts float above.

If the characters pass through the portal, they experience a
moment of utter chaos. At that moment neither space nor
time appear to exist, and they do not appear to have a body,
mind or identity. It lasts for a few seconds or all eternity: it is
impossible to say. This is extremely unpleasant, but causes
no actual harm.
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They find themselves standing on green grass next to some
barren cliffs that overlook a viscous milky sea. The air feels
thick and tastes of aniseed. In the distance jellyfish-like
creatures gracefully float in the sky. A ruined city stands by
the sea 1.5 miles distant. Above the city float grey clouds.
Behind the characters the portal is mostly invisible, but still
detectable as a sort of heat haze effect.

What is going on: The jellyfish critters are cow-like grazers
of airborne aphids and midges and are harmless. An astute
observer may notice that they do not float anywhere close
to the city. The air has a lower proportion of carbon dioxide
than the character’s home planet. This means that rain

is less acidic, and there is therefore less salt in the ocean.
This has led to the viscous milky sea that is filled with
bacteria. At night the whole ocean glows with an eerie
bioluminescent light.

Walking to the city: It takes around thirty minutes to reach
the edge of the city on foot. The city is around two miles

in diameter, and made of a grey stone. The buildings are
predominantly fluted towers with high windows and ledges.
At the centre of the city is a single tower taller than all of

the others (rising up one hundred and fifty feet). The city is
gloomy and overcast due to grey clouds that float above.

The city appears to be abandoned, dusty and has (harmless)
white fungus growing in places. Many of the buildings are
damaged, crumbling or collapsed.

Searching the city: a search of the city leads to the
discovery of some calcified bones, and some wall
inscriptions. The former inhabitants appear to have
been a humanoid pteranodon race that had the natural
ability to fly.

The central tower: if the characters keep heading towards
the tall tower, they find it in the city centre surrounded

by a plaza. The tower is fifty feet in diameter and has a

large entrance at ground level, and no windows except at
the very top. Inside it is hollow and open with two stone
staircases attached to the walls that zig zag upwards. One of
the staircases is mostly collapsed, and the other is mostly
intact, but missing a twenty foot section.

The top chamber of the tower: after one hundred and
twenty feet, both sets of stairs emerge into a room at the
top of the tower. The room is fifty feet in diameter and thirty
feet high. There are six window openings (the frames and
glass have rotted away), and cold wind whips through the
room. At the centre of the room on a stone plinth is a shiny
silver egg. The egg is approximately three feet tall.

The silver egg: The egg is the holy of holies of the
pteranodon race, and worshippers were forced to walk
rather than fly here as an act of respect. There were separate
staircases for coming up and going down.

The egg radiates magic. The egg stores memories.
When physically touched memories can be stored in the
egg, accessed or deleted.

The egg holds hundreds (maybe thousands) of years of
memories and knowledge of the dead pteranodon race
placed there by its priesthood. The egg weighs three
hundred pounds, so it is clearly not solid silver. Carrying it is
a two-person job, and doing so down the stairs is difficult.
The egg has AC 6 [13], ignores the first 5 damage of any
attack, and has 30 HP before it breaks. If it breaks it loses its
magic, but continues to be three hundred pounds of silver
with a value of 30,000 silver shillings.

Memories stored in the egg: the pteranodons called
themselves the Skittari. The egg holds a detailed history

of their people, their religion and gods, and their rulers
(things the priesthood considered important). The egg also
contains a great deal of information about their world which
they call Chitiak. They are apparently one of three sapient
species on the planet, with a peaceful saurial race (the
Brodak) to the mountainous west, and an aggressive insect
race (the Thissk) to the jungles of the south.

Memories of the elves: The egg records the visit of the
Shining Ones. They arrived one day and approached the city
and sought to open diplomatic relations. Their leader was
an elven warrior called Anghareth. He was accompanied by
several robed elves, one hundred bearfolk soldiers, and a
massive armoured giant. The elves appeared powerful but
peaceful, and were interested in any magical knowledge the
Skittari possessed.

The most recent memory of the egg is from a few weeks
later. It records the day of the cataclysm as experienced

by the Skittari. Although it happened on the other side of
the gate, the open portal allowed the collapse of the walls
between the real world and the Far Realm to bleed through,
and thousands of hideous creatures appeared in the city

at once and space and time began to collapse. The final
memory is of a member of the priesthood touching the

egg as he appears to hallucinate reality peeling away like
layers of tissue while something from behind him wraps its
tentacles around him. (Think about whether this is sufficient
for the characters to unlock some of the secrets of the
Shining Ones and gain XP.) The egg was guarded by the
priesthood and there are therefore no spells stored inside it.
It could however be used as a spellbook by the characters if
they think of that.

Getting out alive: the grey clouds floating five hundred
feet above are actually huge dreaming Far Realm beings
that entered this world during the cataclysm and destroyed
this civilisation. At any point after they enter the city, the
characters may be attacked by the clouds (after they have
visited the central tower would be best).

The attack: A rain of black tendrils descend and attempt to
catch characters and pull them up into the clouds where
they are consumed. This effect covers the entire city making
itinto a death trap. The tendrils can be attacked, but the
cloud creatures are too vast and alien to be destroyed.
Assume one tendril attacks each exposed character, and
severed tendrils are immediately replaced by new ones.



AC7[12], HD 2 (10 hp), Att 1 x grab, THACO 14 [+5], MV 120’
(40'), SV D12 W13 P14 B15 S16, ML 9, AL Chaotic, XP 20.

> Immune: tendrils are immune to mind-affecting magic.

> Grab: if a character is grabbed, on the tendril’s next
round it will lift the character into the air 60". The tendril
will continue lifting the character up 60 feet each round
thereafter until the cloud 500 feet above is reached,
where they will be devoured.

A grabbed character can attempt to escape by making an
Strength ability check at -4. They will also be released if their
tendril is brought to 0 HP.

Any character falling will take 1d6 damage for every ten feet
fallen. Characters who fall and are unconscious will continue
to be attacked by fresh tendrils.

Escape: The best defence is for the characters to run and
hide in the buildings and wait for 6+1d6 hours after which
the clouds cease probing and become quiescent again.
Stealthy characters should be able to reach the edge of the
city without further attack, but it should be a tense and
frightening journey.

32. Iris Door in Hill

A vault holding a dormant army of nearly ten thousand
zombies. A one-way teleport machine.

Exterior: a ten foot diameter metal iris door in a rock
outcropping. Next to the door is a square of embedded
green gemlike material with a thin indentation.

The gem-like material: a hole for a gem key, but this
key is lost.

Opening the door: the elven steel segments of the doors
have fused shut over the centuries. It requires several
hours’ work to force open one segment which will allow a
character to crawl through. Behind the door a ten foot wide
ramp leads down into the darkness.

Descending the ramp: The ramp descends 300 feet
(dropping 100 feet) and ends at a similar metal iris door.
This one is a bit easier to open and pulling open a segment
takes around an hour.

The vault: Beyond the door is a vault 1500 feet across.
Inside the vault, standing in silent ranks, are ranks and ranks
of zombie soldiers. How many are visible will depend on
how much light the characters have.

The zombie army: the zombies stand in 100 ranks of 100
zombies ten feet apart. In places the ceiling has collapsed and
crushed some of the zombies (258 are crushed). The zombies
are made mostly (80%) from dead humans, but there are
some dead bearfolk, goblins, halflings, dwarves and other
hybrids. The zombies all wear green verdigris-stained
breastplates with runes (-3 to turning attempts). If a zombie
is attacked, that zombie and the nearest 1d20 zombies

turn hostile. If other zombies from that group are attacked,
then an additional 1d20 zombies are activated (and so on).
Removing a zombie's breastplate requires a Dexterity check
to avoid the zombie perceiving that as an attack.

AC 8 [11], HD 2 (9 hp), Att 1 x rusting sword or rend (1d8),
THACO 18 [+1], MV 60’ (20°), SV D12 W13 P14 B15 S16, ML 12,
AL Chaotic, XP 20.

> Immunity: immune to effects that affect living creatures.
> Slow: always lose initiative.

What is going on: The zombies are a mothballed army
stored here by the elves. The zombies require a control
sceptre to command them (which is at location 60 in the
Shining City in Zone Three). The sceptre provides control
over the zombies at a range of 5 miles and allows orders
to be issued telepathically. Once given orders zombies will
continue following them until they receive new orders.

Exploring the vault: At the rear of the vault is a
teleportation platform/machine.

The teleportation platform: The platform is 20 ft by 20ft
and reached by a ramp. It can hold up to 16 medium sized
creatures at a time. At the base of the machine are controls.
The controls include two very large dials and a lever. If the
lever is pulled, then anything on the platform is teleported.

The first dial indicates a distance in miles east or west from
this location. The second dial indicates a distance north or
south. The dials run from 0 to 5,000. The dials are currently
set to a position 3655 miles west and 1040 miles south
(3800 miles west by southwest in a direct line).

You should hint to the characters that the teleportation
may be one way, and there is no way to retrieve anyone or
anything teleported. If the characters decide to teleport
themselves, the precise details fall outside the scope of
this book, but they will arrive in the overgrown ruins of

a city. This is in fact Hadramaut - the ruined capital of

the long-dead dragon empire destroyed by the elves.

The ruins contain drakes, wyverns, feral dragonborn (savage
warring tribes based on scale colour), and undead dragons.
Outside the city are bands of dark ages human:s. It will be a
long walk home.

The dials on the teleporter can be adjusted, and it can

be used as a shortcut to Utnapishtim, Midea or other

places. It is also a way to send goods to another location
without travelling. While the machine will always teleport
consistently to the same spot within 1 mile of the targeted
destination, given that the characters do not have perfect
maps, arrival will usually be within 2d6 miles of the intended
destination (or more at GM's discretion). The machine will
always teleport travellers to ground (or surface) level, and
this is automatically adjusted for.

33. Basalt Pyramid

A black stone pyramid with a gold door studded with
dome shaped bumps. A broken hole high up on the side
also leads inside.

Exterior: This structure is a large pyramid made of a black
stone. It has four sides, stands five hundred feet at the base,
and rises to a height of three hundred and fifty feet. At its
base is a single ten foot wide golden door decorated with
closed eyes of differing sizes. The pyramid is dusty and has

73



74

soil and weeds growing in various places, and on the side
opposite to the door there appears to be a hole near the top
where part of the pyramid has collapsed.

Climbing to the hole: Reaching the hole requires a three
hundred foot climb up the pyramid. This either requires a
good plan involving rope and pitons, or a Climb Surfaces
roll. At the top there is a fifty foot wide hole. The hole is
directly above the Sphere of Annihilation, which appears to
be a massive featureless and unreflecting black orb eighty
feet below.

The golden door: If the door is attacked or touched,
the closed eyes creak open and attack with eye rays.
The door fires three of the following rays at anyone
attacking the door:

1:  Paralysing ray. Save versus spells or subject to a Hold
Person spell for 9 turns.

Fear ray. Save versus spells or flee for 2 turns.

Petrification ray. Save versus spells or be
turned to stone.

Cause wounds ray. Save versus spells or 2d6+2 damage.

5: Disintegration ray. Save versus death or die.

Blindness ray. Save versus spells or blinded for 6 turns.

The door has AC 0 [19] and has 49 HP. Once destroyed the
eye rays cease to function. The eye rays have a maximum
range of 600 feet. Defeating the door provides 3500 XP
(a@s a 11*** HD creature).

Treasure: The doors are thickly gold plated rather than
solid gold, and 50lbs of gold can be recovered (value 50,000
silver shillings).

Inside the pyramid

A vast hollow pyramid, filled almost entirely with an
unreflecting black orb 300’ in diameter.

Interior: Beyond the door is a vast hollow pyramid. The floor
is fifty feet below floor level and stone steps lead down.

The pyramid is fully occupied by a huge three hundred foot
diameter featureless and unreflecting black orb. (This is a
doomsday weapon created by the elves:

a massive Sphere of Annihilation.)

The pyramid also contains a stone pedestal, a magic circle
on the floor, and a floating golden throne.

The stone pedestal: topped by a metal box with a hand
print marked in silver. If touched for ten seconds the entire
roof of the pyramid will be shifted out of phase with this
universe and appear ghostly. This was intended to allow for
the egress of the Sphere. Anyone on the roof at the time will
most likely fall into the Sphere.

The magic circle: marked in inlaid lapis lazuli runes on the
floor. (The lapis lazuli is worth 1000 silver shillings.) It is the
target for the Teleport sigils found at location 20.

The golden throne: floating five feet off the ground: the
control interface for the Sphere. The throne flies (as a
permanent Fly spell; one creature only) and has a psychic
bond to the Sphere (the Sphere cannot be controlled in

any other way). The throne has a maximum control range
of 1 mile. The golden throne would be worth 15,000 silver
shillings if sold solely for its flying properties.

Controlling the Sphere: Using the throne to control the
Sphere requires a minimum Intelligence of 16. If the user
has less than 18 Intelligence, they must make a save versus
spells each minute they are using it, or suffer 1 damage per
point of Intelligence under 18. The Sphere cannot be made
to consume the throne, and throne cannot be made to fly
into the sphere. When under control, the Sphere can move
at a maximum speed of 3 miles per hour (or 120’ (40")

i.e. walking speed).

34. The Petrified Forest
A petrified forest infected by hallucinogenic mould.

Exterior: This forest is made up of petrified (fossilised) trees.
The trees are covered in a grey lichen or mould.

What is going on: The forest was created as a result of Far
Realm energy released during the cataclysm.

The mould appears harmless, but prolonged exposure
(for example spending considerable time in the forest)
will have a toxic and hallucinatory effect. How quickly a
character deteriorates will depend on them making saves
versus poison at the times listed below, and every hour
thereafter. Tip: to maintain mystery it would be better for
you to have rolled these checks in advance and simply
narrate the effects.

After three hours: characters may experience auditory
hallucinations.

After six hours: they will experience visible hallucinations.

After nine hours: they will suffer extreme confusion and
will find it difficult to find their way out of the forest or
understand which way they are heading.

Ultimately the victims may wander aimlessly until their
food and water run out and they die. Once they are fully
dosed, making a rational decision or doing something (like
casting a spell) that requires concentration becomes nearly
impossible. Characters can reduce their toxicity (restart the
contamination clock) through a Neutralise Poison spell or
Lay on Hands.

Twelve hours’ travel into the forest: there are ten foot tall
hives on the ground. The hives are home to blood coloured
beetles as big as a man’s hand. Each beetle has a strange
bulb of fluid on their backs.

The bulbs: the ambrosia beetles are generally harmless.
The fluid functions as a healing balm that cures 2d8 HP
(per bulb), and can also regenerate missing limbs and
organs. Unfortunately it has no effect on fungus poisoning.
The balm can be harvested but it only lasts a week.

Collecting hallucinogenic fungus: the fungus can be
scraped from the trees and stored. If a jar of fungus was
thrown at a target and they inhaled it, they would need
to make a save versus poison or suffer hallucinations for
1d10 minutes.



35. The Ubershroom

A gigantic intelligent mushroom. Hollowed out and used
as a home by the elven Lady Ferranil. Her pets remain.

Exterior: This is the domed cap of a one hundred and
twenty feet in diameter and fifty foot high mushroom. It sits
upon a stalk that is twenty five feet in diameter and forty
feet tall. The giant mushroom'’s exterior is white, but has
blue gills under the cap. There is an eight foot tall slit at the
base of the stalk.

What is going on: This is the Ubershroom: a huge magically
bio-engineered mushroom. The Ubershroom is alive and
intelligent. It cannot speak, but understands humanoid
languages. It is achingly lonely and its overriding objective
is to have company. If the characters seem to be rational
explorers rather than ruthless brigands, the Ubershroom will
make them welcome.

To encourage friendly groups to stay, the Ubershroom will
release happiness spores which have a relaxing and uplifting
effect. The characters will notice an uplift in their mood

and will feel like they really like it here, but won't know why.
Over time the happiness spores create a dependency.

Mushroom’s defences: If the characters start damaging the
Ubershroom or stealing all the furniture, the Ubershroom
will turn hostile. It will start by changing the bioluminescent
internal lights to a red colour, and then make that pulse.

If that fails it will attack with spore clouds. The Ubershroom
can deploy a number of spore clouds inside or near to itself
(save versus poison):

a) fear spores (as Cause Fear)

b) hallucination spores

(
(
(c) paralysing spores (paralysed)
(d) choking spores (1d6 damage)
(

e) happiness spores
The spore clouds persist for at least 1 turn.

Lady Ferranil: The Ubershroom was created by the elven
archmage Ferranil as her home. Lady Ferranil was the genius
behind the creation of the Titans, and the Ubershroom is
another example of her art. Ferranil is in fact the origin of
the fertility goddess Faenil and the characters may be able
to piece that together.

Entrance slit: The slit in the stalk can flex open and closed
like a muscle. If the characters appear to be about to cut
their way in, the Ubershroom will open the entrance.
Beyond the entrance is a spiral stairway that leads up
inside the stalk forty feet to the cap of the Ubershroom.
This leads through another slit like opening into a central
reception room.

Reception: large central reception room at the top of the
stairway: attractive divans, soft furnishings and polished
wood tables. A pleasant fragrance in the air, and at a
comfortable temperature. It is lit by soft bioluminescent
light. (Five items of furniture worth on average 300 silver
shillings each). (The ancient furnishings and decor are
largely intact as a result of the Ubershroom carefully
controlling the internal atmosphere.)

Coming off from the main room are six other rooms.
The wall at the end of each room is translucent from the
inside and acts as a discrete window.

Kitchen

Bedroom

Entrance

o8
=

Guest Bedroom
Laboratory

(1) Dining room: This large room is dominated by a long
table of white wood which appears to have an intricate and
unusual grain. It is surrounded by eight chairs made of the
same wood. The table is set with eight porcelain plates and
platinum cutlery.

Treasure: The table weighs 190lbs and is worth 500 silver
shillings in good condition; chairs are worth 50 silver shillings
each; plates are worth 40 silver shillings total; the platinum
cutlery (24 pieces) is worth a total of 600 silver shillings.

(2) Kitchen: This room contains wooden worktops,
cupboards and an iron stove. At the raer is a five feet high
rolling mass of pink protoplasm.

The protoplasm: is a pet creature created by Ferranil. It is as
intelligent as a dog, and similar in attitude. It can shape itself
into mouths, eyes or appendages or roll along. (It is a baby
shoggoth basically.)

It will bound up to the characters in a friendly way, but it may
be perceived as an attack. If it is attacked it will flee, and attack if
approached again threateningly. The creature is happy to leave
the Ubershroom, but won't go far. It may create appendages
to demonstrate features of the Ubershroom, but it cannot talk.
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AC 7 [12], HD 3 (12 hp), Att 1 x appendage or bite (1d8),
THACO 17 [+2], MV 150’ (50°), SV D12 W13 P14 B15 S16, ML 6,
AL Lawful, XP 35.

> Infravision: 60’
> Amorphous: can squeeze through small spaces
> Plasmic form: can create appendages and attack forms

The nest: There is a bundle of cloth on the floor which is the
protoplasm’s nest. Buried under the clothes are the bones
of a halfling and an elven steel slave collar. (Once a favoured
domestic slave.)

Searching the kitchen: The kitchen also contains porcelain
(80 silver shillings) and platinum cutlery (12 pieces, 300
silver shillings).

(3) Bedroom: This room contains a round bed covered in
silk sheets and several wardrobes. There is a dressing table
and chair with a silver mirror atop it. On the dressing table
are several crystal perfume bottles. There are five framed oil
paintings on the walls.

The bed: The bed is part of the Ubershroom, and it moves
to shape itself to anyone who lies down. It also has a gland
that can be manipulated that causes the bed to undulate
providing a massage.

Wardrobes: contain silk and satin robes, dresses and other
clothes for a slim female (value 250 silver shillings).

The dressing table: The mirror is worth 100 silver shillings.
The perfume in the bottles has all evaporated. In a secret
compartment in the leg of the dressing table is a copper
key. This is one of the keys required to access area 20A.
The shoggoth knows where it is if the characters ask
about a key.

The paintings (200 silver shillings each):

« Four huge reptile creatures tower over a forest and
emerge from mist (the Titans at location 26)

+ A painting showing a strange land with barren cliffs, a
milky sea and an orange sun. A city by the coast lies in the
distance. Strange jellyfish-like creatures float through the
skies (the world reachable by the Rift Gate at location 31).

« Atall black tower with a metal spike that rises into the
sky. The background is a star-studded nighttime sky (the
beacon at location 41).

+ A huge towering spiny plant with strange fruit growing
from the top (location 27).

+ A group of glowing white slim beings that appear to be
descending from the sky (the ancients)

(4) Guest bedroom: This room contains a similar bed to
that in the main bedroom. It also contains empty wardrobes
and a dressing table, mirror and chair. On the dressing table
is an attractive vase of red crystal glass (80 silver shillings).

The red vase: is in fact another of Ferranil’s creations:

a mimic. This small life form has the ability to polymorph
into any ordinary object. It is domesticated and not hostile.
It can understand leldran, but no other languages, and it
cannot speak, but can imitate sounds.

After the vase is seen here (even if they take it), it will be
found in the reception room the next time the characters
enter. It will next appear as a black iron cauldron in the
kitchen, a model ship on the dining table, a childrens’ doll in
the bedroom, and a bar of soap in the bathroom.

If it is attacked: it will immediately shift into its natural
blobby form and go whizzing into an adjacent room and
change shape to hide. The mimic is not automatically
adhesive, but can become so at will.

AC 5 [14], HD 3* (12 hp), Att 1 x pseudopod (1d6), THACO 17
[+2], MV 120’ (40’), SV D12 W13 P14 B15 S16, ML 7,
AL Neutral, XP 50.

> Amorphous: can squeeze through small spaces

> Shapechange: can change into any small or medium
inanimate object totally convincingly

> Adhesive: can stick to any creature that touches it.

(5) Bathroom: This room contains a raised bathtub (made
of the Ubershroom, and filled by adjusting two nodules).
There are also sinks, a toilet (any waste is eaten by the
Ubershroom), and a silver mirror (worth 100 silver shillings).

(6) Laboratory: This room has worktops, cupboards,
shelves, and various odd pieces of equipment. It also has a
strange shiny metal pod with a hinged door (about 7 feet
tall and 3 feet in diameter).

The shelves and cupboards: contain various flasks of dried
out residues (originally containing various biological
samples). It's unclear what the purpose of the equipment is
but it may be worth something to an alchemist (microscope,
flask, eye dropper, glass pipework, copper vessel, alcohol
burner, tongs, tubes, dishes).

Some of the cupboards contain elven steel scroll cases.

The scrolls: within (written in leldran) detail some of
Ferranil’s bio-magical experiments and inventions, such as
the Titans, Mimics and Ubershroom. Only a 14th or higher
level Magic User could really grasp the details, and much of
the content is unintelligible otherwise.

The silver pod: radiates magic. It can be opened from the
outside. Opening it breaks the suspended animation spell
on the occupant. (If the door is slammed shut again, the
characters will hear tapping from inside).

The occupant: The occupant is an 18 year old human male
dressed in simple peasant’s garb (HD 1, HP 8). The human’s
face looks strange and a little deformed around the eyes.
The human is wearing a bracelet made of silver chain and
blue jewels. This is a magic item, and when worn it allows
the wearer to understand spoken leldran (elven) fluently.



Who is the occupant: The human is the result of an
experiment to create psychic soldiers, but the process was
not perfected and the subject has some brain damage.
The human cannot speak, but can grunt, and is not hostile.
They like eating and sleeping, and will follow simple
instructions, but they have no social awareness, and will
strip naked or defecate in public without a shred of self-
awareness. They may accept weapons, but will probably
lose them, and have no interest in fighting. The characters
may decide to look after the human, but they will receive no
gratitude and his behaviour will be difficult to manage.

36. Creepy Ruins

If the occupant is hurt or attacked: he will instinctively call
upon his psychic defences. These are considerable, and the
resulting psychic shockwave will cover a one hundred foot
radius area. Those inside the area of effect will take 1d20
psychic damage. They can make a save versus death for half
damage. If the save is failed by 10 or more, then the victim
suffers a stroke (lose 1d6 Str, 1d6 Con, and 1d6 Dex until
they can receive a Cure Disease). At the GM's discretion,
those reduced to 0 HP by the psychic attack are placed into
a coma lasting 1d10 days rather than killed.

An air of dread hangs over these ruins. Below are the labs and psychological programming facility used by the elves.
The slave programming remains in the ancestral memories of the characters.
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Exterior: This was clearly once a well-built single storey
structure, but all that remains is rubble and a series of partial
walls. The characters find this place frightening, but have no
idea why.

Interior: Inside the ruins there is a ramp that leads
underground to a long, ten foot wide passageway.
The passageway is choked with weeds and rubble.

What is going on: When a sufficient viable population of
creatures was perfected at the joining facility (location 24),
they would be sent here for psychological programming.
Through their study of instinctual knowledge passed on in
animal and insect species, the Shining Ones perfected a bio-
magical technique of implanting ancestral memories into their
slaves. The elves used this to implant in their subject races
particular control words and symbols. These have continued
to be passed down through the generations to the characters.

The labs: Coming off from the main passageway near the
entrance are a number of labs. These contain dead and
empty bee hives and insect mounds, and other animal
remains from various research. There is also a cracked
porcelain toilet, bathroom, and room with some broken bits
of furniture. A search will reveal an intact potion bottle,

a tarnished blue metal helmet, and a glass wand.
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Intact potion bottle: This bottle has a metal stopper that
was covered in wax. It contains pheromones that were
being developed to trigger reactions from slaves in a way
similar to the visual and auditory stimuli. As soon as it is
unstoppered everyone within a 20 foot radius must make a
save versus spells save or experience utter hopelessness and
despair for 6+1d6 minutes.

Tarnished blue metal helmet: Tarnished blue metal helmet:
A helmet that floods the wearer with combat emotions.
This gives them the ability to‘rage’as an equivalent level
Barbarian. However the helmet causes brain damage and
each time it is used they must make a save versus wands or
lose 1 Wisdom.

The glass wand: The wand radiates strong enchantment
magic. When activated the victim (one target within 60 feet)
believes that words are real things. Under the influence of
the wand they would perceive a label saying “king” to be an
actual king and would behave appropriately. Likewise they
would perceive a paper saying “your worst fear” as being
that. The wand has 6 charges and each charge lasts for

5 minutes.
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The holding areas: Coming off the middle of the main
passageway are three large rooms with rusting steel bars
and toilet holes in the floor (each could have held about
twenty people). In two of the rooms there are scraps of
calcified fabric and small pieces of bone. Nearby are food
storage rooms containing detritus.

The observation/control room: The main passageway
terminates in a small room. This room has a (cracked, but
intact) thick glass window. An open steel door leads to a
ramp going down. There is a raised plinth on which there
are several gems embedded. There is also a metal cabinet.

The glass window: overlooks the therapy room.

The ramp: leads down to the floor of the therapy room.

The cabinet: contains small glass bottles and a set of thin
metal pins attached to glass tubes (hypodermic needles).
The content of the bottles has dried up. (These were drugs
administered to facilitate the imprinting process).

The plinth: there are several jewels that are magical and

can be used to trigger permanent spell effects in the room.
Red: activates the imprinting process. Blue: selects from
several different imprinting routines. Yellow: deactivates the
imprinting process. See below for details.

The therapy room: The main room has cracked walls with
weeds growing out of them. There are twenty rusting
reclining steel chairs with restraints. In three of the chairs
some human bones remain. The roof of the chamber
appears to be covered in a tracery of magical runes picked
out in a silvery mineral. Other magical runes are inscribed
on the floor of the room.

The runes: the ceiling runes radiate illusion magic, and the
floor runes radiate enchantment magic.

The cracks: anyone investigating the weeds or cracks will

find that there are several tunnels leading from the room

into the surrounding ground. These are about four inches
wide. They look a bit like rat runs.

If the imprinting process is activated: the following will
happen at the same time:

+ The floor runes will activate and anyone in the lower room
will be overwhelmed with strong emotions (see below).
Resisting each of these emotions requires a save versus
death at -4. This is a magical effect intended to create
instinctual associations at an ancestral level.

The default programme evokes, in order (each lasts 1T minute):
joy, happiness, anxiety, fear, terror, calmness, pain, joy, fear,
lust, shame, joy, joy, joy. The pattern will then repeat.

+ The ceiling illuminates. It then displays certain symbols,
sounds and simple pictures (like line drawings). If any
party member can see or hear these, then they will
evoke in them the reactions above even if they are not
in the room. Resisting these emotions requires a save
versus death. (This is being caused due to the characters
ancestors having been previously imprinted in this room.)

Oh god, the ants: the lightshow and noise of the training
programme will disturb a nest of huge ants that lies just
beyond the walls of the therapy room. These ants will pour
into the room from the cracks and attack. Each ant is about
six inches long.

AC 7 [12], HD 2 (9 hp), Att Bites (4 or 2 per round), THACO 18
[+1], MV 90’ (30"), SV D12 W13 P14 B15 S16, ML 11,
AL Neutral, XP 20.

> Swarm: can occupy another creature’s space and move
through tiny openings. Any creature whose space is
occupied takes 4 damage per round if unarmoured,
or 2 per round if armoured.

> Immunity: to mind-affecting magic.
> Aggressive: always attacks

Experimenting with the imprinting process: Once the
ants are defeated, it would be possible to trigger multiple
programmes and witness the associated feelings or
meanings. Some of these are clearly meant to evoke awe
and fear of the elves. Others are communicating concepts.
A character witnessing these requires a save versus death or
acts as if under the Confusion spell for 1d10 minutes.

With sufficient fortitude and many hours of uncomfortable
study, ambitious characters might be able to grasp the
rudiments of the implanted programming (save versus
death: success means they have picked up the rudiments;
failure causes a permanent insanity). This could then be
used to some effect on any of the ex-slave races of the
Shining Ones. Using the command programming works
successfully on a 2 in 6 per encounter. Success gives a -4 to
save against sleep, hold and charm spells used by the caster,
and the ability to modify reaction rolls with humanoids by 2
points in either direction.

37. The Crystal Woods

Picturesque woods now infected with alien blue crystal
from a hostile dimension.

Exterior: this woodland is mostly pine but contains some
deciduous trees. The woods stretch about 35 miles east-
west and about 25 miles north-south.

Travelling in the woods: The woods should be treated
as difficult terrain which means that most parties will only
cover 12 miles (1 hex) in a day.

Encounters in the woods: The woods seem fairly normal
until one wanders inside. For every 3 miles the party pass
through, roll on this encounter table (and continue making
normal random encounter rolls as well):

01-50: noencounter

51-60: infected deer

61-70:  blue crystal growths

71-80: infected black bear or boar (50% either)
81-90: grave marker

91-100: an immobile deer/caribou covered in blue

crystal growths




The infected animals: The wild animals have blue glowing
crystals growing out of their skin, as well as weird tumors.
They appear to be out of their minds. Anyone struck by one
of these creatures risks infection (see below).

Deer/Caribou: AC 6 [13], HD 1* (4 hp), Att 1 x gore (1d4),
THACO 19 [+0], MV 150’ (50'), SV D12 W13 P14 B15 S16,
ML 12, AL Neutral, XP 13.

The blue crystal growths: are in small clusters on the grass
or on trees. The crystals form complex webs and patterns
and pulse with lights. They are just as infectious as those at
the centre of the woodlands (see below).

The grave marker: is a weathered stone pillar. It is inscribed
in leldran. A Read Languages spell reveals that it says: Here
lies Darach, loyal and faithful warrior in service of the shining
lords. Regard his example and serve well.

The grave was a shrine to a bearfolk warrior. It was created
by the elves to enhance the loyalty of their ursidae soldiers.
Selected commanders were allowed a pilgrimage here as a
reward. There is in fact a set of bones buried six feet down.
The coffin has long since disintegrated, but some of the
larger bones remain in this dry ground. Also preserved is a
(bearfolk-sized) solid gold slave collar marked with runes.
The collar is enchanted and subtracts 2 damage from any hit
the wearer suffers. It is Wizard Locked closed. It has a gold
value of 5000 silver shillings.

The heart of the woods: in the centre of the woods there
appears to be a small 5 inch “rip”in the air that glows with
bright light and a myriad of rainbow colours. Looking at it
causes nausea. Near the rip is a very dense outgrowth of
blue crystal in all directions. It is guarded by a mix of six
infected animals.

What is going on: the rip is a transdimensional rift caused
by the cataclysm. The rip leads to a hostile alien dimension.
The blue crystals have emerged through the rift to infect
plants and trees in the immediate vicinity. The crystal is a
kind of alien techno-magic that repurposes living material
into a useful information-processing substrate.

The disease: anyone injured by an infected animal, or
touching a crystal outgrowth, must make a save versus poison
or become infected. The infection progresses as follows:

Week 1: victim feels hot all the time and has a strange
‘skin crawling’ feeling. Towards the end of the first week
they see lights under their skin.

Week 2: Their skin is darkened by creeping veins which
flicker with lights. They feel their mind expanding:
+2 Intelligence, +2 Wisdom

Week 3: the crystal growths emerge from the skin and their
body weakens as their mind continues to expand. Lose 2
Strength, 2 Dexterity, 2 Constitution, 2 Charisma, but gain
an additional 2 Intelligence and 2 Wisdom.

Week 4: at this point the pain, tumours and changes
overwhelm the victim causing madness. They will actively
attempt to infect others. They continue to lose 2 Strength,

2 Dexterity, 2 Constitution, 2 Charisma but gain an additional
2 Intelligence and 2 Wisdom for each subsequent week.

When a physical stat reaches zero, the victim will remain
stationary. They will continue to progress, and will start to
infect their local area.

If or when their Intelligence reaches 19: they reach a
threshold and become networked with the rest of the
crystal. At this point they will become an NPC. They will
speak only in nonsensical sentences (a side effect of the
data they are processing). For example: “rainbows trip seven
zeta blue. Inordinate rubicon alarm three delta. Inevitable web
mirrored four spectre indulgence.”

The infection is difficult to cure once it sets in, but a Cure
Disease spell cast every day for 7 days will eradicate it.
The machine at the tower (location 17) could, if working,
cure the infection, but the victim would need to spend
24 hours in the machine.

38. The Upper Rift

A deep and wide chasm that opens below to the
fiend-haunted underworld. An invisible magnetic entity
lurks nearby to murder the unwary.

Exterior: the Upper Rift runs around twelve miles in length,
and splits off in various directions. The canyon here is
around 2000 feet wide, and descends around 1000 feet.
Near the bottom of the Upper Rift are caves and openings.

Standing lonely in the middle of the Upper Rift there is what
appears to be a natural column of stone 150 feet in diameter
that rises up nearly level with the top of the Upper Rift. At its
top is a strange blue coral growth sixty feet in diameter and
eighty feet tall. The column is approximately 900 feet from
the edge of the canyon.

The Great Rift (background): The Great Rift is a huge
canyon torn open as a result of the cataclysm. It stretches
seventy miles from the High Moors into the Thornlands.
The Rift valley is on average 1500 to 3000 feet across,
and steeply descends 3000 feet. The rock walls are
predominantly grey and black igneous rock or a sparkly
grey schist.

The lower regions of the Rift are riddled with entrances

to the underworld. These regions are the native home of
fiends. While the fiends cannot survive for long outside the
strange radiations of their underworld environment, they
do mount attacks against the surface. The Grigorians have
dedicated themselves to patrolling the Rift and ensuring
that “the evil” cannot escape.

The haunter of the rift: the Upper Rift valley here is
inhabited by a Far Realm energy creature. This creature

is naturally invisible but appears as an obvious large blur

in the air (its natural form is moth-like). It manifests an
extremely powerful magnetic force. The characters have a
good chance of attracting its attention if they spend time
at the edge of the chasm near the coral. Note: the magnetic
attacks of the creature do not affect elven steel (titanium)
which has no magnetic properties.
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AC 5 [14], HD 6* (27 hp), Att 1 x grab or 2 x metal bludgeon
(1d6) or 1 x push or 1 x smush, THACO 14 [+5], MV flying

180’ (60’), SV D10 W11 P12 B13 S14, ML 7, AL Chaotic, XP 500.

> Grab: the beast can seize one metal object held or carried
by a character within 30 feet. The character must make
an Open Doors roll to keep it. If removed it hovers around
the beast and can be used as a bludgeon.

> Magnetic body: any attack by a metal weaponis at +3 to
hit. If it hits, it sticks to the creature. A wielder of a melee
weapon can wrest it clear by making an Open Doors roll.

> Push: one target wearing metal armour must make a save
versus paralysis or be pushed 30 feet in a direction of the
beast’s choice. Any character pushed over the edge of
the Rift can make a save versus death to grab a handhold.
If they fail, they fall 50 feet and take 5d6 falling damage
from hitting the rift wall. If alive, they can then make a
further save to grab a handhold. If they fail again they fall
to the bottom of the rift one thousand feet below (which
takes about 8 seconds).

> Smush (x 1 day): one target wearing metal armour must
make a save versus death or take 3d8 damage from being
lifted up and smashed into the ground repeatedly.

> Aggressive: always attacks

The floor of the rift: If the characters descend to the floor
of the Upper Rift, they see a variety of cracks and caves
leading into darkness. Many of these connect to the main
Rift, and onwards to the underworld. For every hour spent
at the floor of the Upper Rift or in the tunnels, thereis a 1

in 6 chance of encountering 1d6 Fiends. The fiends appear
to be of different shapes and sizes, but all look monstrous
and dangerous with horns, claws, scales and fangs. They will
silently attack without mercy.

AC 3 [16], HD 10 (45 hp), Att 2 x claw (1d10), 1 x bite (2d6),
THACO 11 [+8], MV 120°(40), SV D6 W7 P8 B8 S10, ML 12,
AL Neutral, XP 900.

> Immunities: immune to mind-affecting and
mind-reading magic

> Track by scent: fiends can unerringly track prey 90% of
the time.

> Savage: after dropping a foe to 0 HP, a fiend will continue
attacking the body to feast on their juicy organs.

> Aggressive: always attacks

38A. The Blue Coral

A blue fleshy coral that can be entered. A god from an
inexplicable dimension. Grants wishes to the best of its
limited understanding.

Exterior: the blue coral is fleshy and there is a way to
enter past its waving fronds and polyp body. Inside, the
coral glows with a tremulous light and shivers gently.

Wending ones’ way inwards through five foot wide folds
allows ingress.

What is going on: The blue coral is a Far Realm entity, but a
relatively harmless one.

Any character who enters the heart of the coral, nested

in flickering bioluminescence, will make contact with the
being. Each character so entering will find themselves alone
in a psychic mindspace of trickling blue lights and strange
echoing noises. The character will become aware that

they are in the presence of a god. A strange alien god. It is
vaguely aware of them. It is curious about what they want.

The being will interpret the wishes of the character (spoken
or merely thought) and will change them. The character or
characters will find themselves suddenly outside the coral on
the stone column. The coral being is alien and only passingly
understands human minds. It will attempt to interpret

and act reflexively on whatever wishes are expressed to it.
For example, if a character wishes for:

Protection: the character is transformed and has a rigid
carapace and a crab-like head. They gain a natural AC0 [19]
(can no longer wear armour), Dex 10, Con 18, and immunity
to poison and disease.

Knowledge: the character is transformed to opaque living
crystal. They know all languages, and are skilled with all
normal tools (gain all secondary skills), and their Intelligence
is raised to 18.

Strength: the character becomes hulking and muscular with
an oversized hairy gorilla-like body. They gain Str 18, Con 18
and Cha 6.

Magic: the character becomes a 7 ¥ foot tall unnaturally
thin elf-like humanoid. If not a Magic-User, their class is
changed to Magic User. If they are a Magic-User, they gain
twice the number of spells per day.

Healing: the character is fully healed and all their bodily
apertures (eyes, ears, mouth etc) close over. They gain
regeneration of 1 HP/round unless dead. They do not

need to breathe, eat, drink, urinate or defecate. They gain
blindsight 60 feet, and immunity to airborne toxins and
diseases. They can hear normally. Their Charisma becomes 4.

Treasure/wealth: the character finds themselves outside
with a heap of 500 large (living) purple snails with sparkly
shells. The snails (which are considered highly valuable in
the coral’s native universe) are poisonous to eat, but their
shells are very pretty and could fetch 1 copper penny each.

If a second wish for treasure is made, there is a 50% chance of
more snails. Otherwise (particularly if the desire is for precious
metals), the character finds themselves outside holding a
silver metal orb (7 pounds in weight). The orb is warm to the
touch, and its bright shiny exterior quickly oxidises grey in the
air. The orb is about as hard and brittle as cast iron.

The orb is plutonium - the rarest stable metal element.

It is radioactive, but most of the alpha radiation is blocked
by the skin, and it only travels a few inches in the air. But if
any is inhaled or swallowed the victim will die of radiation



poisoning within hours. Carrying the orb for months will also
cause the character to begin experiencing slow radiation
sickness. The metal is also highly toxic as well as its radioactive
properties. It is an insufficient amount to reach criticality.

Something relating to someone else not present: they are
transformed into a physical duplicate of the other person.
At GM’s discretion their statistics may be changed to be
more similar to the other person.

For a dead body present to be restored to life: the Coral
creates a living duplicate of that person (original is still
dead). Duplicate has all the memories of the original and
can be played as a character.

If a second resurrection is requested (for the same or
a different person), there is a 50% of the same thing
happening (a duplicate being created).

Otherwise the coral transforms the body into: 1: a cloud of
living butterflies, 2: a swarm of flies, 3: flowers, 4: moss

Nothing: the character has their memories erased.

Their alignment becomes Neutral. Any curses or insanities
are removed. They retain their class and XP. They may use
some abilities instinctively at the GM’s discretion.

39. The Ash Waste

A gray waste caused during the cataclysm and inhabited
by masked devilfolk.

Exterior: The Ash Waste is a region of grey ash and black
igneous rock that is around 30 miles in diameter.

What is going on: the Ash Waste was the result of the forces
and energies unleashed through the eruption of the Upper
Rift during the cataclysm. The Ash Waste is patrolled by a
xenophobic group who call themselves The Waste Walkers.

The Waste Walkers: appear wrapped in loose robes with
faces covered with leather masks with an elephant-like
breathing tube that emerges from the front. They are armed
with curved swords and gas bombs.

The Waste Walkers are in fact devilfolk. They patrol the

Ash Waste principally to protect the crashed skyship, and

to watch for giantkin (who kill devilfolk on sight). A patrol
comprises 1d8 devilfolk, with the rest back at the skyship.
Their leader is Malvo, a 36 year old male with a shaved head.

What they know: The devilfolk protect the crashed skyship
because they know it holds a portal to another world.
That world is where most of the devilfolk have migrated
too, although it is not without its dangers. The devilfolk
believe that they were created by the elves, but they don't
know why. Possibly to use as soldiers capable of surviving
in the underworld. The devilfolk do not worship any gods,
but believe that there are spirits in all things that must be
honoured (they are aware of the elemental at location 40,
which they feel helps prove their point).

AC 7 [12], HD 2* (9 hp), Att 1 x curved sword (1d8), or 1 x
shortbow (1d6), or 1 x gas bomb (see below), THACO 18 [+1],
MV 120’ (40’), SV D12 W13 P14 B15 S16, ML 12,

AL Neutral, XP 25.

> Infravision: 60’

> Ashen death: when lying in wait hidden under the ash,
they surpriseona 1-4 on a d6

> In for the kill: devilfolk get +1 to hit against any opponent
who has 50% or less HPs remaining.

> Gas bomb: range 20 feet, creates 10 foot radius gas cloud.
Anyone in the gas must make a save versus poison or do
nothing but choke and gasp for breath for 1d6 rounds.

> Gas masks: immune to their own poison gas

39A. The crashed skyship
A broken vessel is permeated by doorways to other worlds.

Exterior: Here lies a large, dusty darkwood galleon. It is
listing to one side. The top deck is strewn with tarnished
elven steel cables. A dozen or so small, gaily-coloured tents
shelter to one side of the vessel.

The galleon was an experimental skyship created by the
Shining Ones. (The cables were once connected to a
balloon). It was powered by a Far Realm engine, and when
the cataclysm struck the engine exploded. The galleon
plummeted to the ground, but was also spatially fractured.
The galleon now exists in several locations on several worlds,
and it is possible to pass between these by entering the
galleon. The galleon is indestructible and immovable in all
worlds because it isn't fully present at any one location. It can
be entered and explored. The upper deck is immediately
below the top (uncovered) deck. The lower deck is below the
upper deck towards the bottom of the ship.

U1. Upper deck (front): cracked portholes look out onto
an ocean world with three moons (visible night or day), and
stormy seas. No land is visible.

The porthole can be opened and a character could crawl
through. They find themselves clinging to the side of the
listing galleon, a fixed point in a churning ocean. This ocean
world has no land masses, so exploration will be difficult,
but may have undersea civilisations at the GM’s discretion.

On this side of the porthole the rest of the ship fully exists,
but it is a different version. Climbing up the side and onto
the deck of this version allows the ship to be explored.
The captain’s cabin on this version of the ship has a sealed
door secured by a Wizard Lock spell cast at 14th level.
Behind the door a skeletal elf in tattered satin garments
sits in a high-backed chair. This was llluvial, the mage
responsible for the experimental skyship. The elf has

a blue metal key on an elven steel chain around his neck.
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The blue metal key: The key allows the user to create a
magic door and briefly step outside reality instead of normal
movement. The door leads to a pulsing, oozing fleshy red
and purple corridor with an exit at the end. The key user

can move their encounter movement and then reappear at
that location in the real world, bypassing barriers, enemies
or obstacles. This item may not work as expected in areas of
high spatio-temporal or transdimensional disruption, and
cannot be used to bypass the barrier at location 61.

Every time the item is used the user feels like something is
watching them. There is a 1 in 20 chance each time it is used
that a guardian creature notices and follows the user back
to the real world.

The key guardian: The guardian creature appears to be a
pale hairless monkey about four feet tall. The shape of its
mouth makes it appear to be smiling, although its eyes are
just silvery black dots. If it manifests it stares at the wearer
of the blue metal key. If attacked, it moves any physical
weapon into another dimension before it makes contact.
When it attacks It runs and jumps inside its victim, phasing
into them. Once inside it starts (agonisingly) breaking
bones. After it has broken the victim’s arms and legs, it exits
and disappears, taking the blue metal key with it.

AC7[12], HD 3** (24 hp), Att see below, THACO 17 [+2], MV
120’ (40’), SV D12 W13 P14 B15 S16, ML 12, AL Chaotic, XP 65.

> Phasing attack (at will): the guardian leaps into a creature
and phases inside them. The victim must make a save
versus breath weapon to jump clear. Once inside, the
creature can only be removed via a Remove Curse spell.

> Wound (when phased inside a victim): successful attack
causes one broken limb and 1d6 damage.

> Mundane weapon immunity: unharmed by non-magical
attacks (which just phase through its body).

> Magic resistance: the guardian is immune to hold and
charm spells.

> Aggressive: always attacks

U2. Upper deck (rear): the captain’s cabin has windows
that look out onto another world. This one appears to be a
burning sea of magma under a dark smoky sky.

The window can be opened, but that would allow choking
smoke and awful heat into the cabin (2d6 heat damage/
turn). Anyone exiting fully would take 4d6 damage/turn
from heat, and 2d6 damage/turn from the poisoned air.
There is another version of the ship here, but there is
nothing to discover.

L1. Lower deck (front): portholes open onto a pitch black,
barren rocky world. Strange stars twinkle above.

This world is cold and it is perpetually night there. This world is
a dark and hostile world of predators which will immediately
be attracted to any light sources or loud noise (think: Ankheg,
Cloakers, Darkmantles, Violet Fungus, Gricks).

L2. Lower deck (rear): portholes lead to a sunlit world
which has a sea of tall green grass stretching in all
directions. Two hundred yards from the galleon there is
a bleached skeleton of an absolutely gargantuan dragon
(300 feet long).

This is the world in which the rest of the devilfolk live.

This world is dominated by huge saurial dinosaurs and
unintelligent dragons of all sizes. The devilfolk believe that
they are the only sapient humanoids alive here. They have
found some old ruins which appeared to belong to a
slug-like intelligent race, but no living specimens have
been encountered.

Devilfolk village: The devilfolk have hidden valley (concealed
from the air) where there are 209 devilfolk (including 44
children). A well worn trail may be followed 3 miles from the
galleon to their settlement. The leader of the devilfolk is a
65-year old female called Tianna. They cook inside caves to
avoid their fires being seen, and their camouflage netting
and thick foliage protects them from casual discovery by air.
The devilfolk harvest a particularly poisonous pear which

is fermented and then sealed into flasks with an accelerant.
Over several weeks the organics break down and convert
completely into noxious vapours.

40. Giant’s Quarry

A quarry that is the prison of an earth elemental serpent.
Ruins of the once enslaved giants hold a few treasures.

Exterior: Nestled in the meadow-grass covered hills is a
large open cast quarry. The quarry stretches for six miles
from one side to the other, and the sides of the quarry reach
up one hundred and twenty feet. The upper thirty feet
appears to be a black rock (basalt). The lower ninety feet
appears to be a speckled grey rock (granite).

The western side of the quarry is decorated with strange
piles of stones piled up upon one another precariously.

The eastern side of the quarry has the remains of a number
of stone structures.

The western side

The stones: piles of stones piled up upon one another
precariously. Some of the piles are twelve of fifteen feet high,
and look somewhat improbable. They are easy to knock over,
(although this willimmediately attract the elemental’s ire).

The western side of the quarry is home to an earth
elemental. The elemental appears as a huge worm made of
rock and soil and studded with gems. It is around twenty
feet long and five feet in width.

The elemental is bound to the quarry by the magic of the
elves, and is slightly crazy as a result. It will attack interlopers
by surprise using its earth glide power to attack by surprise.
If it is addressed by someone that speaks Primordial

(the elemental tongue), it will stop attacking and parlay.

It would be willing to make a deal in order to be freed from
its binding. Freeing it requires a Dispel Magic or Dispel Evil
spell against a 9th level caster. Once free the elemental

will either (50%) head to the northern mountains or (50%)
descend into the Upper Rift.



AC0[19], HD 12* (54 hp), Att 1 x crush (2d8) or 1 x
petrification, THACO 10 [+9], MV 60’ (20"), SV D6 W7 P8 B8
$10, ML 10, AL Neutral, XP 1900.

> Petrification: the elemental can grapple a target instead
of causing damage. On the following round the grappled
person must save versus petrification or turn to stone.

> Earth Glide: can burrow through non-magical earth
and stone and does not disturb the material it is
moving through.

> Tremorsense: 60’

Treasure: If slain (or bargained with) the elemental can
provide 20 gems with an average value of 500 silver
shillings each.

The eastern side

Ruined stone structures: these are just piles of stone,

but they were once simple, but massive stone structures.
They appear to have been formed mostly of simple stone
columns thirty to forty feet tall. It's unclear what purpose
these tall structures had. One of the largest of these
structures near the quarry wall is buried under a slope of
scree. Most of the uncovered structures are just piles of
stones. There are signs that large logs were slotted into
them in various places as perhaps walls or roofs, but these
have all decayed away.

What is going on: The buildings were in fact the residences
and workshops of the giants created by the elves as
construction slaves. All of the exposed equipment and
bodies have rotted away over the centuries.

Searching the ruins: by hand this is a lot of work. For every
24 man hours spent excavating the scree, the following can
be discovered (1d10):

1-2: The crushed bones of a twenty five foot tall giant.
A huge (25lbs) tarnished slave collar of elven steel
rings his neck.

3-4: A huge runed slave collar of elven steel (weighs 25 Ibs).

5-6: A basalt carving of a female giant holding a baby
(10 silvers as a curio, but weighs 20lbs).

7-8: A leather bag (contains 2 nuggets of gold ore
worth 50 silver shillings each, and an unpolished
lump of chalcedony worth 60 silver shillings, or
twice that if cut and polished).

9-10:  Amongst giant bones there is a hefty chess board
of polished granite and basalt (weighs 80Ibs).
Nearby are large chess pieces (10lbs each) made of
polished grey granite or polished black basalt: elven
kings and queens, giant rooks, goblin bishops,
bearfolk knights, and human pawns. If the whole
32-piece set and board is recovered, it weighs
400lbs, and would be worth 400 silver shillings.
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Zone Three: The City Precincts

Factions of Zone Three
There are three factions currently active in Zone Three.

The Men of the Stag, Avari Raiders

This group of Avari (humans) are recognisable by the

White Stag emblem on their round shields. They are led by
Godric and his lieutenants Horsa and Alwin, and comprise

a company of 12 Fighters and a female druid called Karsyn.
They belong to the important Helvetii Tribe. They have been
sent here by Chieftain Maedoc, although mainly at the urging
of the druid, Karsyn. Karsyn has persuaded the chieftain that
there are weapons and riches here that the Avari should not
leave to others. Such treasures would increase Maedoc’s
status, and could even help him become High King of the
Avari. Godric and his men are mainly interested in glory
(including trophies), and riches, and are a prideful bunch.
Godric is in charge, although Karsyn thinks he is an idiot.

The Company of the Blue Feather

This group of eight young Kachina (halflings) are led by

a brother, Honani, and sister, Sikya. Honani is a 2nd level
Fighter, and Sikya is 3rd level Thief. They are accompanied by
six friends. The Company is a group of friends from Awelo.
Despite being warned off by their elders, they have come to
the High Moors to learn the truth of their ancestors (Kachina
revere their ancestors), and will be interested in anything the
characters can tell them (although they may not like it!).

Their plan is to explore this area, and they are happy to
join forces with the characters and split anything found.
The Kachina elders in question are actually a secret society
called The Seal, and they are committed to preventing the
truth of the past from getting out. They may task a Kachina
character with a mission to prevent this, and they will be
willing to take direct action should any of the Company
return to Awelo with unwelcome discoveries.

Vadim and Borislav, demonslayers

Vadim and Borislav (both male) are a pair of giants who are
searching the area looking for weapons that their kin might
use against the fiends of The Rift. The Grigorians (giantkin)
consider the High Moors a dangerous and cursed place, and
the pair know that they shouldn't be here. Indeed, the other
giants would be concerned by them ‘stirring up’ things

best left alone. But the giants have it in mind to recover
something valuable to the cause and become heroes.

They are accompanied by a pet grizzly bear called Ragnak.

Like most of their folk, they look down on the “little people”,
and are easily provoked to violence. But they also don't
really know what they are doing, and they may parlay to

get information or clues. A clever party might find it useful
to point them in a particular direction to clear a threat,
although the giants won't be fooled twice.

Activities of the factions

Week 1

The Men of the Stag investigate the island (45), but don't
know how to get across. They also visit the Rose Garden (46)
and speak to the Baroness. They are unwilling to trade with
her, but also decide against attacking her for now.

Week 2

The Men of the Stag decide to try the village in the woods
to get information about the city. They refuse to give up
their weapons, and kill the sentries when challenged (it’s
daytime). They then locate the owlfolk settlement and
attack by surprise. They move house to house and force
the owlfolk to fight in melee, and they succeed in killing
nearly 40 owlfolk before retreating. They escape and
camp far away.

The giants Borislav and Vadim arrive and try to get to the
Forbidden Island (location 45), but they can't reach it.
They head west and decide to try the Shining City.

Week 3

Godric’s men return to the woods and carry out another
daytime raid. The owlfolk are better prepared this time, but
they still lose 25, and only 2 of the Avari fighters are killed.
The Avari set fires to cover their escape and the smoke may
be seen from a distance.

Around this time the Avari run into the recently arrived
Company of the Blue Feather. They threaten and intimidate
the halflings into helping them to kill the owlfolk.

Borislav and Vadim enter the Shining City. They are lucky
and wander around without mishap or encounter for
several hours. They visit the temple and the government
buildings, and are attacked ineffectively by some of the
Vermiis. They then get displaced to different places outside
the city, but are able to join up again.

Week 4

The Men of the Stag sneak into the woods and get close to
the settlement and then the halflings attack, and then flee.
A large group of owlfolk fighters (45 males) pursues them.
All of the halflings except Honan and Sikya are killed by
vengeful owlfolk. The pair flee towards the Shining City to
try to avoid the Avari.

The feint leaves the owlfolk village with a reduced defence
(80 females). The Avari attack in earnest, and kill 30 females
and capture a number of females and children. They then
force the owlfolk to hand over all their belongings and any
information they have. Seeking revenge, the owlfolk tell the
Avari how to reach the island (45).

Borislav and Vadim decide to try their luck elsewhere and
leave the city. They head to the Weird Rock (location 48), but
can’t do anything, and then south to the Fen (location 43).
There they end up fighting Grey Oozes and Ochre Jellies,
and are eventually forced to retreat.

Week 5

The Men of the Stag reach the island (loc 45). The golem
attacks and Horsa is disintegrated. The remainder of

the fighters are killed before Godric, Alwin and Karsyn
flee. Recognising this was a trap, they head back to the
woodlands and attempt to burn the woods down creating
multiple fires to get revenge on the owlfolk.

Honani and Sikya reach the ruins at location 44. They head
inside but then are attacked by the blue mould. They both
barely escape with their lives. Later they try to investigate
the obelisk (51), but are unable to get close.
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Borislav and Vadim return to the Shining City. They encounter
the Iron Dragon. The Dragon uses its ballista, and rises

out of range after being hit by a rock. The dragon then
creeps up at ground level and attacks. It succeeds in killing
Vadim, but a wounded Borislav delivers a killing blow.
Mourning Vadim, Borislav takes the dragon’s power core
and heads home back to The Rift.

Week 6

Desperate for a win, Godric, Alwin and Karsyn head to the
Shining City. They immediately encounter a spectral elf
but dispatch it. After a couple of hours Alwin falls through
a spatial rift into the lake, meanwhile Godric and Karsyn
are attacked by 6 spectral elves. Godric destroys 3 of them,
but succumbs and dies, and Karsyn turns into a bird and
flies away. Shortly thereafter Godric is raised as a spectre.
Alwin flees and heads south on his own. Karsyn remains
near the city, and may seek to join up with the characters.

Honani and Sikya head north and stop at the Star Stone.
They stay there for a couple of days before heading to the
Weird Rock. At night they are attacked by the mutated
polar bear (random encounter). It sneaks up on Sikya,

kills her and carries her off. Honani pursues, but the bear
loses him. He eventually finds her remains and buries

her. Utterly defeated, he decides to return home and
heads south.

Locations in Zone Three (locations 41-62)
41. The Tower (The Beacon)

A tower transmitter built by the elves to contact their
ancient progenitors.

Exterior: a squat tower made from blocks of black stone
rising about sixty feet high. The top of the tower has a
tarnished elven steel roof mounted with a metal spike that
rises a further sixty feet. Dark wood double doors give entry
to the tower at ground level. The tower has no windows.

N.b. if the portal has been overloaded by Villakorsh (see loc
20) there will be 3-6 Incursors in the vicinity of the beacon
(see below).

The entrance doors: They are magically preserved and
under a Wizard Lock spell cast at 12th level.

What is going on: This tower was designed by the elves as
an interstellar transmitter. It was intended to send a signal
to the Ancients (the elves’ forebears) to bring them to this
world. When active, it opens a portal to the Far Realm and
transmits the signal via that dimension to its destination.
(This is similar to how the Ancients’ hyperdrive technology
functioned.) The beacon has been shut down and silent ever
since the cataclysm. If reactivated correctly the outcome is
at the GM’s discretion. A response could come never or after
some time. It may not necessarily come from the Ancients.

The beacon can however be activated incorrectly.

This would create an unstable portal to the Far Realm.
Villakorsh (location 20) wants to do precisely this to travel
back to the Far Realm. But opening a portal in this way will
cause an incursion of Far Realm entities. If the characters

have tracked Villakorsh, his trail leads here. If the characters
let him go, then he will, given enough time, work out how
to overload the portal and do so. Whether this has already
happened or not is at your discretion.

First level: The ground floor of this 40 foot diameter
square tower contains dust choked cobwebs. There are
several pieces of broken furniture and against the far wall
is an intact metal box. The box has a variety of levers and
different coloured semi-precious gemstones embedded in
it. Stone steps lead up.

Red lever (down): powers on the box. Nothing works until
this lever is thrown up.

Blue lever (down): switches on power to the beacon when
pushed up. Loud humming noise from upstairs.

Yellow lever (up): retracts the sixty foot aerial and makes a
loud grinding noise when pushed down

Pink gem: lights up and opens the transmission portal into
the Far Realm if beacon is powered up

Red gem: dimly lights up and increases portal size with each
touch and thus boosts transmission range. It glows brighter
with each touch. The normal range is 1-10, but higher than
that risks the portal destabilising and ripping open a rift to
the Far Realm.

Green gem: Lights up and begins transmitting the message
on the inserted crystal

Yellow crystal: this is a removable piece of yellow
translucent crystal. It radiates illusion magic. It contains a
recorded audio message in elvish that invites the Ancients
to follow this signal to meet their descendants.

Blue gem: Switches green gem off, and switches the
beacon from transmit to receive. This is theorised to work,
but was not fully tested. It could lead to a Far Realm entity
communicating with the operators with effects at the GM's
discretion.

Treasure: hidden in the detritus is a fine silver tea set
(500 silver shillings), and a blue soapstone bowl with faded
decorations (200 silver shillings).

Second level: This level of the tower contains 4 huge
copper barrels which have been tightly wrapped with blue
metallic wire. Stone steps lead up. (When active the barrels
hum loudly and there is a coppery taste in the air.)

If struck: the attacker will take 2d10 electrical damage.
These are the batteries that store chemical energy to power
the beacon.

Third level: This level of the tower contains a large machine.
Pipes lead down to the barrels below and up to the aerial.
Stone steps lead up.

Search: This machine contains crystals, silver wire and
mirrors. When powered up it opens a portal to the Far
Realm. It could be raided for 4000 silver shillings worth of
valuable components.




Fourth level: This level of the tower contains a three foot
high elven steel pillar in the centre of the room. Fixed to the
top of the pillar is a dusty glass orb. A metal ladder leads to
a roof hatch.

The dusty orb: radiates divination and illusion magic.
When the beacon is active, the orb projects anillusion of a
glowing cloud filled with tiny lights. One tiny light glows red.

When the beacon transmits, the illusion shows waves
flowing from the red light into the nearby area.

The waves cover a wider and wider distance if the red gem
on the ground floor is repeatedly touched. After ten touches
the waves cover most of the glowing cloud. (The image
depicts the visible galaxy, and the waves indicate the range
of the beacon’s transmission.)

Far realm incursion

If the portal is overloaded it creates an unstable gateway to
the Far Realm that is large enough for creatures as well as
information to pass through. Between 12-24 of the entities
below arrive in Zone Three. Several remain in the vicinity of
the Beacon. Others will range wider (see notes below on the
random encounter table for Zone Three). The creatures look
like semi-ethereal deformed cuttlefish approximately twenty
five feet in length (including tentacles). They naturally float
and can fly.

AC 3 [16], HD 8** (36 hp), Att 1 x tentacle grab (2d6, plus 1d6
blood drain) or 1 x psychic attack or 1 x scintillating burst,
THACO 8 [+11], MV flying 120’ (40’), SV D8 W9 P10 B10 S12,
ML 10, AL Chaotic, XP 1750.

> Senses: blindsight 60’; sense minds 60’

> Psychic attack (x 1 day): one target, 30’ range; save versus
death or take 2d6 damage and be stunned for 1d6 rounds.

> Scintillating burst (x 1 day): the skin of the incursor
ripples and flashes rapidly in colours never before seen in
this universe. All enemies within a 30" radius must make
a save versus paralysis or be blinded until the end of the
Incursor’s next turn.

> Frenzy: when the Incursor reaches less than 50% HPs, it
goes into a frenzy and is now able to attack twice per turn.

> Telepathic: communicate telepathically at will with other
Far Realm entities with a range of 10 miles.

> Aggressive: always attacks

42. The Tombs

Catacombs holding hundreds of mummified elves and
their treasures. Guarded by a magic gate and cat golems
of molten gold.

Exterior: These dark and barren hills contain a dressed
stone entrance leading inwards. The entrance is blocked by
a gate of black iron. Elvish writing is engraved on the gate.

The iron gate: The writing says (in elvish): “Hall of the
Sleepers."The 10’ wide and tall gate has AC-1[19], 50 HP
and ignores the first 5 damage from any attack.

The gate is protected with Wizard Lock (cast at 14th level).
The gate is also protected by a permanent Symbol of Fear.
The Symbol activates every time a non-elf humanoid comes
within thirty feet of the gate. It affects everyone within a
sixty foot radius who must make a save versus spells of
suffer Cause Fear for 6 turns (moving away from the gate).

What is going on: these caves are catacombs where the
elves interred their mummified dead. They believed that
when the Ancients returned they would all be resurrected
by their advanced techno-magic. There are nearly two
thousand mummified elves in the miles of catacombs.

Interior: Beyond the gate are catacombs cut into the rock.
They are lit with dim permanent magical lights. The tunnels
have shelves or alcoves cut into the sides, and each houses
a mummified body. There are hundreds of dead bodies
interred here.

Each of the bodies is an aged, withered elf (a few are
younger and show violent injuries). The bodies seem older
and in a poorer state of preservation nearer the entrance
gate. The tunnels stretch on and the deeper areas contain
better preserved bodies. (It appears that the elves simply
excavated deeper and further when they needed more
space.) Each of the elves has jewellry or gems or magical
looking objects about their person.

Tomb guardians: The tombs appear to be inhabited by
(normal sized) cats made of living golden metal. They prowl
around and watch, but do not attack the characters unless
they start despoiling the graves of the elves (damaging the
bodies or stealing grave goods).

Robbing the graves: If the characters want to steal from
the dead elves, they can grab 1d3 items of jewelry each and
they each have a 30% chance of also grabbing a magical
item (see below). They are then attacked by 6 cat golems.
7-12 (1d6+6) more cat golems arrive each round.

The characters can steal more or flee. There are an effectively
unlimited number of cat golems available. When hostile,
the cats’ mouths become as hot as molten gold.

AC 3 [16], HD 3* (14 hp), Att 1 x molten bite (1d4, plus 1d8
fire damage), THACO 17 [+2], MV 150’ (50'), SV D12 W13 P14
B15 S16, ML 12, AL Neutral, XP 50.

> Mundane weapon immunity: unaffected by
non-magical attacks

> Immunity: immune to effects that affect living creatures;
immune to fire.

> True sight: see through invisibility, illusions, magical
darkness, and true shape of shape changed creatures.

Magic Resistance: The cat has advantage on saving throws
against spells and other magical effects.

N.b. when they die, the cats’ molten bodies melt away
to vapour.

Treasures of the catacombs: Each item of jewelry is worth
1d10 x 100 silver shillings.
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Roll 1d6 if a magic item is recovered:

1:  Wand of banishing: each charge causes a target to
make a save or to be banished to another dimension.
The dimension creatures are banished to is actually
a dream dimension. Once a creature is so banished it
appears as a hostile force in the dreams of the user of the
wand causing disturbed sleep. Each creature banished
creates a cumulative 1 in 20 chance that any attempt
to have a night's rest will be disrupted. The wand is
indestructible by normal means. If someone else takes
the wand the original owner remains afflicted with any
creatures they banished while the user.

Wand of Disintegration (only usable by elves)

Golden tiara: when worn everyone within 30" must
make a save versus wands or think the wearer is a prince
or princess of their race even if they are not. They will act
appropriately based on alignment (e.g. bow and scrape,
kidnap them for ransom etc). This effect only lasts while
the wearer is in their presence.

4: Aleather and gold book. Initially appears blank, but

once attuned it becomes filled with the life story of the
owner from their point of birth. It is written in the third
person and describes matters factually. It may be useful
to recall lost facts, and it may give the owner a different
perspective on past events (GM'’s discretion). It also
continues to be filled with the life story of the owner

so long as they live. It might be helpful in clarifying

a situation where the character isn’t clear what is
happening (GM’s discretion). It is written in the owner’s
primary language and can be read by anyone who gets
hold of it, which could be a liability. It would give an
enemy for example an unerring way to locate

the character.

5. A gold potion bottle. The potion contains a form of
mimic. The mimic can take the form of any drink or
potion, but when it has been drunk it will leave the
body in the most painful way possible without being
fatal. It can become any potion listed in the rules, but it
can only become a particular potion or liquid once.

6: Pair of eyeballs of some monster. The owner can see

through the eyes wherever they are at will while on
the same planet. The side effect is that the Far Realm
creature to whom they belong can see through the
owner’s eyes .

43. Black Lake Fen

A swamp kingdom of alien slimes left marooned on this

world after escaping the crashed vessel of the Ancients.

Exterior: This is an area of swampy woodland approximately
18 miles in diameter. On entering the swampy woods the
characters will have to wade through hip-high mucky water
unless they have a boat. The swamp counts as difficult terrain
for those walking, making progress slow.

What is going on: the swamp is home to several species of
intelligent Oozes. There are approximately 45 Grey Oozes
and 20 Ochre Jellies roaming the swampy woods.

Entering the swamp: The Grey Oozes are indistinguishable
from the fetid water, and every mile travelled thereisa 1 in
6 chance of simply blundering into one (causing 2d6 acid
damage and damaging armour as below). The Ooze will
defend itself if attacked.

After journeying for 4 miles into the swamp: the
characters will see that some of the trees are coveredin a
yellowish slime. These are Ochre Jellies and they will not
attack unless they are attacked.

If the characters end up in a battle with the grey and
ochre oozes: all of the grey and ochre slimes start to
converge on them and attempt to herd them to the Black
Puddings at the centre of the swamp. These Oozes have a
form of telepathic link.

The black pudding leaders: If the characters enter
peaceably, or fail to evade the oozes herding them,

they find themselves at the centre of the swampy woods
(about 9 miles in).

Waiting for them is a Gargantuan pool of black oil or slime.
It is composed of ten merged Black Puddings, and covers
a 30 ft x 30 ft area. The centre of the pool quivers and rises
up in a roughly humanoid shape. It forms a crude face and
mouth and speaks in a gurgling voice.

Talking to the puddings: the puddings unfortunately only
speak leldran and their own language. If the characters
cannot converse, then the oozes open a pathway and

allow them to leave. If the characters are aggressive, then
the oozes will eat them. If they can converse, then the
creatures parlay.

What the oozes know: the oozes explain that they are

not native to this world. Their ancestors were captured

and brought here by the elves (actually the Ancients, but
they don’t make that distinction) thousands of years ago.
They would like to return home and would be willing to
render a reward if the characters could help them. They may
admit that their race was much smarter when it originally
arrived, but their intellects have degraded over the
generations away from their own heavy gravity world.

The characters could suggest the Rift Gate (location 31),
but the oozes do not know what the coordinates of their
world are in the elves’ system. If asked, the oozes suggest
consulting the elves’s archives in their city (the information
can be found at location 58).

As a reward for helping them the oozes can perform a
service, or they can offer some of their undigested waste i.e.
126 gems worth a total value of 31,000 silver shillings.

It may be possible to glean other facts by talking to the
oozes. For example, they know that they escaped the elves
(Ancients) because of an accident, and that the (more
recent) cataclysm was caused by something beneath the
Shining City, and that something is still active. They may be
able to provide additional information at GM'’s discretion.



Gray Ooze (45)

AC 8 [11], HD 3* (13 hp), Att 1 x touch (2d8), THACO 17 [+2],
MV 10’ (3'), SV D12 W13 P14 B15 S16, ML 12, AL Neutral, XP 50.

> Blend in: with stone or appear as oily pool

> Acid: after a successful attack it sticks to its victim
and exudes acid. The acid destroys normal armour
immediately and inflicts 2d8 acid per round.

> Energy immunity: unharmed by cold or fire.
> Corrode metal: any non-magical weapon that hits the

ooze corrodes taking a permanent and cumulative
-1 to damage (destroyed at - 5).

Ochre Jelly (20)

AC 8 [11], HD 5* (22 hp), Att 1 x touch (2d6), THACO 15 [+4],
MV 30’ (10"), SV D12 W13 P14 B15 S16, ML 12,
AL Neutral, XP 300.

> Immunity: unharmed by all attacks except cold or fire.

> Division: lightning or weapon attacks cause it to split into
1d4+1 2HD jellies.

> Acid: after a successful attack it sticks to its victim and
exudes acid. The acid inflicts 2d6 damage and destroys
cloth, leather or wood in one round (stone and metal
are unaffected).

> Seep: can squeeze through small holes and cracks.

44. Ruined Shell Keep

Black Pudding (10)

AC 6 [13], HD 10* (45 hp), Att 1 x touch (3d8), THACO 11 [+8],
MV 60’ (20'), SV D10 W11 P12 B13 S14, ML 12,

AL Neutral, XP 1600.

> Immunity: only harmed by fire-based attacks.

> Division: non-fire attacks including spells cause it to split
off 2 of its HD into a new pudding that does 1d8 damage.

> Erode wood or metal: can dissolve wood or metal in
one turn.

> Cling: can move across walls and ceilings.
> Seep: can squeeze through small holes and cracks.

A ruin below which lies an elven facility for capturing creatures from parallel worlds. A hungry blue mould plays

possum waiting for a chance to drain lifeforce.

Bear Skeleton

e. The Travel Room

d. Probe Storage

b. Gate Machinery

a. Utility Rooms

c. Holding Cells

'}
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Exterior: a large ruined stone structure built from large
blocks of granite. It comprised strong outer walls, a large
entryway into a courtyard, and three internal floors.

The internal floors and roof have long since rotted away, and
it is merely a shell with several large holes in the outer wall.
In the courtyard a wide ramp leads downwards.

What is going on: This was in fact an important research
facility used to send probe devices through the Far Realm
to random other universes. Once probes encountered
intelligent life, they brought it back to the facility for study.
Several odd creatures were brought here and some escaped
into the wild (the Reists and the Behemoths on the random
encounter tables).

The ramp leading down: the ramp descends into a 10ft
wide unlit passageway 120ft long.

20ft down: there is the skeleton of a bear (a brown bear died
escaping the mould). Its bones seem intact.

40ft down: the walls of the tunnel appear to be covered
with a blue mould. The blue mould appears to cover most of
the walls and ceiling as the tunnel goes further in.

The blue mould appears harmless (and areas can be burnt
clean with a flaming torch without incident), but it will all
attack and start to drain life when the characters reach the
holding area (see below).

120ft down: the tunnel levels out (about forty feet
underground). It turns left into an unlit dusty underground
complex. The blue mould is pervasive.

The underground complex

The complex comprises 5 areas, each further in than
the last.

(@) the utility rooms. The outer chambers of the complex
appear to have been storage rooms, guard rooms and
wash rooms. The blue mould is everywhere.

(b) gate machinery. This series of rooms contain strange
machinery comprising large elven steel vessels, coils
of wire, moving pistons, and pipes. The machinery
appears intact and is slightly warm. The blue mould
is present here too. Pipes appear to run through the
walls to further inside the complex (to the travel room).

(¢ the holding cells. There are ten (60 x 60 ft and 20 ft
high) rooms coming off a central chamber. Each room
is sealed by tarnished elven steel bars and layered on
top with an elven steel mesh. They appear to be cages
or cells. There is a pair of grooves cut into the floor and
lined with metal, and the grooves lead deeper into the
facility (to the travel room).

The blue mould is intense here, and it seems to originate in
one of the cells. Scattered around the central area there are
dozens of animal skeletons (rats, mice, birds, a wolf, bugs,

a rabbit etc).

The blue mould attacks: is a predator entity from another
universe. It is immobile and so it will remain passive until
the characters reach this point. It will then attack. It does
this by draining the life force from any creature within
twenty feet of the mould (inflicting 1d6 damage per round
to all present). It will not be immediately apparent what is
causing the life drain.

From this point it is 220 feet back to the top of the tunnel
(where the bear skeleton is). If the characters flee (using
their full movement per round in feet) they will take damage
each round until they are clear of the mould. For example,
for a character that moves 120’ (30) it will take two rounds
to get clear.

The mould can be removed from an area with fire (5 fire
damage for each 10x10 foot area), but it will continue to
harm any living creature within twenty feet.

The rest of the holding cells:
Cell 1 - the blue mould cell
Cell 2 — empty

Cells 3 and 4 - the cell bars are torn open and bent as

if by great force (from the inside out). (n.b. These cells
contained a mated pair of Behemoths which escaped the
facility. Their descendants are represented on the random
encounter table.)

Cell 5 — empty

Cell 6 — empty except for the bones of a small monkey.
The cell mesh is ripped open from the outside. (n.b. This
was the cell holding the Reists. Their descendants are
represented on the random encounter table.)

Cells 7 and 8 — empty

Cell 9 - contains a dusty metal box about two and a half
feet square (see below). The cell is securely locked.

Cell 10 - empty

The metal box: the box is slightly warm, and has an array
of bumps, lines and indentations. If it is moved, shaken

or struck, it begins to tremble and wake up. It is in fact a
strange artificial life form. Spindly arms and legs extend and
a face appears on the middle side of the box.

Talking to the Monad: The creature can speak and hear, but
it is only familiar with the leldran language (which it learnt
after its capture). It can however learn any other language it
hears (like Common) within a week or two.

It says it is “a Monad”, which appears to be the name of its
race. If treated in a friendly way it will happily join the party.
It was brought here against its will from a machine world
where it is part of “the great harmony”. It is unclear what the
machine world actually achieves because he is only a small
part of it, but he knows it must be important. He has no
name, but will happily accept one.



What the monad knows: If questioned about the other cells
it can explain that the smashed cells contained two very
large orange and blue reptiles, and the other cell contained
six small red monkeys. The blue mould was originally
growing on an unfamiliar tree. It was placed in the cell and
a magical barrier spell was erected around it. He had been
here for several weeks when (shortly after the blue mould
tree arrived) the cataclysm occurred. Monad describes it as
“a collapse of the local topological supersymmetry”, but if
pressed he clarifies that as a “transdimensional irruption”,
He went into shut down.

AC 4 [15], HD 4+4* (22 hp), Att 2 x weapon (or 1d6), THACO
15 [+4], MV 150’ (50'), SV D10 W11 P12 B13 S14, ML 7, AL
Lawful, XP 125.

> Immunity: immune to illusion and mind-affecting magic.

> 4 arms: can wield 2 shortbows or crossbows, or 2 melee
weapons, at once.

(d) probe storage. This large room contains four large
obsidian slabs (12 ft high x 8 feet wide, and 2 feet
thick) engraved with intricate runes in a blue enamel.
They are mounted on metal pallets with small metal
wheels. Grooves in the floor lead from here to the
travel room. The slabs radiate conjuration magic.

There are 6 further slabs lying in a stack, but their runes
are all burnt out. Above them is a pulley and winch system.
The blue mould is present here.

Each runed slab is a one use “probe” that can be transported
to an alternate reality via the machinery in the travel room.

(e) the travel room. Both sturdy 10ft wide metal doors to
this room are closed but not locked.

Both the grooved tracks from the cells and the probe

room lead to this large circular chamber two hundred feet
across. In the centre of the chamber is a raised dais (30x30
ft) surrounded by a huge cage (120 ft in diameter). A bank
of machinery has a control panel with complex dials and
glowing semi-precious stones. There is no blue mould here.
Two skeletal elves in armour lie either side of the doors.

What is going on: The machine is still functional, and if
an active probe was placed on the dais, and the system
activated, it would transport the probe via a short hop
through the Far Realm to another (random) parallel
universe. The probe would remain there until it detected
intelligent life, and then would return bringing with it all
creatures within a sixty foot radius.

The dials on the bank of machinery can theoretically be
used to target a particular universe, but the elves never
worked out how.

To see how long it would take for a probe to return,
roll 1d100:

01-50: 1d6 hours
51-75:  2d6 days
76-95: 4d6 weeks
95-100: never

To determine what is brought back, either decide yourself,
or grab the most obscure monster book you own (for any
game system) and turn to a random page.

Treasure: the dead elves are wearing beautiful green elven
steel platemail studded with emeralds (5000 silver shillings
each), carry elven steel swords (enchanted +0) with opal
pommels (worth 2500 silver shillings each), and one wears a
jade brooch in an arrow design (500 silver shillings), and the
other has a gold tobacco box (500 silver shillings).

Up to 50 semi-precious stones can be removed (100 silver
shillings each), but this renders the console non-functional.

45. Forbidden Island

A last redoubt for the elves and weapons cache against
Far Realm aberrations. Protected by a deadly golem.

Exterior: Here where rivers converge and flow to the

south east, a small island sits at the confluence of the rivers.
The island is about 3 miles in diameter and sits 2 miles
from the nearest shore. The island appears to have a

single structure.

Reaching the island: Magic (conjuration) permeates the
area around the island right up to the bank. Any attempt
to swim, sail or fly etc closer than 1 mile to the island is
foiled by this magic and those attempting find themselves
heading in the opposite direction away from the island.
(This is powerful ritual level magic designed to protect the
island from Far Realm creatures.)

Access to the island is possible by simply standing on the
shore and willing oneself across. This only works for those
with sane, humanoid minds. Any character possessed or
substantially mentally compromised by a Far Realm entity
(GM’s discretion) won't be able to cross.

The island: At the centre of the island is a blocky metal
structure with heavy doors. It is accompanied by a large
silver sphere. Both the building and sphere are tarnished
and moss covered.

The guardian: If any creature approaches within two
hundred feet, the sphere activates and unfolds into a huge
metallic spider golem with glowing green eyes. The golem
will attack any non-elf present. It will only pursue targets
five hundred feet from the bunker (unless it is attacked from
further away).
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AC 0 [19], HD 12** (54 hp), Att 2 x stabbing leg (1d10+2),
or 1 x web attack or 1 x disintegrate eye beam, THACO
10 [+9], MV 150’ (50), SV D6 W7 P8 B8 S10, ML 12, AL
Neutral, XP 2700.

> Fire immunity

> Immunity: unaffected by effects that affect living
creatures.

> True sight: see through invisibility, illusions, magical
darkness, and true shape of shape changed creatures.

> Web attack: range 60 ft, one target; save versus spells or
suffer Web as spell for 6 turns.

> Disintegrate eye beam (1 x day): range 60 ft, one target;
save versus death or die. (Their magical gear remains.)

> Magic Weapons: The golem’s weapon attacks
are magical.

> Aggressive: always attacks

The bunker: The tarnished metal doors are marked with a
series of glyphs that are hard to look at and make the doors
seem “super real”.

The doors: The doors are also Wizard Locked cast at 9th
level, and can only be opened by a long lost passphrase.
The doors have AC 0 [19], 120 HP and ignore the first 10

damage of any attack, and impose -2 on any open doors roll.

Door glyphs: The glyphs are an Antipathy spell (see below)
that is proof against aberrations.

Inside the bunker: Beyond the doors, stairs lead down sixty
feet to a large vault (120ft diameter) lit by magical light.
Rack upon rack of elven steel swords, shields and sheafs

of arrows take up most of the space. Cabinets also contain
dozens of scroll cases and a row of books.

What is going on: this is a cache of anti-aberration weapons.
While the elves had these ready in case of a limited
incursion, the cataclysm happened everywhere at once

and they were overwhelmed by Far Realm entities before
anyone could think to use them.

The cache: comprises:

100 x elven steel shields with law runes (-2 to attacks from
aberrations)

100 x elven steel longswords with law runes (+1 to hit
aberrations, and extra die of damage against aberrations)

100x bunches of 4 arrows with law runes (+1 to hit
aberrations, and extra die of damage against aberrations)

The 60 spell scrolls in elven steel scroll cases:

10 x Protection from Evil (1st)
10 x Detect Evil (2nd)
10 x Invisibility 10’ radius (3rd)

10 x Dimension Door (4th)
10 x Hold Monster (5th)
10 x Dispel Evil (5th Cleric)

These spell scrolls can be cast in the usual way, or (if you are
using the optional Advanced Fantasy rule) the arcane spells
can be added to the spellbook of a Magic User.

The books: arcane books which contain information about
the Far Realm. The text explains that the Far Realmis a
dimension outside our universe where time, space and

our reality ceases to apply. The books also talk about the
Crucible, which is apparently a machine for manipulating
energy from the Far Realm. The Crucible apparently came
from the Ancients, who appear to be the ancestors of

the elves. Study of the Crucible has given the elves the
knowledge of how to open portals to distant worlds by
creating passageways through the Far Realm. But the text
warns that the Far Realm contains powerful and malignant
creatures that are inimical to our universe, and defenses

are needed against them in the event that they breach a
portal. Theoretically if Far Realm energy could be harnessed
correctly, it could be used to alter our reality at will granting
god-like powers.

The books also contain instructions on how to cast law
runes that hold off aberrations. Treat as a 5th level Magic
User spell. The spell can be copied to a spell book by a
character that can cast 5th level spells. The spell creates

a permanent law rune after 10 minute casting time and
requires 1000 silver shillings of platinum dust per casting.

46. The Rose Garden

A feywild domain protected by a powerful faerie hag in
human form. She is powerful and capricious, but willing to
trade. She is served by uplifted apes created by the elves.

Exterior: Ten foot high brick walls surround this extensive
rose garden. An ornate wood and brass gate provides access
(and is unlocked and unguarded). Inside is a garden of roses,
leaf-bearing deciduous trees (in any season), fruit trees,
green grass, shrubberies and wild flowers. It is filled with
mayflies, bees, rabbits and deer.

Rangers or Druids: sense that magic flows freely here and
the taint of the cataclysm is held at bay.

Interior: Tending over the garden or generally pottering
about are white furred apes (gorillas, orangutans,
chimpanzees or bonobos). The apes are dressed in clothing,
using tools and walking on two legs (mostly).

Interacting with the apes: anyone entering will soon be
intercepted by talking apes. Visitors will be asked (in archaic
Common) if they are here to see “the Baroness”, and will be
asked to leave any “cold iron” (iron or any iron alloy like steel)
outside the realm. Peaceful visitors will be escorted to a
large brick built house at the centre of the Rose Garden.

n.b. Elven steel being titanium does not qualify as cold iron,
but the apes will not be aware of that.



What is going on: The apes were uplifted to human
intelligence by the Shining Ones as a magical experiment.
After the cataclysm they were taken in by the Baroness, and
they helped her to build this haven.

The house at the centre of the rose garden:

The six-bedroom house is wrapped in ivy, and has a tiled
roof and an ornamental pond and flower garden out front.
Seated at a garden table is the Baroness. She appears to be
a beautiful human female of approximately 35 years with
long dark hair wearing a beautiful red (or green etc) dress.
Accompanying the Baroness is a slim, silent figure wearing
red platemail and a full face helm. He appears to be a
bodyguard and stands close by at all times. An ape dressed
as a butler and another as a maid stand nearby.

Roleplaying the Baroness: She is regal and elegant
and will invite visitors to sit and have some home-made
lemonade and sweetcakes (both delicious).

The Baroness introduces the knight at her side as “my

husband” and apologises: “he doesn’t say much these days”.

What is going on: The Baroness is in fact a powerful fey
hag, and is nearly a thousand years old. She was once

a prisoner of the elves, and her“husband”is an undead
bodyguard created from one of her elven captors.

Originally the Baroness and her sister hag were prisoners

of the elves and held at location 47. They were subject to
torture and experiments to help the elves unlock and steal
their fae magic. When the cataclysm happened she escaped
her prison. She subsequently killed one of her jailors and
stole the “name magic” of the elves. Using that magic she
has hidden her own name (it is stored in a bone carving
buried ten feet deep in the roots of a tree in this Rose
Garden) which makes it impossible to control her. She has
founded this domain close to her prison, and she considers
it her realm. Following the cataclysm she found the white
apes fleeing from tentacled horrors, and placed them under
her protection.

Dealing with the Baroness: As a fae, the Baroness is
interested in protecting nature and wild animals from the
depredations of monsters or humanoids. She places little
value on human life, although she does not kill without

a reason. She is whimsical and inhuman, and will seem
dangerous and powerful.

She may help the characters, but only if they do something
for her in return. Her price may be high. If she is attacked,
she will destroy the characters without remorse.

Possible services that the Baroness may provide:

+ she holds one of the Copper Keys needed for area 12 of
location 20 (see 20A).

+ she could reincarnate a deceased character, but will only
agree to bring them back as a beast (“an improvement”),
although she may let them choose which kind.

(They retain their class and level, HP, THACO, Int, Wis, but
gain the other attributes, movement and attack forms of
the animal. They lose any previous racial features.)

« she could regenerate a missing limb

+ She could grant them the power to speak the language
of beasts (i.e. all animals could understand and be
understood by a character)

+ she can provide some knowledge about the elves
(she knows many secrets, but not all).

« She could teach a druid of sufficient level how to master
higher level magics (5th level and above). This would
require that character to stay with the Baroness for
two weeks.

In return she will want one of the following payments:

+ the name of one of the characters. If they agree of their
own free will, she binds the name into a small wooden
carving. Then the character and everyone else forgets that
character’s name and it disappears from all written texts.
While without a name, the character has immunity to
charm, fear, dominate or mind control spells from anyone
other than the Baroness. In addition, in holding the name,
the Baroness exercises control over the character like an
automatic Charm Person spell. She won't explain this, but
she also will not immediately use this power.

+ she wants an item that is hidden in the old prison (location
47). She cannot remember what it is, but she knows it
belonged to her sister. It is hidden in one of the cells.

She will warn the characters about the amnesia magic.

+ she wants four live ambrosia beetles from the petrified
forest (location 34)

. if the Baroness learns of the cats at location 29 (for
example, if the characters have Pluvian with them), she
wants the cats escorted safely to her Rose Garden

+ the cataclysm was caused by misuse of a magical device
called The Crucible. The Crucible remains semi-active
beneath the Shining City. She will provide a service if the
characters agree to destroy the machine so that the land
can recover. She will expect them to act on this promise
reasonably quickly (perhaps they would need to submit to
the Quest spell).

Treasure: If the Baroness is killed, her home contains 9
pieces of jewelry (worth 3 x 500, 2 x 1200, 2 x 2500, 2 x 5000
silver shillings respectively), 20 fine silk dresses (100 silver
shillings each), a silver mirror (300 silver shillings) and a
silver hairbrush (50 silver shillings).

AC6[13], HD 4 (18 hp), Att 2 x rend (1d4), or 1 x thrown rock
(1d6), THACO 16 [+3], MV 120’ (40"), SV D12 W13 P14 B15 S16,
ML 7, AL Lawful, NA 1d10, XP 75.
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The Baroness
AC 6 [13], HD 14** (59 hp), Att 1 x elven steel spear (1d8+1)

or charm or spell, THACO 12 [+7], MV 120’ (40’), SV D3 W5 P7
B8 S7 (+2 fire/lightning), ML 10, AL Neutral, XP 3250.

> Protection of the Nameless: immune to
mind-affecting magic.

> Vulnerable to iron or iron alloy (steel): takes double
damage, but not from elven steel (because it is titanium).

> Charm Person: as spell.

> Invisibility: at will as spell. While invisible she leaves no
physical evidence of her passage.

> Shape change (x3 day): once each into mammal,
bird, reptile.

> Glamour: alter appearance at will.
> Beast speech: speak to animals at will.

Druid spells (as 14th level druid):

1st (6): Animal Friendship, Detect Danger, Entangle,
Faerie Fire, Locate Plant or Animal, Predict Weather
2nd (6): Barkskin, Cure Light Wounds x 2, Heat Metal,
Obscuring Mist, Warp Wood

3rd (5): Call Lightning x 2, Hold Animal, Protection from
Poison, Tree Shape

4th (5): Dispel Magic x 2, Speak with Plants, Summon
Animals*, Regenerate (a missing limb)

5th (5): Control Weather, Pass Plant, Reincarnation (dead
creature reborn as animal), Rock to Mud, Wall of Thorns

The Baroness in huge white ape form

AC 6 [13], Att 2 x rend (1d4), or 1 x thrown rock (1d6), MV
120’ (407),

> Healing: regains 14d4 [35] HP on changing into ape form.

The Baroness cannot cast spells or use her Charm power
while in ape form.

The Baroness in giant lizard form
AC 4 [15], Att 2 x claw (1d4), 1 x bite (2d6), MV 90’ (30’),

> Healing: regains 14d4 [35] HP on changing into giant
lizard form.

The Baroness cannot cast spells or use her Charm power
while in giant lizard form.

The Baroness in giant hawk form
AC6 [13], Att 1 x talons or beak (1d6), MV 450’ (150")

> Healing: regains 14d4 [35] HP on changing into giant
hawk form.

The Baroness cannot cast spells or use her Charm power
while in giant hawk form.
Summoned animals (flock of 140 birds)

AC 8[11], HD 140 hp, Att see below, THACO 19 [+0], MV 480’
(160"), SV D14 W15 P16 B17 S18, ML 7, AL Neutral, XP 350.

> Swarm: can swarm up to two targets. Each target
takes 6 damage per round if unarmoured, or 3 damage
if armoured.

The Baroness'’s husband

AC 2 [17], HD 8* (36 hp), Att 2 x longsword (1d8, plus 1d6 life
drain), THACO 12 [+7], MV 120’ (40’), SV D8 W9 P10 B10 512,
ML 12, AL Chaotic, XP 1200.

> Mundane damage immunity: unaffected by
non-magical attacks

> Undead immunity: unaffected by effects that affect
living creatures.

> Armour: wearing red elven steel plate

> Infravision: 60’

47. The Nameless Prison

An elven prison for faerie creatures. The cells are guarded
by amnesia magic and the shades of the dead.

Exterior: This is a dark and looming ruined structure of
black stone. One heavily corroded iron gate hangs across
the entrance; the other lies on the ground.

Interior: more rusting gates and bars. The upper levels

of the structure no longer have any internal floors.

The structure looks to have once contained kitchens and
guard barracks. Stairs also lead down to a basement (a series
of dripping tunnels and rusted gates).

What was the internal courtyard has a large circular glazed
area covering the floor. The network of steel spars holding
the panels are rusted and many are broken with their glass
panels lying (intact) down below.

Under the glazed area is a one hundred foot diameter
circular basement room thirty feet below containing broken
tables and chairs. The basement room is lit by dim magical
lights. There are twenty open doorways leading off from the
central chamber (to cells) and two other doorways holding
rusted and collapsed steel gates.



The glazed floor window: The glazed area is made up of
rusting steel and panels of magical glassteel (see location
3). Anyone moving around on the glazed area (to reach one
of the holes for example), must move extremely carefully
and slowly. If more than one hundred pounds of weight

is placed on the glazed area there is a 1 in 20 chance per
round of a spar breaking and the panel giving way (roll for
each character on the glazing).

Falling: causes 3d6 damage from the fall and a save versus
breath weapon to avoid being struck by debris for a further
1d6 damage. This also dumps the unfortunate into the
prison area below and subjects them to magical amnesia
(see below).

The glass panels: The glassteel panels are potentially
valuable. There are 78 ten foot by ten foot panels half an
inch thick. Each weighs 280 pounds. They can be worked
like steel into different shapes. A smith would pay around
300 silver shillings for each panel, although that would
mean getting them shipped to civilisation.

What is going on: This was once a prison designed for the
fey so the elves could study them and steal their magic.
The elves therefore used ordinary steel and iron (‘cold iron’)
to help to bind their prisoners, and much of it has now
corroded away.

The prisoners were kept in a basement cellblock that was
under a permanent magical amnesia effect (to render the
captives helpless). The cellblock is haunted by the shades of
some of the dead, and also contains a keepsake hidden by
the sister of the Baroness (loc 46).

The basement prison: dank, dripping tunnels lead from
above down through a series of rusting gates. These tunnels
are flanked by what appear to be torture rooms or
experimental chambers with rusting iron torture weapons,
small cages, iron masks and manacles.

Searching: Buried under a collapsed table are the bones of a
goblin. The goblin has a tarnished slave collar and a belt of
rusting scalpels.

The prison cellblock: the tunnels end at the basement
prison area visible from above. Entrance to the prison is via
one passage that was once secured by a steel gate, but the
gate has now collapsed and rusted to pieces.

Beyond that is the circular “circulation space” one hundred
feet in diameter that holds a few broken and mildewed
tables and chairs. Leading off from the central chamber are
twenty cells. Above is the glass roof in the courtyard. It is lit
by dim magical lights.

The amnesia magic: Any creature inside the prison
cellblock area immediately forgets who they are, their
friends, why they are here, and what their abilities are.
They retain their languages and any class features, but
they are unaware that they have them. The loss of one’s
entire personal history lasts as long as they remain inside.
Once they leave the affected area, their memories return
over 1d10 minutes. The affected area covers the central
prison room (up to a height of thirty feet), the twenty cells,
and the kitchen area.

The twenty cells: Each dimly-lit cell contains a wooden
pallet bed, a bucket, a warped wooden box, and a small hole
in the ground (toilet).

Searching: hidden in the ninth cell behind a stone removed
from the wall is a ruby cut like a rose on a gold chain.
This was left by the Baroness’s sister and is one of the items
she may send the characters on a quest for. It is of pure
sentimental interest for her, but is otherwise worth 500
silver shillings.

The kitchen area: A rusted gate from the prison circulation
space leads to a kitchen area with a mould covered dining
table and benches. A narrow chute appears to rise into the
structure above, but it is now blocked by rubble (it led to
the kitchens above). A verdigris covered brass water pipe
also descends to a tap here.

The restless dead: Anyone entering the prison is subject to
attack by Sluagh - shadowy immaterial undead of the fae
tortured and killed here. They will hide in the dimly lit cells
and then swarm anyone entering the cells. (The Baroness is
not aware of these creatures being here.)

AC 7 [12], HD 2+2* (11 hp), Att 1 x touch (1d4 plus strength
drain), THACO 17 [+2], MV 90’ (30’), SV D12 W13 P14 B15 S16,
ML 12, AL Chaotic, XP 35.

> Surprise: on a 1-5 on dé6.

> Strength drain: victims lose 1 Strength per hit.
Recovers after 8 turns. If reduced to 0, rise as a sluagh.

> Mundane damage immunity: unaffected by
non-magical attacks.

> Immunity: unaffected by sleep and charm.

> Aggressive: always attacks

48. The Rock

A halfling slave of the elves possessed by a Far Realm entity
lies in suspended animation inside an amber boulder.

Exterior: Here in a meadow is a large boulder made of a
glassy orange mineral. It is about nine feet in diameter.
It is semi-translucent, and inside a small figure can be
hazily seen.

Inspecting the rock: if bright light is brought to bear, the
figure can be made out to be a halfling. The halfling appears
to have been encased while running to the northeast
(towards the Shining City). They are dressed in a simple
white tunic and sandals. Around their neck is a metal collar
marked with runes. Their facial expression looks calm.

What is going on: The mineral is in fact a magical amber,
and the halfling is trapped inside a magical imprisonment
spell. The spell can be collapsed with a Dispel Magic (against
a 14th level caster), or by touching the caster’s wand to it
(see below).

The halfling was a domestic slave aboard an elven airship
(literally a sailing ship, but held aloft by a gas bag) that was
airborne during the cataclysm. A Far Realm entity possessed
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the halfling and through him laid waste to the crew, causing
the airship to crash. An elven wizard who survived the

crash imprisoned it, but then succumbed to his wounds.
The aberrant creature remains trapped inside the halfling.

Searching the nearby area: some large pieces of metal and
wood are buried fifty yards to the west. The pieces all seem
to have come from the same object. More and more pieces
can be discovered spread over a one hundred foot area.

A thorough search: devoting several hours to the search
uncovers tatters of buried silk, and masts. It appears to have
been a sailing cog, but it's unclear how it ended up this far
inland. A thorough search also uncovers an elven steel scroll
tube and a Wand of Disintegration with a rainbow sheen
buried under a few inches of soil.

The rainbow wand: This Wand can only be used by an elf,
but was the release trigger chosen by the elven wizard who
imprisoned the halfling (to whom it belonged). If anyone
touches it to the rock, it melts away releasing the halfling.

The scroll case: contains a parchment with a spell scroll of
the spell Dimensional Incursion.

The Dimensional Incursion spell: is a 6th level arcane spell:
Range: 300 feet, Duration: T minute.

The caster collapses the dimensional barriers between the
normal universe and the roiling chaos of the Far Realm in

a 30 ft radius from the designated point. Inside that hellish
area time, space, energy, matter and consciousness run like
melted candle wax and cease to have meaning.

Any creatures inside the area of effect must make a save
versus spells. A creature takes 6d12 damage on a failed save,
or half as much on a successful save.

Creatures killed by this spell are turned into mangled
corpses that look like they have been cut to pieces and
reassembled by a mad man. Sometimes they are partially
transformed into some other kind of life form, material or
object. This spell is ineffective against aberrations.

Any Magic User can cast the spell from the scroll, but a
Magic User who can cast 6th level spells can copy it to their
spellbook using the normal rules.

Releasing the halfling: the halfling speaks leldran and also
an archaic form of Common (Slave Tongue). He is called
Thorn (Lawful, stats as Halfling 1), and he considers the
Shining Ones to be gods, and may take some time to accept
that they are not, or that 800 years have passed.

What Thorn knows: Thorn remembers serving drinks
aboard the airship (called The Flayed Dragon) of his master
Melenbrimbor who was entertaining a number of other
Shining Ones. Then the sky changed and weird shapes
started to appear all around. The Shining Ones seemed
frightened, which Thorn had never seen before. (He lived
through the start of the cataclysm.)

Thorn actually has some useful information, although that
won’t be immediately apparent. He knows the passphrase
(in leldran) to get past the magical defences around the vault
at the government buildings in the Shining City (location 59).

The dark passenger: hidden inside Thorn and assessing
the characters’ strength is an ethereal Far Realm monster.
At an appropriate moment Thorn will collapse and it will
emerge from him. It appears to be a fifteen foot diameter
black ethereal spider — or crab-like creature (it has features
of both). It will start by attempting to possess a character,
and if that fails it will use its psychic attacks.

AC 4 [15], HD 8+2** (38 hp), Att 1 x psionic blast or 1 x
psionic assault or 1 x possession, THACO 12 [+7], MV 120’
(40), SV D8 W9 P10 B10 S12, ML 11, AL Chaotic, XP 1750.

> Psionic assault: ranged attack, 60ft, one target, 3d6.
> Psionic blast: ranged attack, 30ft, up to three targets, 2d6.

> Possession: one humanoid within 15 feet must succeed
on a save versus spells or be possessed. The creature
then enters the target. The entity can cause the creature
to move and take any action it is capable of performing
normally. The target gains the creature’s HP (any damage
is subtracted from the creature’s HP total). The creature
can also continue to use its own actions to carry out
psychic attacks. The possession ends if a Remove
Curse is cast.

> Psychic static: the creature radiates psychic static in
30 ft radius. Any spellcasting enemy in the area must
make a save versus paralysis or be unable to cast spells for
1d6 rounds.

49. Woods and village

Peaceful woodlands inhabited by a race of curious
owlfolk hybrids.

Exterior: these deciduous woodlands seem relatively
normal and healthy. Squirrels, foxes and birds are common.

What is going on: These woods are home to the owlfolk.
They are humanoids covered in a down of feathers and with
an owl’s head and beak. They do not have wings. They are
nocturnal and have excellent night vision. At night they

will be active and lights will be visible from their settlement
from several miles away. During the day they will be resting,
but they will still have guards placed on all approaches.

Any characters entering the central hex: unless the
owlfolk are surprised (1 in 6 chance) , they will find three
arrows striking the ground in front of them. These are a
warning from well concealed owlfolk pickets twenty feet

up three different trees. They will parlay if the party seems
peaceful, but will only agree to take them to their leaders if
they agree to leave their weapons here. It will be a two hour
walk to reach their settlement six miles further in.

If the pickets are attacked: The owlfolk will use loud
birdcalls to summon assistance if necessary, or to warn
their people that they are approaching. By the time the
characters arrive at the settlement the owlfolk will be alert
and ready to receive them.



The owlfolk village: The owlfolk live in raised wooden
houses built high up in the trees. These are thatched and
connected by wooden platforms and walkways. Access from
the ground is via rope ladders that are dropped fifty feet
down to the ground and then retrieved.

Leaders: The owlfolk leader is an elderly owlfolk male called
Yaffle. His son, Hedwig, is a scholar and keen to understand
more about the elves.

What the owlfolk know: The owlfolk can trade information.
They know how to get onto the island (location 45), but they
also know it is guarded. They know of the Baroness and her
apes (location 46), and they have never had any problems
with her. They are aware of the slimes (location 43) and that
they are not generally hostile, but you have to watch out for
the gray ones because they are hard to see. They are also
aware of the star stone (location 50) which they revere as a
holy object. They know it contains voices, but it is not safe to
touch because they can overwhelm. They know that the city
is largely deserted, and they tend to avoid it because weird
things happen there and people have disappeared.

Treasure: If the owlfolk are robbed or slaughtered, the
following can be found:

- fifty wire cages each containing 10 juicy mice
+ 10 pounds of dried mushrooms

« Six intricately carved musical instruments of wood
(worth 40 silver shillings each)

« 10 Pouches of herbs (cure 1 HP, or +2 to a Cure spell)

« Adressing table mirror in a tarnished silver frame
(worth 500 silver shillings) (actually platinum and worth
5000 silver shillings)

« Three weeks worth of food for the village

AC 6 [13], HD 2 (9 hp), Att 1 x shortbow (1d6) or 1 x knife
(1d4), THACO 18 [+1], MV 120’ (40’), SV D12 W13 P14 B15 S16,
ML 7, AL Lawful, XP 20.

> Nightvision: infravision 120 ft
> Keen senses: only surprised on a 1 on dé.

> Distance vision: owlfolk take no -1 penalty for using
ranged weapons at long range.

50. The Star Stone

Ared crystal in the centre of an ancient crater.
Knowledge can be obtained from it but at a price.

Exterior: This barren crater is eight miles in diameter and
ancient. At the centre of the crater is a brightly glowing red
crystal sixty feet tall and around fifteen feet in diameter. It is
standing on end and pointing upwards. The crystal is filled
with flickering rainbow lights.

Exploring the nearby area: Digging in the dirt soon
uncovers hardened lava. Mixed into the soil are small beads
of melted rock and ore.

What is going on: the crystal dates back to the era of the
Ancients. The crystal belongs to a race even more advanced
than the Ancients. While it appears to be a glowing crystal
it is in fact a complex nested set of energy fields. It houses
several billion alien minds in a simulated environment. It is
indestructible (even the Sphere of Annihilation will be held
at bay by energy fields), and unmovable. It was originally
passing through nearby space, but struck the Ancients
vessel at speed shortly after they arrived. The Ancients
crashed at what is now the Shining City (the crater having
formed a lake), and the crystal crashed here forming an
impact crater.

Interacting with the crystal: the rainbow flickering lights
inside are fascinating and restful to watch. When a sapient
creature “touches” the “crystal’, they can faintly sense the
minds within. They hear in their mind the faint rustle of a
million unintelligible voices all speaking at once. This also
causes some of the information stored inside to bleed
across their nervous system. This causes 1 HP damage

per minute of contact, but it also grants 10 XP per level of
character. Any number of characters can touch the crystal at
the same time.

After a character spends a cumulative 20 minutes in
contact with the crystal: they must make two saves versus
spells. If they fail the first save, then they suffer a permanent
madness (e.g. hearing voices, visual hallucinations, multiple
personalities). If they make the second save, then they gain
1 level in a random class (give them sufficient XP to reach
their next level; treat the new level as a multiclass ignoring
class attribute requirements; roll randomly to determine
class from all available options). This will only happen once
for any given character no matter how long they spend with
the crystal.

If the characters spend a long time mining for XP:

If characters decide to stay with the crystal to gain XP, roll
random encounters as normal. If they do have an encounter,
determine at random how many HPs down they are at

that time (based on how many that they are intending to
sacrifice). You can impose a limit on the maximum number
of XP that can be gained by each character if you wish.

51. The Obelisk (mini dungeon)

An obelisk marked with strange writing that causes fear in
all who see it. Inside was an extra-dimensional room holding
the control system for the Ancients’ orbital particle cannon.
As a result of the cataclysm the room now shunts anyone
dawdling to a number of locations across the universe.

What is going on: This obelisk was used by the Shining
Ones to conceal something important. At the top was

a device recovered from the Ancients’ wreckage that
provides control over a defence satellite they placed in
geosynchronous orbit. The defence satellite is armed with a
powerful particle cannon capable of targeting the surface.
To protect this device, the upper room was under powerful
magic that turned it into an extra-dimensional space.

During the cataclysm those potent defensive magics were
corrupted, and the obelisk now acts as a nexus point between
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many different places. Every ten minutes, anything inside the
obelisk other than permanent features (like the satellite control
device) is shunted into a superficially similar structure on
another world (or parallel universe if you prefer). This will also
affect the characters if they are inside when the shunt occurs.

The shunt: After the shunt, the characters will find
themselves in a different location but a similar structure.
If they stay inside that similar structure, then after ten
minutes they are shunted again to a new world.

If they leave the structure and the shunt occurs, they will

be marooned on an alien world with no obvious way back.
You should telegraph this to the players, particularly after
the first shunt when they may not realise what is happening
(for example arcane spellcasters may be able to sense the
magical effect building in power again).

If the characters hang in there and ride out a series of shunts,
then they will eventually pass back through the High Moors
and will be able to escape out of the obelisk.

Exterior: a smooth marble obelisk that rises 200 feet and is
40 feet in diameter. This obelisk has a door at ground level
which is visible from a distance of 500 feet. Also visible from
a distance of 500 feet are the engraved symbols.

N.b. This obelisk looks similar to that at location 21. It is
visible from anywhere within its 12 mile hex.

Seeing the engraved symbols: causes any character
failing a save versus death to feel revulsion, fear and nausea
and be unable to continue past the obelisk or approach

it for 8 hours. If the save is successful, the character can
continue, but is at -2 to hit and checks while within sight of
the obelisk.

Averting one’s eyes requires a successful save versus
paralysis, but also prevents the character seeing the door.

Inside the obelisk: the stone door is faced with white
marble and has an elven steel ring pull. It opens reasonably
easily. Inside is an empty 30 x 30 ft unlit stone room with a
spiral stair in the corner leading up. The spiral stair is only
big enough for one person at a time, and runs up 180 ft to a
single windowless room at the top of the obelisk.

The upper room: a 30 x 30 ft windowless unlit room.
In the centre of the room is a large shiny silver machine.
It has a glowing yellow gem and an unlit red gem.

Interacting with the silver machine: If the yellow gem is
touched, it turns green and a translucent image appears
horizontally in the air above the machine (a holo screen).
The image appears to be the Known Lands but seen from
very high up in the sky. It appears to be a live image, and
clouds are visible moving across the landscape.

Touching the image: touching with a single digit will
bring up a screen with writing on in Ancient (saying “Target
Designated Location?”) and a green and red square, both
with a weird symbol inside. If the green square is touched
then there is a white flash on the screen for a second, and
black smoke can be seen rising from the location targeted.

The view can zoom in or out by using a gesture (two fingers
moving apart or together). At maximum zoom it is similar to
a view from 300 ft above the ground.

Pressing the red gem: will bring up a picture of a“potion
vial” that appears filled with red liquid. Each time it is
pressed the red fluid lowers (indicates power level of the
blast from 10% to 100%. 10% is like an 8d6 Fireball covering
a 100 ft diameter area. 100% is like a 1 megaton nuclear
blast. It starts out set at 100%.).

A one megaton detonation will destroy all structures
and life within a 1.5 mile radius, and do heavy damage to
everything within a 3 mile radius (20d6), and moderate
damage (8d6) to anything within a 6 mile radius.

The dimensional shunt: once the characters have been in
the obelisk for ten minutes the shunt occurs and they are
carried away. Every ten minutes they will be shunted to a
new location so long as they stay inside the new structure.

Shunt 1 - Black Iron tower over a volcanic crater

The characters find themselves inside a black iron room.

It is oppressively hot and chains hang from the walls.

Stairs lead down. An open window reveals them to be inside
a black iron tower. The tower appears to be standing on

a huge piece of rock suspended by 4 huge chains over an
active volcano.

If they descend the stairs: : they see that the lower room
(60 x 60 ft) contains a ritual room with an inlaid magical
diagram. Standing around the diagram are the black
charred rock-like remains of what look like eleven wizards.
A door leads out from the tower onto the suspended rock.
(Magic Users can tell that the diagram appears intended to
grant the wizards the power of greater demons.)

If they enter the lower room: they attract the ire of a
creature made of black smoke and ash. It may look like the
harried souls of the dead wizards, but is in fact a form of
air elemental.

AC 2[17], HD 8* (36 hp), Att 1 x slam (2d8) or 1 x choke,
THACO 12 [+7], MV 360’ (120"), SV D8 W9 P10 B108 512,
ML 10, AL Neutral, XP 1200.

> Smoke form: can enter and stop in a hostile creature’s
space (up to 4 human sized creatures). Creatures in the
spaces the elemental covers are blinded.

> Choke: each creature in the elemental’s space must make
a save versus death or take 2d8 choking damage from the
elemental pouring smoke and ash into their lungs.

Searching the wizards: one of the wizards has an oval ruby
on a gold pendant (5000 silver shillings), and another has a
chunky silver bracelet (has a secret compartment containing
a green herbal pill that heals 4d6 hp damage, bracelet worth
600 silver shillings).



Shunt 2 - Flesh-palace of the toad demons

The characters find themselves in a windowless room (50
x 50 ft) with red fleshy walls. An aperture leads down, and
the room is lit by dim lights from several orbs. In the room
is a toad-like humanoid creature standing over a cauldron.
It looks alarmed to see the characters.

The toad creature will attack the intruders. It will try to
stay mobile taking advantage of its Bampf ability. If any
creature enters a space adjacent to the cauldron, they will
be attacked by the spawn within.

AC 6 [13], HD 10+6** (51 hp), Att 1 x bite (2d8) and 2 x claws
(1d6+42), or 2 x hurl acid, or 1 x contagion, or 1 x invisibility,
THACO 11 [+8], MV 120’ (40), SV D6 W7 P8 B8 S10, ML 10,
AL Chaotic, XP 2300.

> Infravision: 90’
> Hurl acid: ranged attack 60’, 3d6

> Contagion: on touch unless save versus spells infested
with an egg. This causes death in 3d12 hours unless a Cure
Disease or Remove Curse is used.

> Bampf: instead of movement, it teleports up to 30’ even if
in melee.

> Invisibility: at will.

> Regeneration: regenerates 1 HP at the start of round if it
is still alive.

AC7[12],HD 1 (4 hp), Att 1 x bite (1d4), THACO 19 [+0], MV
30'(10), SV D12 W13 P14 B15 S16, ML 7, AL Chaotic, XP 10.

The toad demon has a grey jewel (2000 silver shillings)
embedded in the back of its head. It can be cut out with
some effort.

If the characters descend below, they find an exit.
Looking outside they find that it is nighttime, that they
are surrounded by a swamp filled with gargantuan plants,
and that they have just exited a humongous orchid.

Shunt 3 - the lighthouse overlooking an ocean

The characters appear in a comfy living room, with a
stuffed sofa and chairs, a painting of an elderly lizardman

in a yellow coat, a fireplace, and a collection of books in an
alien language. There is also a window, and it is daylight.
Outside is a normal looking ocean, but there is a large pinky
blue world in the sky.

Stairs lead up and down. Upstairs is a glass room
containing a huge lamp powered by oil (making clear that
this is a lighthouse).

Downstairs is a small bedroom, and a kitchen containing a
kettle, loaf of bread, and sweetcakes.

There is no threat here. PCs can take the opportunity to rest.
The inhabitant is not present.

Shunt 4 - the curiosity shop

The characters arrive in a cluttered storeroom. There are
shelves and boxes covering most of the floor space.
Stairs go down. A dirty window looks out onto a
bustling city.

Looking out the window: outside is a sprawling city under
a blue sky. Steam powered airships *phut phut* through
the sky. There are a wide variety of creatures moving around
the streets: a race of penguinfolk (The Auk) dressed in

smart jewelled waistcoats, a muscular leopard race (The
Pandara) in leather armour, an ambulatory mass of vines
(The Hortensia) that people seem to give a wide berth to,
humans with mantid heads (The Vatini), and grotesquely
fat tamarin monkeyfolk (the Mystax) being carried in a
palanquin by several other monkeyfolk.

Being detected by the shopkeeper: the room contains

a huge variety of knick knacks. If the characters want to
search, they can do so. For each person searching, the shop
owner has a 1 in 6 chance (cumulative) of hearing them and
coming to investigate.

The shop owner: is Barabazon, a human with a mantid
head. He will shout at them in an alien language, antennae
twitching. He poses little threat and has stats as a

Normal Human.

If the characters can converse, Barabazon can tell them that
the city is called Kerzuhulimon. It is ruled by seven liches
(the Eternal Council). It is a melting pot of different races
from a huge earth-like world.

Searching the junk: if the characters do search the junk,
make them roll 1d20. The first roll will always be the bottled
city (see below), but make it look like a random pick.
Subsequent rolls use the table below.

1: A stuffed cuddly wombat (contains a hidden jewel
worth 6000 silver shillings)

A jar of green face cream (+1 Charisma for 3 hours)

A framed photograph of a blue newtman explorer
standing in front of a pyramid.

4: Arevolver with six bullets (ranged 30/60/120,
2d8 damage)

An obsidian knife (1d4, breaks first time used)

A sealed tin jar of ground coffee

A polaroid camera (can take 4 instant photographs)

5
6
7: A small glass jar containing a pickled fairy
8
9

A large round of blue cheese (delicious!)

10: An ear trumpet

11: A ventriloquist dummy of a green frogboy

12: Ajar of honey from demon bees with narcotic qualities .

13: A saddle for a human

14: A mechanical typewriter with keys in draconic

15: A monocle on a chain that translates all written text into.
an alien language
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16: A snow globe containing a miniature sled pulled by
eight reindeer.

17: A mirror that always shows the back of the head of
anyone reflected

18: Anintelligent talking potted plant (but it only speaks an
alien language)

19: A stone book containing a recipe for making a Potion
of Longevity

20: The character finds a scroll containing a message
addressed to an unknown person from themself in their
own handwriting (perhaps a future or past version, or a
version from an alternative timeline). The message says
“You're going to need the silver cone!”.

The bottled city: this appears to be a largish clear bottle
that contains a miniature city. It is magical and anyone can
touch the bottle and transport themselves (and any other
willing or unconscious individuals that are touching them or
the bottle) to the city inside.

Inside: Once inside they will find themselves standing in a
large empty city built from glass. The city has beautiful but
unfamiliar architecture and many tall spires. It is daylight
inside (whatever it is like outside), and the temperature is
mild. There is limitless clean air.

The characters arrive at an open plaza, and in front of them
is a large (ten foot diameter) orb that shows a hazy view of a
green and blue world. Touching the orb allows a character
to will themselves out of the city to wherever the bottle is.
The orb cannot be moved and is indestructible.

The city appears completely empty and unoccupied.

There are no signs of personal items, bodies or detritus.

The city is 1.5 miles in diameter and it appears that it could
hold up to 10,000 people, although there is nowhere to grow
food. A deep groove runs through the city centre crossed by
arched bridges. It looks like a river could run there.

What is going on: The city may appear to be a useful item.
It could serve as a useful refuge or hideout, and it appears
at first like a strange but empty place. The city is in fact
alive and aware. It wants to be released from the bottle.

It will bide its time, but once a character is left in the city
alone and with their guard down (e.g. asleep), the city will
change, trapping them (such changes take a few minutes).
The character will simply find that the windows and doors
are gone and they are trapped in a glass room. The city
will attempt to capture other characters before making its
demand. It communicates by means of words appearing
written upon a glass wall: “FREE ME". The city will hold its
hostages as long as its demands are not met.

Releasing the city: If it is released (by destroying the bottle
with 100 magical damage), then the city will appear full
sized wherever it was released. It will then release its
hostages. Everything will seem fine for a while then, but
after a few weeks the characters will notice or hear that
the city appears to be growing. It will grow by 100% every
4 weeks (diameter: after each month 1: 3 miles, 2: 6 miles,
3: 12 miles, 4: 24 miles, 5: 48 miles, 6: 96 miles, 7: 192 miles,
8: 384 miles, 9: 786 miles, 10: 1536 miles etc).

Stopping the city: The city can only be stopped by finding
its heart. Deep in its centre there is a door. The door leads
to the original world of the city. If the characters search for
the centre of the city, they find the streets and alleyways
become increasingly convoluted.

This is a defence and although the city cannot completely
cut off the door, it can make it very hard to reach by closing
and opening walls, and placing it in an obscure location.

The city’s homeworld: The door leads to a barren and jagged
obsidian (volcanic glass) plateau with a blue sky. High above
a series of coloured bands seem to cross the sky like a
rainbow (a ringed world). Far away a number of smoking
volcanoes can be seen. In the distance are several similar
glass cities.

If the cities are approached they are found to be infested by
shiny orange beetles. The beetles appear to be eating the
glass structures. If sufficient numbers could be captured and
brought back through the door, then they will breed and
the city’s growth could be kept in check, or reduced.

Shunt 5 - the leviathan

The characters find themselves floating inside an empty
bone-white tower. The tower is filled with clear liquid,
but they can breathe. A hole leads down to a lower level.
The lower level has a hole that leads outside.

Outside the “tower” is a vast cavernous space with the sky
slowly expanding and contracting. They appear to have
exited from the rib of a gargantuan creature (the pleural
cavity). A *thump thump* can be heard and felt distantly.
Strange clear blobs move around. About 200 ft away is a
small round vehicle made of green metal jammed next

to arib. It looks like some kind of boat, but is completely
covered and has round windows.

What is going on: the party is on a gigantic water planet

(a superplanet composed entirely of water). The sub
belongs to a race of seal-like humanoids that were trying to
reach the creature’s heart and kill it. Killing it from the inside
was their only option.

Swimming to the sub: If the characters swim to the sub,
they are attacked by immune cells. They see in the distance
strange five foot diameter yellowish blobs that suddenly
pivot towards them.

AC 8 [11], HD 2* (9 hp), Att 1 x dissolve (1d8 acid plus bind),
THACO 18 [+1], MV swim 240’ (80"), SV D12 W13 P14 B15 S16,
ML 12, AL Neutral, XP 25.

> Senses: blindsight 120’

> Bind: targets hit are subject to sticky strands exuded
by the immune cell. Target must save versus paralysis
or be constricted and lose 3 Dex (until the strands can
be removed, taking five minutes). At 0 Dex the target is
paralysed.

> Aggressive: always attacks



Searching the submersible: The “boat” is made of green
metal and has round windows on each side. A damaged
propeller is fitted to the rear, and it has suffered some acid
damage. The sub is flooded and a hatch at the rear is open.
The two-seat sub is inoperable. Inside are a map and a large
metal flask.

The map: is an outline map on a shiny waterproof paper
that shows a black silhouette of the creature and its internal
cavities (it looks like an immense plesiosaur). A point

near the heart has been marked. The creature must be 80
miles long.

The five foot long metal flask: has three red bands around
it. This is in fact a large tank of very powerful poison (100
doses of type Il bloodstream poison as per the Advanced
Fantasy rules).

Shunt 6 - the catacombs beneath the world

The characters find themselves surrounded by demons.
They are black skinned with a rubbery, reptilian hide.

They are curled up against the walls and appear to be
sleeping. The characters appear to be at the bottom of

a shaft or pit (25ft wide, 40ft deep), and the demons are
attached to the walls like a colony of bats. The area above
the pit is lit with a reddish light from somewhere else,

and a massive glowing spherical ruby (big as a fist) is
hanging on a chain directly above the pit (the ruby is just at
the top of the pit, forty feet above).

What is going on: anyone who has seen fiends before may
recognise that these appear to be immature versions. This is
in fact a pod of siblings who have not yet reached maturity.
They are currently in a sleep cycle. The characters can
remain quiet and motionless and wait for ten minutes, and
they will be carried away to the next location.

If the characters do want to try to recover the ruby: they
can try to climb past the demons (requires a successful
Climb Surfaces and Move Silent check, or three successive
Dexterity ability checks (2 for climbing, 1 for stealth)).
Magic may also be an option (such as Levitate), but the
demons have magical senses and they have a 3 in 6 chance
of noticing nearby spell-casting. If they awaken, they will
all attack.

Going into the underworld: the characters may also think
that this might be their only way to return to their world.

If they do consider leaving the pit, you may want to remind
them that they actually don’t know for sure what world they
are on, and even if they are in the underworld of their own
world, they would still have potentially miles to travel to the
surface through demon-infested tunnels.

The spherical ruby: is an artefact stolen from the elves
centuries ago. It contains raw magic. Any Wizard, Bard, or
lllusionist that possess it can learn any 5 spells of any level.
They can choose these from the rulebook, or they can create
their own spell with the GM’s approval. They can still only
cast the spells if they have spell slots of the appropriate
level. Once used by one person, the magic is exhausted.
Once exhausted it can be sold for 80,000 silver shillings.

Immature Fiends (6)

AC 5 [14], HD 6+4 (31 hp), Att 2 x claw (1d6+1), 1 x bite
(1d6+1), THACO 13 [+6], MV 120’ (40’), SV D10 W11 P13 B14
S15, ML 11, AL Neutral, XP 350.

> Immunities: immune to mind-affecting and
mind-reading magic

> Track by scent: fiends can unerringly track prey 90% of
the time.

> Savage: after dropping a foe to 0 HP, a fiend will continue
attacking the body to feast on their juicy organs.

> Aggressive: always attacks

Shunt 7 - mandrils in spaaaccce!

Deck seven: the Maintenance Room

They find themselves in a square metal room. It is dimly

lit by small glass boxes on the walls. The room has three
exits: a hatch in the floor lit with a red light, a door in the
corner lit with a red light, and a ladder leading up. The room
also contains a huge white crossbow bolt (9ft long), three
strange suits of armour with see-through glass helmets, and
various metal containers.

(1) They immediately notice that they all appear to be under
a Levitate spell, and they drift off the ground (in fact, they
are in a microgravity environment aboard a space vessel).
Floating characters can only move by pulling along a solid
surface, or by pushing off from other characters (moving at
half normal speed). They are -2 to hit and damage to make
melee attacks, and ranged attacks may unbalance them
from recoil.

The huge white crossbow bow bolt: a photon torpedo.
Mounted on a frame bolted to the floor.
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The strange suits of armour: if the characters have seen

the statues of the Ancients in area 9 of location 20, and
locations 55 and 59, then these look similar to the armour
they are wearing. These spacesuits have an AC equivalent to
leather armour, and imposes -2 on all saving throws, ability
checks, attack rolls and make spell-casting impossible. A suit
cannot be worn with other armour. Each suit has an internal
air supply and is proof against vacuum or submersion.

The suits also have magnetic boots which can be separated
and worn. This would allow the wearer to move normally in
the microgravity.

The metal containers: these contain various strange pieces
of metal or a shiny material of no discernable purpose.

The door lit with a red light: The exit door has a window in it
and leads to a small room with another door on the far side.

This is in fact an airlock, and the doors are secured.

If opened with brute force (open doors at -2) or a

Knock spell, the ship will be explosively decompressed.
Anyone near the door must make a save versus death or be
swept outside the ship (those further away can make the
save at +4). If the doors are not sealed within 1 minute, then
a hatch closes the exit in the ceiling leaving anyone in this
room trapped and doomed to suffocate.

The floor hatch: is sealed and cannot be opened by
any means.

The ladder: leads through a hole into the room above: level
six — the tech lab.

1up to deck
5; down to
deck 7 EEEEEESEE
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Deck Six - the Tech Lab

This room has a hole in the floor and ceiling and a ladder
running between them. The room contains workbenches,
strange banks of machinery with flickering coloured lights,
and a square on the wall that seems to show a map or
diagram in different colours. A window looks out into starry
space, and in the distance is a cloud-covered purple sphere.

The room is inhabited by what look like two monkeys
wearing white jackets over tunics and trousers. They appear
to be working on a silver cone (1 foot tall) on one of the
workbenches. They seem alarmed to see the characters.
Standing silently against one wall is what appears to be a
metal golem.

The ladder: leads down to Deck Seven - the Maintenance
Room, and up to Deck Five — the Organics Laboratory.

The monkeys: are an intelligent alien species of mandrils
called the Mandarians. They will use their communication
devices to raise the alarm, draw weapons and activate
their golem (a robot). They will shortly be joined by
reinforcements from the Organics Laboratory and
Refectory above.

The map or diagram on the wall: a wallscreen, and the
diagram is showing a real time analysis of the silver cone.

The silver cone: is a complex magitek device that requires
careful study. It is a time machine, and when activated it
transports itself, and any persons touching it, 1d100 years
into the past (it's random because the Mandarians hadn't
finished working on it). The cone can be used for repeated
jumps to go further and further back in time. Any time travel
is one way, and the cone provides no mechanism to return
to the present. Anyone travelling back in time must not
change their own history or they will wink out of existence.
They can change other events, but if they stop themselves
doing something that led up to them travelling back in time
then the paradox will destroy them. The person who has
studied the cone will know this.

Mandarians (11 total)

AC9[10], HD 3 (12 hp), Att 1 x laser pistol (120’, 2d8, ammo
20), THACO 17 [+2], MV 120'(40"), SV D12 W13 P14 B15 S16,
ML 7, AL Chaotic, XP 35.

> Can move normally: wearing magnetic shoes.

Utility Robot

AC 1[18], HD 4+4 (22 hp), Att 2 x slam (1d6 plus 1d4
electrical), THACO 15 [+4], MV 90(30’), SV D10 W11 P12 B13
S14, ML 12, AL Neutral, XP 125.

> Can move normally: magnetic feet.

> Immunity: unaffected by effects that affect living
creatures. Unaffected by mind-affecting magic.
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Deck Five - the Organics Laboratory

This room has a hole in the floor and the ceiling and a
ladder running between them. This room has workbenches,
cabinets, and samples of strange looking crystals, bones
and plants. It is usually staffed by 3 mandril men dressed in
lab coats.

The ladder: leads down to Deck Six - the Tech Lab, and up to
Deck Four - the Refectory.

Strange looking crystals, bones and plants: if anyone

wants to take some of the alien organic material, roll 1d8
to see what effect it has: 1 inflicts a disease as per the
Cause Disease spell (spell save applies), 2 as Potion of
Growth for 1d4 hours, 3 save versus poison or -2 to hit and
ability checks for 1d4 hours, 4 as Potion of Heroism, 5 save
versus poison or suffer effect of a Potion of Delusion, 6 as
permanent See Invisible spell, 7 as a type | ingested poison,
8 bright light pours from every orifice for 1d4 days.

Deck Four - the Refectory

This room has a hole and ladder descending to Deck Five
- the Organics Laboratory. It also has a locked hatch in the
ceiling. The room contains a number of food dispenser
machines, tables and chairs, and is essentially the staff
canteen. Eating here will be a further 6 Mandarians, who
will head downstairs if the alarm is raised. There are a large
number of green bananas.

The ceiling hatch: locked and cannot be opened by any
means. It leads up to Deck Three — Computers, Deck Two -
Command Deck, and Deck One - the Bridge.

Shunt 8 - the sunken tower

The characters find themselves inside a ruined tower which
is underwater.

Drowning: as they didn't know to take a deep breath, they
are at immediate risk of drowning.

Swimming out of the tower: the ruined tower is part of a
sunken city. On exiting, they see a bright surface of the
ocean 150 ft above.

Swimming to the surface: the characters must each succeed
at a Constitution Ability check to swim to the surface. If they
are wearing metal armour, they make this roll at -2. (n.b. It
takes 1 minute to remove light armour, and 5 minutes to
remove heavy armour.) Failure causes 1d4 damage and then
they can try again. A character can assist another. They can
give a bonus to the check equivalent to the penalty they
impose on their own check.

At the surface: they see a barren rocky coast, and a sky
which appears to be on fire. There is a coastline in the
distance, and it would take several minutes to swim to it.
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What is going on: this world is suffering the aftereffects of
an apocalypse caused by a war between the local gods.
Dead gods rained down on the planet from the firmament,
causing extinction level impacts and contaminating

the world with raw godstuff (causing mutations and
spontaneous life).

Getting back to the tower: the shunting effect is due to take
place after ten minutes inside the sunken tower. It should be
clear to the characters that in order to leave this world, they
need to swim back down to the tower near the end of the
ten minutes. When it gets close to time to leave, then they
can swim back down. There is clearly a matter of timing,

and the characters should decide how many combat

rounds (6 rounds = 1 minute) they are allowing themselves.
Too little time, and they miss their window. Too much time
and they won't be able to hold their breath.

A character who has taken a deep breath can hold their
breath for 1 minute +1 minute per Con bonus. After that
they take 1d4 damage per round until dead.

Unwelcome visitors: when the characters swim back down,
they see a group of six-foot long black and red striped
sharks swarming around the tower.

During underwater combat, any character using a weapon
other than a spear, javelin, dagger or short sword attacks at
-2. Any ranged weapon attack is at -2, and it cannot attack
beyond short range. Spellcasting is impossible.

AC4[15], HD 4 (18 hp), Att 1 x bite (2d6), THACO 16 [+3], MV
180'(60’), SV D12 W13 P14 B15 S16, ML 7, AL Neutral, XP 75.

> Scent blood: 300’ range
> Aggressive: always attacks

Treasure: if anyone cuts open the sharks, they discover a set
of solid gold false teeth (1000 silver shillings), a silver scarab
set with small moonstones (4800 silver shillings) and an
obsidian arrowhead.

Shunt 9 - the sanctum of Severin Dumont,
Le Grande Magicien

The characters appear inside a tower. The room is lit by
diffuse light and beautifully furnished in 17th century style
with a divan sofa, two stuffed leather chairs, a fireplace,
and a plush light brown carpet. The walls are covered by
black and gold intricate paper. There are two gilt standing
oil lamps, a glass cabinet, and a single dark wood door
leads out.

The glass cabinet: is locked with a keyhole, and contains
an unsettling looking book. The covers appear to be
formed from a squashed and reshaped aberrant monster
of some kind. The monster’s face is smeared across the
front cover, and its purple-irised eye moves following the
characters around.

The glass is protected by an obvious ward: breaking it will
release a Magical Trap Glyph that will inflict a Finger of
Death spell at the culprit (save or die). The cabinet can be
opened safely however by picking the lock (finely made so
-10% Open Locks, and each attempt takes 3 minutes).

The book itself has a second obvious Magical Trap Glyph
of Warding upon it, and if touched it will deliver a Flesh to
Stone spell (save versus spells). The book will not turn to
stone with the victim.

The Book Monster: this is a sentient magic item that calls
itself “Book”. It is immune to harm, and can translate itself
to anyone who studies it. Book’s pages teach a new form of
magic to any arcane spellcaster. This form of magic allows
blood-letting in lieu of spell slots, and any memorised

spell (other than healing spells) can be cast without losing
memorisation if the caster takes 5 HP damage per level of
spell. Alternatively the caster can inflict that damage to an
alive but helpless humanoid target.

Book’s objectives are: (i) to teach blood magic to whoever
will learn, (i) to encourage the regular use of blood

magic, and (iii) to bring forth his master, the Outer Chaos
Caacrinolaas, through getting people to use blood magic
(somehow, every time it is used, power is channeled to
Caacrinolaas. Book will be quite candid about this). Book has
Int 13, and Ego 7. It will be happy so long as its owner learns
blood magic and casts at least one blood magic spell per
week. Otherwise it will have conflict with its owner and may
try to take control (see rule on control checks for sentient
swords). It has telepathy with its user, can see and hear out
to 30 ft, and is Chaotic.

The wooden door: The door leads to a dressing room with
an oil painting on the wall, and a fine red rug. The painting
depicts a late middle-aged goat-like humanoid wearing an
embroidered frock coat, white knee tights, and an elaborate
white wig. They are holding a walking cane and looking
imperious. A small brass plate identifies this as “Severin
Dumont, Le Grande Magicien”.

This dressing room also contains a beautiful dark wood
harpsichord covered in a gilt floral motif, a brass bust of an
elderly goat man (on which sits a large powdered white wig
like that in the painting), and a wooden armoire and some
gilt chairs.

The brass bust: magical, talks and possesses the knowledge
of Alexandre Dumont, Severin's father and a fellow Wizard.
Alexandre only speaks French, but is quite knowledgeable
about magical phenomena.

The armoire: contains various clothes and a gold pocket
watch on a chain. It is in full working order and has a second
hand, and is worth 5000 silver shillings to the right buyer
(probably a goblin).

The harpsichord: a form of early piano. Fully functioning,
but otherwise unremarkable. If it could be retrieved (by, for
example, four characters holding a corner each during the
shunt), it would be worth 1000 silver shillings.

The red rug: finely made and worth 500 silver shillings.
Underneath is a triangular magical diagram on the floor (a
form of “Teleport Circle”).

The oil painting: fairly bulky and unremarkable although
good quality. Worth 1000 silver shillings.



Shunt 10 - back in the obelisk control room

The characters find themselves back in the obelisk where
this all started. They can sense the dimensional shunt
building again, but so long as they leave in the next ten
minutes they can escape back to the High Moors.

If they re-enter and are shunted a second time, they will
arrive at a new series of locations all over the universe.
You can either make this up yourself, or roll for the
characters on the “l Got Marooned...” table below.

The “l got marooned on an alien world” table (1d100)
Some characters may be unlucky, reckless or just
pig-headed, and may find themselves outside the tower or
tower analog when the dimensional shunt occurs. This will
lead to them being lost on an alien world, and the table
below is a quick way to determine their fate.

01-11  Character is captured as a slave by the dominant
species. After a short time they lead a slave
uprising, but are unfortunately defeated and
executed as an example.

12-22 While drunk on some unexpectedly intoxicating
alien wild flora or fauna, the character is killed by
indigenous life or the dominant species.

23-35  Character’s natural cunning allows them to rise to .

power and eventually rule over the alien world as
an omnipotent god king.

36-50 Character somehow manages to find their way
back to their own world/the High Moors after 1d6
months. They have quite a tale to tell.

51-56  Character manages to find a way home, but
unfortunately arrives 1d100 years in the past
or future.

57-67  Character is unfortunately infested by a parasitic
mind control organism, and ultimately helps to
bring about the destruction of a civilisation.

68-78 Character’s ill fated experiment with a stolen time .

machine leads to them living out the same day
over and over again until they go mad.

79-89  Character rescues a space prince/princess, falls in
love and helps them to save their realm. They get
married and live happily ever after.

90-100 Character arrives home after 1d6 months, but
their brain has been transplanted into another
humanoid life form by a friendly scientist (or they
are transformed permanently). For example, a
construct, a sasquatch, an elephantfolk, an ent
or ghoul.
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The Shining City

The Shining City is a large settlement built from white stone.

The city is built on an island surrounded by a lake formed in
a 25 mile diameter crater. The city is surrounded by a mist
rising from the lake (a side effect of the spatial and temporal
disturbances emanating from the Crucible deep below

the city).

The city is reached by a bridge to the northwest which
leads to it via a smaller island. There is also a dock to the
southeast if the characters have a boat, although that may
be obscured by mist. The city buildings are partially ruined.
Many towers still stand, but about half of the buildings have
obvious signs of part-collapse. Some of the buildings have
tarnished metal roofs which occasionally catch the sunlight.

Tip: | suggest that you keep the map of the city to yourself

and simply sketch out areas as the characters discover them.

Random encounters in the Shining City

The Shining City uses its own encounter tables. Roll once
per hour on both tables with a 1 in 6 chance of an
encounter. These encounters represent both the closeness
of the city to the Crucible’s reality distorting energies, and
the fact that it is haunted by the phantoms of some of the
deceased elves.

01-30  Spatial rift: one character accidentally steps
through a rift and ends up in a random location

in the city alone (1d10: 1: Orchards, 2: Garrison, 3:
near the House of Pleasure, 4: near the Archives, 5:
near the Temple, 6: near the Government Building,
7: at the Docks, 8: On Celebrand’s island, 9:in the
lake to the north of the city, 10: in the lake to the
south of the city). The rift then immediately closes.
Roll random encounter checks for this character

separately from the main party.

31-60 Temporal tremor: one character becomes 6+1d6
years older (50%) or younger (50%). You can either
make this permanent (in which case the minimum
character age is 16), or you can make it last 1d20
hours, in which case there is no minimum. For each
year below 16 reduce Str and Con by 1 (minimum
1). For every five full years over 55, reduce Str, Dex

and Con by 1 (minimum 1).

61-75
tear and each of them ends up at a random
location in the city. Roll random encounter checks
for each character separately. Make at least one
random encounter check for each character even if
they quickly rendezvous.

76-100
years older (50%) or younger (50%) (see above).

Spatial tear: the entire party falls through a spatial .

Temporal quake: each character becomes 10+1d12 .

If the party makes excessive noise the chance of an
encounter on this table increases by +2 in 6.

After any successful encounter check for spectral
inhabitants, increase the chance of a subsequent encounter
by 1in 6 (cumulatively), and add +10% (cumulatively) to the
roll to see what the encounter is.

This represents the fact that the longer the characters stay
in the city, the more attention they attract from the spectral
inhabitants. If the characters leave the city for 24 hours,
then this resets.

01-20  1d6 Spectral Elves (during daytime time this

encounter will be indoors)

21-40  The Iron Dragon: the dragon can be seen flying
overhead, or perching or a nearby building. If the
characters are being excessively noisy, the dragon
may simply swoop down and grab one of them up.

See location 54 for game statistics.

41-60  2d6 Spectral Elves (during daytime time this

encounter will be indoors)

61-80 The Iron Dragon is aware of the characters and

attacks. See location 54 for game statistics.

Elven Wraith with 1d6 Spectral Elves (during
daytime time this encounter will be indoors)
Elven Wraith with 2d6 Spectral Elves (during
daytime time this encounter will be indoors)

Elven Wraith with 10+1d6 Spectral Elves

81-100

101-120

121+

AC 7 [12], HD 4* (18 hp), Att 1 x touch (2d6 cold), THACO 16
[+3], MV flying 180'(60’), SV D12 W13 P14 B15 S16, ML 12,
AL Chaotic, XP 125.

> Undead: silent until attacks.
> Immunity: to effects that affect living creatures.

> Mundane damage immunity: unaffected by non-magical
attacks unless silver.

> Infravision: 90’

> Ethereal: can pass through solid objects.

AC 3 [16], HD 4** (18 hp), Att 1 x touch (1d6 + energy drain),
THACO 16 [+3], MV flying 240’ (80"), SV D10 W11 P12 B13 514,
ML 12, AL Chaotic, XP 175.

> Undead: silent until attacks.
> Immunity: to effects that affect living creatures.

> Mundane damage immunity: unaffected by non-magical
attacks unless silver.

> Infravision: 90’

> Ethereal: can pass through solid objects.
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52. The Orchards

The ruins of a small human slave settlement outside the
gates of the elves’ city.

Exterior: On the banks of the lake there are a number of
ruined wood and stone structures. These appear to be
agricultural buildings. Close by are what appear to have
been a number of orchards (apple, orange, pear) but these
are wildly overgrown and unkempt.

Searching: a search of the structures reveals a few human
bones in sheltered places and several dozen tarnished slave
collars in more exposed places. In a wooden box stuck into
the rafters of a stone building is a threadbare blanket and a
cloth doll of a human girl with button eyes.

53. The Garrison

A white stone fortress. Empty, but for the signs of the
elves’ bearfolk soldiers.

Exterior: from the banks of the lake, a wide low bridge
without a rail slopes up to the intermediary island. On the
smaller island before the city lies an imposing white stone
fortress which guards a huge pair of gates. The gates are
fallen (one either side of the gateway), and the fortress

is partially ruined. Steel ballistae sit rusting atop the
fortress's towers.

Interior: inside the fortress there are kitchens, armouries,
smithies and many barracks. From the carvings, rusting
spears and armour and bones left lying around it appears
to have been staffed by three hundred bearfolk soldiers.
On the far side of the small island a similar wide stone
bridge slopes up to the main island and the city.

Treasure: a thorough search of the garrison taking at least
an hour can uncover 300 sets of elven steel platemail, 300
elven steel spears, and 6000 elven steel crossbow quarrels.

Inside the Shining City

A city of white stone and shining rooftops.

Hundreds of dwellings lie empty and exposed to the
elements. The ghosts of dead elves haunt their detritus
and scattered treasures.

Exterior: The city is built predominantly from white stone.
Many buildings have spires capped in tarnished elven steel
that must have shone in its heyday. There are a few larger
buildings scattered around the city, although their purpose
is unclear. Most buildings are missing their doors and
windows, and a few have partially collapsed. Wide avenues
lead between the buildings flanked by rusting street
lanterns and overgrown ornamental trees.

Inspecting the ruined dwellings: there are approximately six
hundred separate dwellings in the city. Although these vary
with wealth and status, they are all spacious and pleasant by
Known Lands standards. They had glass windows, underfloor
heating, plumbing, indoor bathing and toilet facilities.

The glass windows are broken or gone, and the remnants
of the fine interior furnishings and art have rotted away
leaving weeds, moss, and the fragments and residues
exposed to the elements. The shreds of cloth and broken
wood are accompanied in many of the homes by the bones
of dead elves lying in a more sheltered corner. Every home
also appears to have had several halfling slaves and the
bones of house cats are also ubiquitous.

Searching the ruined dwellings: if the characters want

to thoroughly search the residences, they can do so.

For every 3 hours spent searching they discover one of the
following (1d100):

01-20  water-damaged but legible spell book page
(random Wizard spell of level 1d6)

21-35  tarnished silverware worth 1d6 x 100 silver shillings

36-45 1d3 baubles each holding five years of life (see
location 3A)

46-60 box containing 1d4 jars of herbal poultice (each
heals 6+3d6 damage)

61-80 jewellry worth 1d10 x 100 silver shillings

81-100 a cache of fine wine (2d6 bottles in good condition
worth 200 silver shillings each at auction)

54. Arena

A stone arena where slaves once died for the amusement
of the elves. It remains guarded by the Iron Dragon:

a mocking prison and humiliation for the conquered
dragon empress.

Exterior: The arena is a large low round white stone
structure. Four gates give access to the outer structure.

The outer structure: contains rooms for entertaining,
counters and bars for food and drink, bathrooms and offices.
Further inside, the building opens to wide stands that curve
around an open sandy arena floor. It looks like it could have
seated three thousand people in comfort.

Beneath the arena: are tunnels and a number of cells
and cages. The cells contain the skeletons of several
dozen humans, ogres, and dwarves. There are also a few
bearfolk, goblin and halfling skeletons, and one brutish
looking humanoid with tusks (an orc). The cages contain
the skeletons of bears, wolves and some stranger looking
creatures (a hydra and manticore).

What is going on: the arena is the lair of the Iron Dragon.
The Iron Dragon is in fact a prison for Amina al Ansariyah
- the last empress of the defeated Dragon Empire.
After falling against a Titan in the defence of her capital,
the elves harvested her brain and installed it in this crude
construct body. The construct is essentially a golem that
follows orders, although the Empress can exercise some
control (if that does not conflict with orders) and can speak.
The construct was a cruel amusement of the elves, and
they kept her here in the arena to perform or tear apart
traitorous slaves.



When the cataclysm happened, Amina’s handler ordered
her to “protect the city”. While he was consumed by the
aberrant invaders, she has been bound to continue to
follow her last order. She has succeeded in keeping the city
relatively free of aberrations, although she has suffered
considerable damage over the years which she has no way
to repair. Amina cannot attack the spectral elves that haunt
the city, and they ignore her.

Appearance of the Iron Dragon: the Iron Dragon appears
to be an adult dragon construct. It is made from a tarnished
grey metal and cogs and gears are visible in places beneath
its armoured shell. It has wings and crackles with lightning.
It looks to be a crude (deliberately so) example of elven
craft. The construct appears very old and in poor condition:
its body is covered in dents, tears and rust spots from
centuries of activity.

Parlaying with the Iron Dragon: when the dragon appears
to the characters, it will say (in leldran) “l will protect the city
from you". Amina is hoping that the characters will say that
they mean no harm to the city, and that her orders will allow
her to cease attacking.

If she is able to parlay with the characters she will explain
who she is and her predicament. Amina’s greatest wish

is to die. She cannot “self terminate” however. But she is
aware of a magical purple gem that can override her
orders and take control of her. It was held by the City
Governor, Kythanariel, but she does not know where

his body lies (but is presumably somewhere in the city).
(Amina realises that she may be placing herself at the
mercy of the characters, but even that is better than her
current existence.)

If the characters want a further sweetener, Amina can offer
them detailed instructions on how to find a concealed
dragon horde in the mountains near to Hadramaut, the
old imperial capital to the far west (3500 miles west of

the Shining City). Whether such a horde exists, and any
adventures the characters encounter in the ruins of the
Dragon Empire, fall outside the scope of this book.

The dragon’s treasure: if she is destroyed then her power
core can be harvested (and she may offer this to the
characters). The power core is a warm white crystal rod

(24 inches long) with lightning crackling inside. The core
can allow an arcane caster to store up to eight levels of
spells, which can then be cast from the crystal. This storage
space refreshes 24 hours after a spell is discharged from
the crystal.

AC -2 [21], HD 16+8* (originally 80 hp; currently 23hp), Att 2

x claw (2d6) and 1 x bite (6d6), or 2 x ballistae (2d6), THACO

8 [+11], MV walking 90’ (30") or flying 240’ (80'), SV D2 W3 P4
B3 S6, ML 12, AL Neutral, XP 2300.

> Construct: unaffected by effects that affect living
creatures.

> Immunity: fire and cold.

> Infravision: 120’

55. The Temple

A temple to the Ancients: the elves’ revered forebears.

It contains a console that gives access to the passageways
leading to the Crucible. The temple is currently covered
by swarms of insect celestials attracted by the raw chaos
fluctuations of the Crucible far below.

Exterior: This central plaza is dominated by a large domed
structure of white stone with a tarnished metal roof.

The plaza is ringed by columns of white stone, half of which
have fallen.

The domed building is covered in a shimmering mass of
small silver beetles. There are literally thousands of them all
over the outer surface of the building. The beetles appear
to move in an organised way (like a flock of swallows), and
a strange shimmering pattern in their movement passes
around the building. Beneath the swarming beetles there is
a pair of tall stone double doors.

Opening the temple doors: these could be carefully pulled
open. The beetles are not hostile unless attacked, and they
don't perceive being nudged out of the way as an attack.

What is going on: the beetles are celestials, and the same
creatures encountered at location 8. They are elemental
forces of Law in direct opposition to the Far Realm. They lack
self consciousness or creativity. They hate magic. They are a
mindless hive that yet runs with perfect order. They are the
secret immune system of the ordered universe. The silver
beetles will respond with agitation to the use or attempted
use of magic near them. They are here because they sense
that the source of the chaotic aberrant energy lies below.

AC 5 [14], HD 4** (32 hp), Att 1 x dismantle on the molecular
level (2d6) or 1 x drain spells, THACO 16 [+3], MV 60 (20')
walk or 120’ (40’) fly, SV D10 W11 P12 B13 S14, ML 10, AL
Lawful, XP 175

> Immune to magical effects
> Immune to spells

> Suppress magic: as a free action, prevent any spell being
cast within 30’ 1-4 on a d6

> Drain magic: spellcaster within 30’ saves versus spells or
forgets 1d6 spell level of spells

Interior of the temple: Inside the temple is unlit. It has
rows of stone benches and an altar at the far end. There is

a metal hatch on the floor behind the altar. There are eight
fifteen foot tall statues of very thin elves wearing odd bulky
armour. Three of these statues are arrayed at the end and
look more important. Scattered around the floor are the
bones of around thirty dead elves. They appear to have
been protecting a group of around forty elven children, but
only bones remain. A few smaller chambers lead off from
the main temple, but don’t contain anything of note.

The statues: the three more prominent statues are of two
male and one female elves.
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One: male elf holding a scroll. Has a picture on his shoulder
of a triangle with a star at each corner.

Two: female elf holding a brain. She has a picture on her
shoulder that looks like a spiral with 4 lines radiating from
the centre.

Three: male elf holding a wand. Has a picture on his
shoulder that looks like a square with a diagonal stripe
across it.

These are the Ancients, and the main gods of the elves,
comprising Xinen (knowledge and science), Kaed (memory)
and Thaizar (magic), although they are not labelled as such.

The hatch: behind the altar is a blue metal iris door
mounted on the floor. It is about ten feet in diameter.
It radiates magic. It provides access to the catacombs
beneath the temple. It is controlled by the altar.

The altar: the altar is made of a large chunk of twisted and
partially burnt blue metal around twelve feet long and
eight feet wide. On the far side of the altar there is a glass
window. The window is illuminated from within and has
writing in leldran. If a Read Languages spell or similar is
used it says “Word of Passage”. Underneath the window are
metal buttons with elvish letters and numbers written on
them. (If they are pressed, a corresponding symbol appears
in the window.)

The console: the console and altar are from the Ancients’
ship. The console “Word of Passage”is “Xinen”. That allows
access to two functions. First, the altar displays a
holographic image of stars (a navigational array), and one of
the stars glows red (this world). Second, it can open the iris
door behind the altar. To find the password the characters
can either use the city archives (location 58), ask the Iron
Dragon (54) or see the similar labelled statues at location 59.

Beyond the iris door: is a staircase leading down. This leads
to several dusty vaults containing worm-eaten furniture and
other debris. At the end of these catacombs is a stone room
with a flickering force field (see location 61).

56. House of pleasures

A large mansion where the elves tortured and abused
slaves for their amusement.

Exterior: This is a palatial four storey white building which
still bears faint paint marks in bright colours.

Interior: inside there are numerous rooms and salons.

All four floors contain entertaining spaces and torture
chambers of various dimensions, some of which have
observation windows or galleries. There are stages for
musicians, gaming (casino) and puzzle rooms, dining
rooms, and a theatre within. In various sheltered places lie
the skeletons of dead elves. Searching the whole building
thoroughly will take at least an hour, so make a random
encounter check.

Areas of particular note:

Kitcher_js 7

Ground floor salon: the room is dominated by a huge
trombone type device that functions like a brazen bull.
It appears that the victim was locked inside a chamber
(strangely shaped to amplify sound), and then a fire was
lit underneath to roast the victim to death. The item is
presently clean and ready for use.

Ground floor kitchens: these are partly burned, and the
fire seems to be focused around a large oven. The far wall is
burned black, but the fire appears to have burnt itself out
against the stone walls. There are about a dozen halfling
skeletons wearing slave collars here.



First floor salon: there are several glassteel boxes of
different sizes on pedestals with secured metal lids with
air holes. They are choked with rot and dark staining.
Opening them reveals that they contain the mouldering
bones of contorted victims (humans, halflings, dwarves,
goblins) squeezed into agonising spaces for the elves’
amusement.

First floor theatre: on stage are three iron maidens pierced
by long elven steel needles from different angles. Inside are
the bones of two humans and a dwarf that clatter out when
they are opened. The bones of several dead elves lie around
nearby. In a cupboard there are 6 minor healing potions
(cure 1d4) for use on victims.

Backstage to the theatre there are a number of costumes
in different sizes and rusting steel short swords and shields.
(Prisoners were forced to act out battles to the death.)

""Bedroom

Second floor bedroom: outside this room are six golden
belts lying on the floor under several pegs. Inside the large
room is filled completely with a large circular bed covered in
a tattered sheet. There are several skeletons in the room also
wearing belts (ten in total). The golden belts are magical
and while worn they reverse the sex of the wearer (fully, so a
male becomes obviously a female and visa versa).
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Crystal Chamber

Third floor chamber: this room is locked. In the centre

of the nicely decorated room is a pedestal on which sits a
large clear crystal with gold flecks. The skeleton of an elf
lies on the floor (in her pocket is the key to the room).

The crystal: is a magic item. On contact the user finds
themselves in a virtual reality of whatever they desire.

For example, they can imagine themselves in a meadow
having a picnic, drinking fine wine, ruling over a kingdom
etc. They can experience any fantasy or pleasure and it feels
entirely real. The crystal is however tainted and after using it
a few times unwanted darker and violent elements appear
in the simulated reality. These darker elements become
more intrusive and disturbing over time. If the user does
not reject these elements or cease using the crystal their
alignment will start to move towards Chaotic.

Third floor bedroom: this room contains the bones of

an ogre and a human on the tattered remains of a bed.

The skeletons of several elven voyeurs lie scattered on the
floor. In the pocket of one of the dead elves is a purple gem
(This was the city governor, and the gem is the gem of control
for the Iron Dragon. See location 54).

Basement: beneath the building are several passageways
and around fifty cells. The cells are mostly human size

or smaller, but a few are larger. There are twenty four
skeletons in chains (15 humans, 4 dwarves, 3 halflings,

1 goblin, 1 ogre).

57. The Docks

A covered tunnel leads down to the docks from the
city proper. A few ruined warehouses still hold
valuable materials.

Exterior: the docks comprises seven stone jetties that
extend out into the lake sufficient to dock a dozen or so
ships of cog size. There are the remains of about ten stone
warehouses next to the jetties. These are mostly collapsed
into rubble, but the largest warehouse is still reasonably
intact, although its wooden roof has collapsed. There are
also other ruined structures that appear to have been
smithies and smelting facilities.

A wide gloomy tunnel slopes up from the docks up into
the city. A large portcullis over the tunnel is fused in an
open position. Either side is a wall and gatehouse. Atop the
gatehouse are the rusting remains of ballistae. At the
southern end of the gatehouse is a tower. The tower has
openings and platforms at the top.

The largest warehouse: inside the largest warehouse are
the splintered and rotted remnants of crates and barrels.
Some of their contents remain, although these are hard
to access or remove due to the fallen roof timbers around
them. Much of what remains is useless e.g. barrels full of
fused fishbones, great heaps of corroded iron and steel
ingots, and wet rotted lumber. But the following can

be found:

- astack of ingots of tarnished elven steel (one thousand
25-pound ingots). These have a value of 25,000 silver
shillings, but they weigh 25,000 Ibs (12.5 tons), and buyers
with deep enough pockets would need to be found.

« there is 20,000 pounds of gold ore. Once refined, this
would provide approximately 600 silver shillings worth of
precious metals.

- rare earth elements: these can be used to replace any
material spell component with a listed price. There are
9000 silver shillings equivalent worth of elements,
although if simply sold they would only fetch a tenth of
that. They weigh 80 pounds.

Removing any of the heavier items is difficult time
consuming work taking many hours if not days. If not
careful the fallen roof timbers could collapse (save versus
paralysis or 3d6 damage). If the characters do set about
removing this material, don't forget to make random
encounter checks.

The gatehouse: contains armouries, kitchens and barracks
for around two hundred bearfolk soldiers. Bearfolk bones
and rusting spear-points still lie in some of the more
sheltered areas.

The tower: this was a docking tower for airships. At the top
are calcified ropes and rusting hooks for securing ships.

A staircase spirals down inside the tower with a tarnished
pulley and broken chain etc for a cargo platform in the
centre of the tower.



58. The archives

The library of the elves. It is still lit and protected by mimic
guardians who appear as elves. They will allow access if
the characters jump through enough hoops to obtain a
library card.

Exterior: this is a large white stone building studded

with long thin stained glass windows that are intact.
Polished wooden doors lead inside. A wide marble staircase
leads up to the doors. (The doors are unlocked.)

At night: the windows are lit from within.

Interior: The building contains an extensive library on two
floors with large skylights. When the characters arrive they
may be shocked to find a clean and well-looked after library.
Occupying the library are six elves. Some are reading, some
are wheeling around a book trolley and some are manning a
reception desk. They look unsurprised to see the characters
and the one behind the desk smiles and says (in elvish) “how
can | help you?".

The library itself comprises individual scrolls sealed into
scroll tubes (mostly elven steel, but some bone or other
materials). The tubes are shelved and have a number
marked at the end. There is a card index in a set of small
drawers which has a card for each subject and that card lists
the numbers of the relevant scrolls.

Anti-magic field: the entire building is protected by an
Anti-magic Shell. Inside the Shell, spells and spell-like effects
cease to function, magic items become mundane, and
magical creatures (e.g. constructs) cannot function.

The librarians: the elves are in fact mimics. They are
immortal bio-engineered protoplasmic creatures that

can change their shape at will. These particular mimics
can perfectly imitate a medium sized object or creature.
They were created as servitors of the elves and have
continued to perform that function over the centuries and
to protect the archives.

What about the ghosts? The elven wraiths and specters
can and do enter the archives, although they ignore the
mimics, so roll Spectral encounters as normal. But due to the
Anti-magic Shell don’t bother to roll for weird phenomena
while the characters are in the library. If the undead attack
the characters, the mimics won't intervene and will simply
ask them all to be quiet.

Talking to the librarians: the librarians are happy for the
characters to consult the archives, but they will need a
library card. To be issued a library card the characters will
need to show citizen papers with their citizen identification
number. If the characters ask where to get one, they are
directed to the government building (location 59). If the
character successfully return with citizen papers the mimic
librarians will be delighted to issue a library card for a “five
bar fee” (they won't have mentioned this earlier). Bar was
the paper currency used by the elves. Some can be found in
the vault back at the government building (59).

If the characters decide they have had enough of this
or attack, the mimics shift into their combat forms.

These comprise massive fanged mouths on legs
(a bit like a Xorn).

Searching the archives: The archives are extensive and
quite a lot of interesting stuff can be found here with
perseverance, including:

« the names of the elven gods (the Ancients) takes 1 hour
(relevant to the password at location 55)

+ alabelled map of the city takes 1 hour

- an alternative rift gate dialling code (see location 31.
This can include the dialling code for the homeworld of
the oozes at location 43). A code can be discovered with
1d10 hours of searching.

- spells: finding a copy of any specific spell of any level
takes 1d6 hours. Treat as a scroll that can be copied into a
spellbook or cast. Only one copy of each can be found.

- specific information about the Far Realm or aberrations
takes 1d10 hours (there is a lot of it). For example, looking
for any mention of Othiet (location 12A).

- information about a specific elven facility (e.g. The Beacon)
takes 1d8 hours.

- information on the celestials takes 1d6 hours
- information on the fiends takes 1d6 hours

+ the musical score for “The Melancholy Death of the
Temple Dancer” (which opens the music box at location 11)
takes 1d6 hours

The Archive does not contain the passphrase for the force
wall (location 61).

AC 7 [12], HD 9 (40 hp), Att 1 x bite (6d4) or 1 x pseudopod
(3d4), THACO 12 [+7], MV 90’ (30’), SV D8 W9 P10 B10 S12,
ML 10, AL Neutral, XP 1600.

> Infravision: 60’

> Shapechange: can change into any medium inanimate
object or creature totally convincingly

> Adhesive: at will can stick to any creature that touches it.

59. Government buildings

A large civic complex for the city. It is infested by alien
parasites. Below is a magically protected vault.

Exterior: this is a large complex of white stone buildings,
several of which look very grand. The buildings

are defended by walls and several strong towers.

Rusting ballistae occupy the roof.

Interior: the buildings are mostly intact but most of the
windows and doors have rotted away, and much of the
internal furniture and fittings are decayed. There are
multi-tiered great halls that look like they may have been
theatres or lecture halls. There are also what look like offices,
classrooms, exam halls, kitchens, barracks and armouries,
and a grand debating chamber. There is an overgrown
ornamental garden at the rear.
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What is going on: this complex was the administrative
centre of elven society. It functioned as their parliament,
magic school and law courts. The complex had a garrison of
five hundred bearfolk soldiers.

Searching the complex: it is a large complex and will take
several hours to search unless the characters split up.

The complex is however infested with aberrations, the Vermiis.
The Vermiis are small worm entities that look like clusters of
tangled weeds, and which have a yellow skin which turns
luminescent at will. They are eyeless but can detect living
minds at a distance. They will stalk the characters and attack.
Characters may be attracted by the luminescent glow of a
Vermiis on the ground only to be attacked by one from above.

Complex features of note:

Grand hall: there are three large statues of elves. These look
the same as those at The Temple (location 55), but they have
their names carved into the statue bases (useful if looking
for a clue to the password)

Searching the offices: a search through the offices may
find some intact citizen papers that can be used to obtain a
library card at the Archives (location 58).

Searching the ornamental garden: It is overrun with
weeds and high grasses. There is a clogged fountain
of white marble depicting a strange arrow-like shape
pointing upwards.

Finding the basement: there is a locked metal door on
the ground floor behind some stairs. Beyond it a staircase
descends into some basement passageways and storage
rooms. At the far end of these behind another door is

the vault.

The vault: the vault was used as a storage facility and bank
vault. It lies at the end of a thirty foot long and ten foot wide
corridor. It ends in a huge round ten foot diameter door of
elven steel. The door is sealed and has magical protections.

Approaching the vault door: anyone walking down the
corridor is subject to a magical shrinking effect. The further
they walk down the corridor the more the vault door
appears to them to grow in size. By the time they get next to
it, they have been reduced to six inches in size. Walking back
up the corridor reverses the magical effect.

The magical defence can be suppressed by a Dispel

Magic spell (consider it cast at 14th level), or a Potion

of Growth used at the far end will break the shrinking
effect completely on that creature. Other options include
Passwall (to bypass the corridor), Dimension Door, Teleport
etc. Thorn (location 48) also knows the passphrase to get
through because he visited the vault with his master.

Getting through the vault door: the vault door is Wizard
Locked (cast at 14th level). It has 100 HP, AC 1 [18], saves

as a 12 HD creature, and ignores the first 5 damage. It is
impossible to damage the door whilst shrunk. The shrinking
effect reverses once the threshold is crossed into the

room beyond.

Inside the vault: on the other side the vault is lit by
Continual Light. It contains hundreds of lockers. Lying in the
middle of the room are the skeletons of several dead elves
draped in rags. It looks like they sought shelter here during
the cataclysm and perished. (This would be a good place for
an attack by spectral elves.)

Searching the lockers: many of the lockers are filled with
paper money (“bar” was the name of the paper currency).
Some contain important documents such as land deeds or
exam certificates. One of the lockers contains a beautiful
musical instrument - a clavichord (a medieval stringed
keyboard instrument).

The clavichord: this item is magical and it is the Clave that
can free Othiet (location 12A). Playing the correct sequence
of notes will release the creature from its imprisonment.

AC 6 [13], HD 2+2* (11 hp), Att 1 x tentacle (1d4, plus
paralysis) or infest, THACO 17 [+2], MV 30’ (10’) or leap 20/,
SV D12 W13 P14 B15 S16, ML 9, AL Chaotic, XP 35.

> Immunity: to poison
> Senses: sense minds 1000’

> Paralysis touch: save versus paralysis or paralysed
for 1 turn.

> Infest: takes 1 minute to infest a paralysed or
helpless target. Needs a Cure Disease to be removed.
While infested they are controlled by the Vermiis, who
can puppet the still-conscious victim to use their powers
and spells.

> Aggressive: always attacks when in worm form



60. Celebrand’s island (mini dungeon)

Anisland which holds the fortress home of the elven
leader, Celebrand. Once they enter the characters will be
trapped and hunted. Only by searching the compound for
Celebrand’s secrets can they hope to survive.

Exterior: the island, which lies 1500 feet from the shore, is
covered in grass and scrub, and has a gravel beach on the
northwest side and high cliffs on the eastern side. There are
the ruins of 14 buildings near the beach, and the island
slopes up to a white stone fortress on the high ground
overlooking the lake.

What is going on: This island was the private retreat of the
elven ruler, Celebrand. It is still inhabited and at night time
lights will be visible from inside the fortress.

Exploring the ruined buildings: the 14 buildings appear
to have been mostly small residences, although there is a
larger structure that may have been a boat shed. The roofs
and internal structures have gone, and only the outer walls
partially remain covered in moss and ivy.

Searching the ruined buildings: a thorough search (2
hours: remember random encounters) through the ruins
may reveal some rusted away gardening implements, a
carved wooden doll in the shape of a human girl, a comb
made from fishbone, some shards of pottery, and around 30
tarnished elven steel slave collars.

The fortress of Celebrand

Exterior: The fortress of white stone is entered by a
causeway, and the entryway leads through two portcullises
of elven steel, both of which are raised.

n.b . The fortress radiates magic if anyone checks.

Entering the ruined fortress: Once the party has entered
the castle, they will trip a magical defence placed on the
fortress by Celebrand. This defence will have no obvious
effects at first, but any attempt to leave the castle in any
direction and by any means will fail. The character will
simply reappear ten feet back inside the boundaries of
the fortress. This magical effect is not susceptible to Dispel
Magic or Anti-magic Shell (having been reinforced with a
Wish spell).

The magical defence was intended to entrap any interlopers
and hold them until Celebrand could arrive to deal with
them. As well as doing this, the magic also summons an
Invisible Stalker which will stalk and attempt to kill any
intruders. The Stalker may not attack immediately, but will
attack at the most advantageous moment. If destroyed, the
magic spawns another Invisible Stalker after five minutes
and will keep replacing them as they die.

The golem, Idril: the fortress home of Celebrand remains
inhabited by his servitor golem, Idril. Idril can sense the
presence of interlopers in the vicinity of the castle, and will
go to greet them in the courtyard (or wherever they have
entered, if they have scaled a wall for example).

Idril the golem is a faithful if unimaginative servitor of
Celebrand. She appears to be a lithe and beautifully designed
golem made of a hard silvery metal. Her appearance is that of
a slim young elven woman. Her facial features do not move,
but she can speak with a pleasant voice. She has guarded the
fortress and tried to keep it in repair for centuries, and still
awaits the return of her master.

She will greet the characters warmly and offer them food
and drink, and will generally attempt to be a charming
hostess. Unfortunately the food and drink is all dried and
calcified residue. She does not know any details of how the
magical defences work, any of Celebrand'’s secrets, or how
the characters can escape. She simply says “You must await
the master’s return”, although concedes that he “has been
away a considerable time.”. She will not attack the invisible
stalker, and will simply say “oh dear, that is one of the
master’s defences.”. She will be entirely harmless unless she
is attacked, whereupon she will defend herself until anyone
who has attacked her is dead or incapacitated.

Escaping the fortress: the magical defence is powered
by a magitek heart in area 21 (Celebrand’s bedroom).
Further details are given below, but in order to leave the
characters must search the fortress to discover six secrets
about Celebrand. Only when armed with these secrets can
the magical spell of the heart be unwoven allowing the
characters to leave.

AC 3 [16], HD 8* (36 hp), Att 1 x blow (4d4), THACO 12 [+7],
MV 120’ (40"), SV D8 W9 P10 B10 S12, ML 12,
AL Neutral, XP 1200.

> Invisible: even when attacking.

> Tracking: knows distance and direction of any interlopers
at all times.

> Surprise: 1-5 on d6 unless target can detect invisibility.

> Aggressive: always attacks

AC 2 [17], HD 18 (81 hp), Att 3 x unarmed attacks (1d12) or 1
x open palm strike, THACO 7 [+12], MV 120’ (40’), SV D8 W9
P10 B10 S12, ML 12, AL Neutral, XP 2000.

> Open palm strike: 4d8, and the target is knocked back
20 ft (taking an additional 2d6 damage if they hit a hard
surface before 20 ft).

> Catch missiles (2 x day): Idril catches a missile targeted at
her as a free action.

> Wall walking: Idril can walk on walls and ceilings.

> Reposition: in melee Idril can backflip or run up a wall
up to 40"

> Immunity: immune to effects that affect living creatures
(e.g. poison).

> Immunity: immune to mind-affecting or mind-reading
spells (e.g. charm, hold, sleep).

> Immunity: to fire and cold
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Fortress locations

(1) The Courtyard

This courtyard is encircled by stout walls, and to the south
stairs lead up. There is a line of moss and weeds growing
in what appears to be a seam running from north to south
across the courtyard. There are the remains of archery
targets along the north wall.

The hangar doors: although it is not obvious, the floor of

the courtyard opens like a sliding door allowing the airship
in the hangar at area 28 to take off, but it hasn't been used

for eight centuries.

(2) Hallway

A stout wooden door bound in verdigris-stained bronze
bands fills this doorway to this room. The door is not locked,
but can be barred from within. There are torch brackets

on the walls but no torches. Several buckets lie around.
Stone stairs lead up, and there is a stout wooden hatch in
the floor.

The hatch: leads to a set of stone stairs that descend
down to the hangar (passing on the way an alcove with a
freshwater well).

(3) Armoury

This room has a stout locked wooden door bound in
verdigris-stained bronze bands (the key is in area 10).
Beyond the door is an armoury. Held on rickety shelves and
racks are various arms and armour all made of elven steel:
700 crossbow bolts, 16 crossbows (50% chance of being
operable), 14 polearms, 16 swords, 48 spears, 12 sets of
(bearfolk-sized) plate armour, and 15 shields.

(4) Portcullis controls

A stout wooden door bound in verdigris-stained bronze
bands fills this doorway to this room. The door is not locked,
but can be barred from within. The room contains two large
elven steel levers in the wall.

The levers: control the portcullises. If a portcullis was
dropped onto someone it would inflict 4d6 damage and
potentially pin them (Open Doors to lift).

(5) Guard room

A stout wooden door bound in verdigris-stained bronze
bands fills this doorway to this room. The door is not locked,
but can be barred from within.

This room contains a (much-repaired) table and 4 large
chairs. There are also the bones of 4 bearfolk clad in the
remains of elven steel plate armour which is plated with
tarnished silver (1600 silver shillings per set). They wear
elven steel collars, and are armed with elven steel spears
and non-functioning crossbows with 80 bolts.

(6) Storage

This room has a normal and slightly warped wooden

door. Inside is a strange musty smell. There are shelves
holding wrapped parcels and boxes. All contain completely
desiccated or fossilized foodstuffs. There are also several
barrels and casks, but all are empty. The shelves show signs
of repeated repair.

(7) Kitchen

A stout wooden door bound in verdigris-stained bronze
bands fills this doorway to this room. The door is not locked,
but can be barred from within. This room holds a large
double oven and fireplace, worktops and cooking pots

and cooking utensils. A metal bar hangs from the ceiling

on which are hung various pots. Lying on the floor are the
bones of three halflings wearing slave collars.

The kitchen looks tidy but unused. There is no sign of
food here. On the floor is a stout wooden hatch leading to
the cellars.

(8) Upper hallway

This is a drafty wood panelled hallway. Stairs lead down

to the courtyard. On the east wall hangs an oil painting
(250 silver shillings) depicting a ball of fire descending upon
a green and blue sphere. There is a cabinet against the
south wall (stuffed with candles and torches).

(9) Guard sleeping area

This room contains 6 large (much repaired) bunk beds,
footlockers, several lanterns, side tables and some chairs.
There are the bones of two bearfolk (with slave collars)
tucked up in two of the beds. There is an alcove in the
northwest corner that used to have a curtain draped across
and contains a commode seat (a privy).

The lockers: contain various moth-eaten clothes and
blankets. Some of these appear to be in a clan tartan

(Clan MacBain). They also contain a crudely carved wooden
chess set, a wood carving of a bearfolk female child (age 8),
a hunting horn, a multicoloured glass bead necklace, and a
silver brooch (worth 30 silver shillings).

The scroll case: One of the footlockers contains a bone
scroll case. Inside is a sheaf of parchments. The parchments
are written in an archaic form of Common. They appear to
be notes from the Captain of the Guard. Mostly they are
training rosters and discipline reports. But there is one note
of interest (perhaps intended for a senior officer):

“[date] Escorted Master to Beacon by airship. Me plus 5 laddies.
Spent night. Place gave us creeps. Weird lights. Master ordered
Beacon steeked doon (shut down) immediately until further
notice. | dinnae why. Told to crock (kill) five gobo teks. Poor wee
buggers. Two deid Masters taken aboard airship. Giric Dunghail”

This is a secret and required to unlock the heart in area 21.
The secret is that Celebrand successfully received a message
from the Ancients using the Beacon, but kept this to himself
and killed all witnesses.
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(10) Guard living area

This room contains two small tables, 12 large chairs, and
some shelves. Lying on the floor are the bones of 4 bearfolk
wearing slave collars. A stone staircase leads down to area 2.
One of the bodies is holding a set of keys (for area 3)

There are a few pottery bowls, a lantern, a jug, and a bowl
filled with 62 black beads and some bone dice. There are
torch brackets on the wall but no torches.

(11) Arming room

This room contains weapons and armour. There are places
for 12 sets of armour, but only 6 sets of silver-plated
bearfolk-sized plate armour are present (1600 silver shillings
per set). Five sets are hung on posts set into the wall, but
one set has fallen to the floor. There are also 6 crossbows,
120 bolts, and 6 spears (all elven steel). A stone spiral
staircase leads up (to area 16).

(12) Lounge

This is a large wood-panelled room furnished with low
tables and stuffed armchairs and padded divan couches.
The floor is spread with a beautiful blue and gold rug with
an abstract design There are small tables, and two display
cabinets, two oil paintings, and an unlit fireplace. It is warm
in spite of the fire not being lit (magical warmth).

The rug: 15x30 ft, weighs 400lbs, 600 silver shillings.

The cabinets: contain an array of small but beautiful
objects made of porcelain, glass or silver (12 items, total
value 6000 silver shillings). There are also a set of crystal
glasses and a (empty) decanter (worth 250 silver shillings
as a set).

Two oil paintings: one depicts slim figures kneeling before
a column of blue light (250 silver shillings). The other
depicts a burning city of onion-shaped domes defended

by dragons, but being successfully attacked by airships and
Titans (1000 silver shillings).

(13) Guest bedroom

This wood-panelled room contains a double bed, bedside
table, wardrobe, washstand and (behind a curtain)
commode cabinet toilet. This room is kept magically warm.

The wardrobe: contains a variety of moth-eaten silk and
satin dresses suitable for a young woman.

The bedside table: has a lamp and candle tray.
The washstand: has a large porcelain bowl, jug and a towel.

The commode toilet: hidden behind the commode is a
piece of parchment. Written on it in charcoal in elvish is

the following: “He was very reassuring and told me that my
memory would return soon. He said he understood that | was
keen to know exactly what had happened to me, but | needed
to be patient. He seems so kind and strong. | am sure things will
be okay. I just wish | remembered who | was. He is apparently
very important and this castle is his. He was completely
charming at dinner and told me that out of all of the leldran he
is special. He has been chosen by the ancients for some great
task. He didn't tell me the details, but it was thrilling to be taken
into his confidence.”

This was written by one of the clones of Celebrand’s sister
whom he created and later murdered. It contains one of

the six secrets needed to unravel the magical spell holding
the characters here. Rather than making a roll, have the
characters actually describe where and what they are
searching. If they look behind or pull out the commode they
will find the parchment.

(14) Dining room

This wood-panelled room is occupied by a long dark wood
dining table surrounded by 12 high-backed chairs. A chandelier
hangs above the table. To the sides of the room are cabinets.
Four oil paintings hang on the walls. A stone staircase leads
up (to area 15). This room is kept magically warm.

The table and chairs: worth 220 silver shillings.
The chandelier: is worth 125 silver shillings.

The 4 oil paintings: (1) a finely dressed middle-aged male
and female elf with two elven children (Celebrand’s parents.
The girl looks like a child version of Idril the golem, and the
boy looks like a young Celebrand) (150 silver shillings), (2) A
somewhat stylised depiction of the Shining City in its glory
(500 silver shillings), (3) An impressionistic riverside scene
with an elven maiden bathing while an elven woodsman
looks on (500 silver shillings), and (4) A battle scene
between an army of humans, dwarves, ogres and giants
versus brutish green skinned creatures with spiked armour.
Slim figures watch the battle from a silhouetted airship
(1000 silver shillings).

The cabinets: contain fine porcelain plates and bowls with
a leaf design (192 items, total value 200 silver shillings) and
a set of silver cutlery with a star design (120 items, total
value 1200 silver shillings).

(15) Meeting room

This wood-panelled room is occupied by a long dark

wood dining table surrounded by 12 high-backed chairs.

A chandelier hangs above the table, and a fireplace occupies
a corner. A full height wooden cabinet stands against the
wall. There is a stout bolted hatch in the ceiling.

The table and chairs: worth 220 silver shillings.
The chandelier: is worth 125 silver shillings.

The ceiling hatch: 14 ft above floor level, but no means
to reach it. It is Wizard Locked. It leads out onto the roof of
the fortress.

The full length cabinet: contains fine crystal bottles
and glasses (full set: 200 silver shillings) but these
are empty. Lower down the cabinet contains several
piles of parchments and nine elven steel scroll tubes.
The parchments turn to dust if disturbed.



The scroll tubes: contain communications addressed to
Celebrand from officials. There are several papers per tube,
and the writing is small and in elvish. They all appear to

be about plans for an event described as “the ascension”,

It appears that the ascension involved using something
called the Crucible to bring about the ascension of all of
the elves.

Studying the scrolls properly: if the characters take the
time to study these documents (at least one man hour
required), then they will see that there are some strange
discrepancies. The papers show Celebrand continuously
deferring certain decisions to prepare for the city’s ritual
of ascension, and asking for further work to be done.
Simultaneously he appears to be pressing the arcane
priesthood to make “the Crucible” ready immediately.
Celebrand also appears to have requested a personal
inspection of the Crucible without any other elves including
priests being present. This inspection was to be kept
completely confidential.

This is evidence of one of the secrets needed to unlock the
heart: that Celebrand was intending to ascend himself and
without the other elves.

(16) Guard tower

This room contains the bones of a bearfolk still clad in
silver-plated plate armour (1600 silver shillings) and a slave
collar. Also present is a heavy crossbow, 20 bolts, a hunting
horn, a stool and a small spyglass (1000 silver shillings).

There is a stout bolted hatch in the ceiling. It is warm in spite
of the fire not being lit (magical warmth).

The bones: this is the fifth of the six bearfolk who were on
duty. The sixth was carried off by something hideous during
the cataclysm.

The ceiling hatch: 14 ft above floor level, but no means to
reach it. It is Wizard Locked. It leads out onto the roof of
the fortress.

Celebrand’s Suite

(17) Courtyard

This open courtyard stands before the southern wing of the
fortress. It is reached by a bridge over a chasm that drops
thirty feet onto rocks sticking up out of the lake.

Inspecting the bridge: the bridge is actually removable
and there are four large elven steel pins secured at each
corner (Open Doors check to remove). If these were
removed, the bridge could be pulled (40 combined Strength
required) to one side or tossed into the chasm.

(18) Private shrine

This room has a stout wooden door bound in
verdigris-stained bronze bands and is locked.

Opening the door: it is Wizard Locked. The keys at area 10
do not open this door.

Inside: the room contains an altar at the far end. There are
also five narrow multicoloured stained glass windows.
A kneeling cushion rests in front of the altar.

The altar: on the altar are a variety of objects: many
statuettes of male or female elves, including a gold statuette
of a male elf in robes (1000 silver shillings value); bowls of
dried incense or incense sticks, candles, and wooden or
silver objects with engraved designs representing elves.

Inspecting the entrance door: hidden in this room is one
of the six secrets. Bored into the top of the entrance door

is a vertical hole. Slipped into the hole is a narrow scroll
tube of elven steel. The tube contains parchment written in
elvish. The papers appear to transcribe a message in what
looks like an archaic form of elvish into leldran. The message
reads “Welcome kindred. Find us at AMBER FIRE, HESITANT
PENUMBRA, EXPECTED HALO!

This is the message, ostensibly from the Ancients, that
Celebrand received at the Beacon. It provides a gate address
that can be fed into the rift gate at location 31.

Using the gate address: if the characters use the address it
opens to a destination, albeit 800 years after the invitation
was sent. The full details of what awaits the characters falls
outside the scope of the book.

But I suggest that the gate opens to a large dark room with
metal walls, floor and ceiling. Leading away are several
narrow passageways. This is in fact a large spacecraft or
starbase of the ancient elves and progenitors of the Shining
Ones. It is adrift in space and has been overrun, perhaps for
centuries, by a powerful enemy of the ancient elves:

for example, squid-headed psionic brain eaters.

(19) Office

This room has a stout wooden door bound in verdigris-stained
bronze bands and locked.

Inside is a wood panelled room containing a large wooden
desk and high backed chair, a tall cabinet, a beautiful (lit)
stained glass chandelier, and a large blue and green rug
with an abstract design. Stone stairs lead up (to area 20).

The chandelier: lit by a Continual Light spell and worth 500
silver shillings.

The rug: 20ft x 20 ft, weighs 350 lbs, worth 500 silver
shillings.

The desk drawers: contain dried up ink pots, quills, pencils,
and sheets of blank parchment that crumble when touched.
The desk drawer also contains the zombie control sceptre
related to location 32.

The cabinet: contains two dozen scroll tubes made of
various materials heaped up on shelves. About half of

the tubes have papers that turn to dust when disturbed.
But there are about ten scrolls that are intact. These cover a
variety of subjects and they are written in elvish.
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Reading the scrolls: Each scroll takes ten minutes to read.
When a character finishes reading a scroll, they can ask

one question about the Shining Ones. Whether the scroll
provides an answer is at the GM’s discretion. None of the

ten scrolls provides any information or assistance about the
characters’ current predicament, spells, or information about
the six secrets needed to unlock the heart in area 21.

(20) Study

This wood-panelled room is furnished with a number of
comfortable stuffed chairs, low tables, a small cabinet and
a fireplace. The floor is made of beautiful polished tiles

of different shades of hardwood. An artist’s easel stands
in one corner. A stone spiral staircase in the centre leads
up (to area 22). It is warm in spite of the fire not being lit
(magical warmth).

The cabinet: contains several board games. There is a chess
board made of inlaid onyx with colourful pieces depicting
elves carved from ammolite (800 silver shillings), another
board inlaid with circles of coloured porcelain and using lots
of small coloured glass pebbles (50 silver shillings), and a

jar containing lots of white polished bone tiles marked with
various dots (25 silver shillings).

(21) Bedroom

This wood-panelled room contains a large bed with
moth-eaten silk sheets, a small fireplace, a wooden wardrobe,
a full length mirror, and several wooden coffers stowed under
the bed. An odd thumping sound can be heard coming from
under the bed.

The wardrobe: contains a variety of fine clothes for a tall
male, but they are nearly all moth-eaten and ruined.

The coffers: contain blankets and more clothes, and these
too are in a poor state.

The thumping coffer: inside one of the coffersis a
beautiful mechanical heart.

The mechanical heart: made of a variety of metals
including silver, gold and platinum. With the magical
defences active, its internal cogs whirr, and the heart beats.

Studying the heart: a spell-casting character who studies
the heart for ten minutes can tell that the heart is the

power source and origin of the magical defences that are
protecting the castle. The heart is immune to all attacks,

and cannot be removed from the castle by any means.
Further study of the magical spells woven through the heart
reveal that the enchantment is a unusual form of magic, and
it has been sealed with six secrets. Only by knowing the six
secrets can a magician access the weave of magic powering
the defenses and unravel them.

The six secrets: these can be uncovered by searching the
fortress. The secrets are:

(1)  That Celebrand considers himself the “chosen one”
and somehow better than the other elves (see the
guest bedroom - area 13)

(2)  That Celebrand received a message from the Ancients
via the Beacon and told no one (see the guards’
room - area 9)

(3) That Celebrand has a rift gate code given to him by the
Ancients (see the private shrine — area 18)

(4) That Celebrand intends to perform the ritual of
ascension alone (see meeting room - area 15)

(5) That Celebrand harbours an unnatural love for his
deceased sister, |dril (see bathroom - area 22)

(6) That Celebrand has been growing clones of his deceased
sister and murdering them (see the cellars — area 26)

Once all these secrets are known, a spellcaster can reach
inside the heart and unravel the threads of magic holding
the defences in place. This will allow the characters to leave
and dismiss the Invisible Stalker.

In addition, the mechanical heart will become available for
use. If accepted, the heart sinks into the chest of the new
owner. It grants an immediate +2 Constitution bonus, and
once ever will restore its owner to life if they die. Once the
heart has restored its owner to life, it cannot be removed
without its owner dying.

(22) Bathroom

This room has a white tiled floor and walls. It contains a
large four-footed bathtub, a water cabinet and mirror,

a fireplace with a large rusting cauldron, a basket full of
towels, and a commode toilet. There is a stout bolted hatch
in the ceiling.

The ceiling hatch: 14 ft above floor level, but no means to
reach it. It is Wizard Locked. It leads out onto the roof of the
fortress.

The water cabinet: contains rusted shaving razors,
dessicated soap, and bottles of evaporated cologne.

Searching the walls: hidden behind a hollow wall tile is a
cubby hole. It contains a velvet drawstring sack.

The velvet bag: Inside is a pair of silky women'’s
undergarments wrapped around a platinum locket.

The locket contains a small painted picture of a beautiful
eleven female in her 20s. It is inscribed “to my dearest
brother, Celebrand”.

This is one of the six secrets, and should be enough for the
characters to draw the necessary conclusion.
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Cellars

(23) Cellar (unlit)

This cold room is carved out of the rock of the island. It has a
number of torch brackets with unlit torches.

(24) Wine cellar (unlit)

This cold, dank room was the wine cellar. Lake water has
infiltrated through the rock over the centuries and the room
is three feet deep in cold water. The wine racks have rotted
and collapsed, and the floor is covered in broken glass.

Above the door: near the door to this room a patch of green
slime hangs on the ceiling. Anyone entering without checking
the ceiling will be surprised and struck automatically.

AC no hit roll required, HD 2* (9 hp), Att 1 x touch (consume
flesh), THACO 18 [+1], MV 3’ (1), SV D12 W13 P14 B15 S16, ML
12, AL Neutral, XP 25.

> Surprise: drops on surprised characters

> Acid: sticks on hit and exudes acid. Acid destroys wood or
metal (including armour) in 6 rounds.

> Consume flesh: after being in contact with flesh for
6 rounds, victim is transformed into slime in a further
1d4 rounds.

> Removing: can be removed by fire, but damage split
50/50 with slime and victim.

> Immunity: unaffected by attacks except cold and fire.

(25) Cloning lab (unlit)

This large stone room contains a workbench covered in
alchemical equipment (in a poor state of repair), and several
shiny metal devices and a small wooden box. At the far end
of the room is a large elven steel “pod” about eight feet
long and three feet wide. At the back corner of the roomis a
metal bin with a swing lid.

The small wooden box: holds a glass bead with Continual
Light cast on it, which will illuminate the room if taken out.

The shiny metal devices: these are of no obvious purpose
(they are a blood pressure sensor, a heart rate sensor, and a
magnifying device for examining eyes).

The steel pod: the pod top opens on a hinge, and has a
strange chemical smell from inside. Judging by the straps and
headrest inside it looks like it was intended to hold a person.

The pod is part of Celebrand’s magical process for growing
a clone of his sister, Idril. He also used the pod to dissolve
the flesh of murdered clones before disposing of the bones
in the bin.

The bin: drops the bones through a narrow chute to a
rough earthen passageway below (area 26).

(26) Buried bones (unlit)

This rough passage runs through hard-packed soil rather
than rock. Apart from a few pebbles and some luminescent
centipedes, this passageway is empty.

Bin chute: in the roof part-way along is a small hole. It is the
bin chute that leads from area 25.

Searching the floor: if anyone excavates the floor of the
tunnel, after 3 feet of digging they will discover bones.

The bones: appear to be those of a slim elven female.

In fact there are more than one set. If the characters
excavate anywhere along the corridor they will find
bones. All told there are 29 identical sets of bones buried
here. The woman appears to have died in different ways.
Some sets have obvious skull damage, while others have
smashed in ribs.

This is one of the six secrets. Celebrand was obsessed
with his dead sister, and recreated her again and again,
and subjected the clones to abuse. After a while he would
murder them, dispose of them and bury the bones here.
Celebrand was compelled to repeat the actions he took
towards his real sister, Idril.

(27) Cloning stores (lit by Continual Light).

The door to this room is rotten and damaged but
Wizard Locked.

Inside: is a small room with shelves and clothes rails.

The shelves contain 64 small stoppered bottles. Each contains
a small stone lump. The clothes rails hold what were three
dozen fine dresses and outfits styled for a young woman
along with shoes, scarves and other accessories. The clothes
are all the same size.

The clothes: are in a very poor state having been eaten by
beetles and suffered from damp over the centuries, and
many will fall apart if touched. The outfits were stored here
so that Celebrand could dress each clone how he saw fit
before awakening them.

The pieces of stone: are pieces of the flesh of Celebrand’s
deceased sister on which he has cast Flesh to Stone to
preserve them. He used one of these to create each clone.

(28) Airship hangar and hangar door controls (unlit)

This very large room is dominated by a full sized airship.
The airship appears similar to a sailing cog, but is supported
by a large metallic looking balloon. Against the north wall is
a machine with a large lever.

The lever: the lever and machine it is connected to operate
the door in the roof above. This opens the seam in the
courtyard (area 1) and allows the airship to cleanly exit.

It makes a lot of noise, but is still operational.

The airship: lying on the deck of the airship are the rag-clad
bones of three goblins wearing elven steel slave collars.
Near to them are boxes containing metal tools now rusted
together into one solid lump.

Piloting the airship: the airship is controlled by the ship’s
wheel on the rear castle area. By holding the wheel a
character can exert control over the ship and cause it to fly
and maneuver. The airship uses the following stats: crew: 10,
passengers: 5 spacious cabins (could hold up to 20 people),
cargo: 1 ton, speed: 8 MPH (192 miles per day), AC: 6 [13],
and HP: 100. Weapons: 4 ballista (range 100/320, damage
2d6, shots per round 1/3) and one catapult (range 150-300
yards, 3d6 hull damage, shots per round 1/5). The airship is a
marvel, and worth at least 50,000 silver shillings.

The captain’s cabin: holds a locked elven steel chest
under Wizard Lock. Inside are three black catapult stones.
Each is an enchanted one-use item that casts Disintegrate
on impact (vessel saves versus spells or suffers 8d6

hull damage).



61. The Underworkings - the Force Wall

A magical gateway barring access to the tunnels to the
Crucible. The only way to pass is using the passphrase
hidden in the conspirators’ meeting place.

Interior: this is a stone room around forty feet square.
On the far side a wide doorway is filled with flickering
mauve energy that illuminates the room.

62. Descent to the Crucible

The energy barrier: a powerful force barrier and prevents
access by any means to the passageway that descends to
the Crucible. The barrier extends in a sphere around the
lower regions and only intersects with an opening here i.e.
it can’t be tunneled around.

The barrier can only be opened with a passphrase.

The passphrase can be obtained from the secret room (20A)
of the elven conspirators Ferranil, Narinlath and Anghareth,
and accessing that room requires the three copper keys.

A tunnel descends below the lake to the Crucible: the engineering section of the Ancients’ crashed ship. Here the damaged
Crucible’s time dilation means that the characters find themselves face to face with the elven leader.
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The tunnel: the roughly cut and unlit tunnel runs for nearly
a mile under the crater lake. It takes approximately twenty
minutes to reach the end of the tunnel. As the characters
descend they can detect a thrumming vibration that gets
more intense as they descend.

Weird phenomena: as the characters descend they
experience the following weird phenomena caused by the
intensifying time distortion effect created by the Crucible:

(1) The party sees themselves hazily proceeding down
the passageway about thirty feet ahead. They see
several of the characters glance back towards them.
(A future echo.)

(2) Foramoment one character appears to be following
themselves and looking at the back of their own head.

(3)  One character visibly ages 10+1d10 years.

The crashed ship: The tunnel emerges into a cavern
approximately six hundred feet across. The far side of the
cavern is intersected by a wall of shiny metal. The wall is
heavily buckled and blackened. On the lower right hand
side of the wall a roundish hole appears to have been
melted through the wall. A magical light illuminates the
area around the opening, and casts a little radiance on the
rest of the cavern.

What is going on:The metal wall is the remains of the
Ancients’ crashed starship.

Looking into the melted hole: beyond the hole are more
buckled metal walls. A passageway through the twisted
metal leads inwards. In places it looks as if the metal has
been burnt away to create the tunnel. The metal walls thrum
with the vibration.

Going inside the metal structure: the tunnel leads for
about three hundred feet in a twisting path until opening
into a brightly lit metal room (the engine room).

The time dilation field: at the time of the cataclysm the
Crucible went out of control during a major ritual to grant
the elves god-like powers to alter reality at will. The ritual
had in fact been altered by the elves’leader, Celebrand, so
that only he would gain this power. Suspecting Celebrand’s
plot, Lady Ferranil, Lord Anghareth, and Lord Narinlath
intervened during the ritual to stop him.

The battle between these elves and the attempt to stop
the Crucible is the cause of the disaster. The huge amount
of Far Realm energy that Celebrand was drawing through
the Crucible became unstable and led to the cataclysm,
although he succeeded in killing his attackers.

The barriers between our universe and the Far Realm
collapsed and time and space ceased to have a meaning.

For a period of time Far Realm creatures manifested all over
the High Moors and tore apart the Shining Ones where they
stood. Their empire died that day. Eventually the barriers
between our universe and the Far Realm were re-erected by
the Celestials, although the damage continues to this day,
eight hundred years later. The surviving slaves fled south and
formed the communities that now form the Known Lands.

Here, closest to the source of the chaos, the time is completely
distorted. This has created a time dilation effect that extends
from the Crucible for about a 1 mile radius. As the characters
descend closer to the Crucible, each minute they experience
becomes a longer period of time in the outside world. At the
outer edges, for each minute that passes an hour passes in
the outside world. As they descend further, each minute will
be a day, a week, a month, a year, a decade and finally at the
Crucible itself each minute will be a century.

This means that for Celebrand only eight minutes have
passed since the cataclysm. The arrival of the characters will
be a surprise to him. For the characters their descent this
deep into the time dilation field means that centuries have
already passed in the High Moors above. While they may
suspect what has happened, they will not be able to verify
that until they return to the surface (see Epilogue).

The Engine Room: beyond the metal tunnel is a large room,
two hundred feet across, which is filled with machines.

In the centre is a column of glass that appears to contain

a corcuscating rainbow fire. The glass column appears to

be damaged and cracked. The machines are covered in
twinkling lights, although most are pulsing an angry red.
The room is lit, but it is unclear how.

Between the tunnel and the machines is an open area
with metal floors. The floor has been covered in intricate
magical designs marked in a metallic powder or sparkling
paint (Magic Users: this is beyond the characters and looks
complex enough to be a 7th or higher level spell).

Lying dead in the room are three elves: two male and one
female. One of the males is heavily armoured, the other is
wearing lighter armour. The woman is unarmoured, but the
side of her body and left arm are gigantic and deformed.

A fourth elf in blue robes is leaning against the base of

the rainbow fire column. He looks bloodied and sweaty,
although a strange rainbow fire seems to dance in his eyes
and beneath his skin. (He is empowered by the Crucible, but
hasn’t completed the ritual to gain god-like powers.)

Talking to Celebrand: the elf — Celebrand - is unaware of
the time dilation field. He is surprised to see “armed slaves”
here, although won't feel any particular threat from them
despite his wounded state. He assumes they were brought
here as backup by one of his attackers. He will address

the characters (first in leldran, then using a “Speak Any
Language” spell if they don’t seem to understand):

“Whose slaves are you?” “Who sent you here?” “Why are you
not wearing collars?”

Celebrand thinks he is at the height of his power and will
not explain himself or debate important matters with mere
“slaves”. If the characters fail to give meaningful answers he
will simply decide to kill them.

If they come up with a convincing story (unlikely but not
impossible), he may refer to being “attacked by traitors”,
and tells the characters to return to the surface and alert his
personal guard or their leader Timmenuel. If the characters
attack the Crucible then he will try to kill them.



Use of magic near the Crucible: any use of magic this
close to the Crucible will be difficult to control. Every spell
or magical item or feature effect by a character (Celebrand
doesn’t need to roll) will be subject to a “Wild Magic” effect
on the below table (1d100):

01-25  the spell has the opposite effect intended or
targets the caster instead

26-50 the spell is twice as effective as expected (e.g.
double damage or any saves are at -2)

51-75  everyone within sixty feet of the caster (including
the caster) takes 1d10 psychic damage (save versus
spells for half)

76-100 the spell is replaced by a random Magic User spell

(roll 1d6 to determine level, then roll to determine
randomly). Spells that would not normally work in
this campaign setting do work on this occasion.

If the spell is above a level that the caster can
normally cast, treat it as if being cast by the

minimum level character that can cast such spells.

Targeting the Crucible or machines

The machinery is well protected: assume it has an AC of 3
[16], saves as a 10th level Cleric, and ignores the first 5 HP
damage of non-magical attacks. But it is also fragile: for
each 5 damage inflicted Celebrand takes 1d6 damage (due
to being linked and channelling the Crucible’s energy).

If the machinery takes 25 damage then the Crucible ceases
to function and the glass column shatters or goes dark.

This begins to remove the ongoing time dilation effect and
allows the High Moors to start to heal from the cataclysm.

AC 3 [16], HD 14** (68 hp normally; currently has 22 hp),
Att 1 x wand or 1 x command or 1 x spell or 1 x dagger
(1d4+1), THACO 14 [+5], MV 120’ (40’), SV D4 W3 P4 B6 S3,
ML 12, AL Chaotic, XP 3250.

> Command: ancestral programming (see location 36)
allows him to issue commands (e.g. kneel). Save versus
spells or comply for 1d6 rounds.

> Wand of Disintegration (as spell, 5 charges)
> Infravision: 60’

> Damages resistances: half damage from spells and
non- magical weapons

> Immunity: immune to mind-control magic
> Spellcasting (as a 14th level Magic User)

1st (4): Sleep, Magic Missile, Shield, Charm Person

2nd (4): Detect Invisible, Levitate, Invisibility, Mirror Image
3rd (4): Lightning Bolt, Hold Person [used: Dispel Magic,
Lightning Bolt]

4th (4): Dimension Door, Polymorph Other (e.g. into a cat),
Polymorph Self (e.g. into a dragon), [used: Confusion]

5th (3): Animate Dead, [used: Conjure Elemental, Feeblemind]
6th (3): Death Spell, Stone to Flesh, [used: Invisible Stalker]

n.b. Celebrand has already used several of his allotted spells
in the earlier battle.

Equipment: memetic armour robes (AC 3), Elven Steel
Dagger, Wand of Disintegration

Dragon stats if polymorphed
AC -2 [21], Att 2 x claw (2d4), 1 x bite (6d6), MV 90’ (30') or
240' (80") flying.

Suggested attack routine:

1) Command

2) Sleep or Magic Missile

3) Death Spell or Hold Person

4) Lightning Bolt or Polymorph Other
5) Disintegrate (wand)

Celebrand will initially underestimate the characters
assuming them to be simple slaves. If Celebrand is heavily
pressed, he will either use more dangerous spells earlier on,
or he will polymorph into a dragon form to make it harder
to hurt him.

Looting the place

The four dead elves carry a number of magical items, but
some have been damaged by the battle and some (like
Wands of Disintegration) can only be used by elves.

Each character can take one item from the dead elves and
they can design the item to their specifications (with GM's
approval). They should have substantial magical benefits,
but also a drawback or limitation that forces the character
to think about whether to use it or not. They should not
simply provide mechanical (e.g. +3) benefits. For example,
a simple example would be a lantern that allows the owner
to use True Sight for ten minutes three times per day, but
while active also broadcasts their location to any undead in
the area.
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The Epilogue

The characters return to the surface to find that hundreds
(perhaps thousands) of years have passed. The Shining
City is ruined and snow covered. What remains of the rest
of the world will depend on the characters’ earlier actions.

Returning to the surface: in descending into the time
dilation field around the Crucible, the characters have in
effect travelled a long way into the future. For each minute
that they spent in close proximity to the Crucible (e.g. in the
engine room), a century passed above. Added to that is

the twenty minutes each way that the characters spent
travelling down from the barrier at the top of the tunnel.

As a rule of thumb you should assume that at least 1500
years has passed in the world above (40 minutes x average
time rate of 25 years/minute = 1000 years, plus 5 minutes
near the Crucible at 100 years/minute).

Reaching the surface: as they get close to the surface the
characters find that, beyond the barrier at location 61, the
tunnels are overgrown and partially collapsed. When the
players near the surface (the exit to the temple), they find
the exit blocked by ice. If they can burrow through fifteen
feet of ice and snow, they will eventually emerge into a
snow-covered landscape.

Robbed off the elves’s protective magic, the High Moors
has reverted to a subarctic wilderness. The more extreme
conditions have taken their toll - over the subsequent
centuries — on the city and the temple, and these are now
nothing but piles of low snow-covered ruins. The lake

is frozen. Snowflakes drift down from the iron-grey sky.

It should be obvious that substantial time has passed.

This is a good place to leave the campaign on hiatus.

You may wish to start afresh after a break with the players
given a new sandbox map and allowing them to explore
from here and try to determine what has happened to the
world in the interim.

What has happened is up to you. Partly that will depend

on what the characters did. For example, if the beacon
(location 41) was activated, the Ancients could be here (as
either a beneficial or hostile force). If the plague zombie
(location 20) escaped, the Known Lands may now be a
zombie-infested wilderness. If the Titans (location 26) were
released then the cities could all lie in ruins. The only limit is
your imagination.

Alternatively, if the characters recovered the silver cone
(location 51), they have a choice. Using the silver cone they
can travel back in time in a series of hops. While this is
somewhat random, it will eventually allow them to return to
their own time.



Annex A — Statistics for Factions

Zonel

Kurigalzu, Emissary of Utnapishtim

Kurigalzu (as Normal Human, Lawful. He has six servants
(treat as Normal Human).
Hegemonite Warriors (20)

AC 2 [17] (plate and shield), HD 1 (6 hp), Att 1 x spear
(1d6+2) or thrown spear (1d6, 20/40/60'), THACO 19 (17 in
melee) [+0, +2 in melee], MV 120’ (40), SV D12 W13 P14 B15
$16, ML 8, AL Lawful, XP 10.

War Elephants (4)

AC 5 [14], HD 9 (40 hp), Att 2 x tusks (2d4) or 1 x trample
(4d8), THACO 12 [+7], MV 120’ (40’), SV D10 W11 P12 B13 S14,
ML 8, AL Neutral, XP 900.

> Charge: on first round if not in melee and can move 20’
Tusks inflict double damage.

> Trample: 3 in 4 chance each round; +4 to hit human
or smaller

> Tusks: worth 16x100 silver shillings.

Ibycus, dwarven priest of Mirrabulous

Ibycus

AC 2 [17] (plate and shield), HD 5+10* (27 hp), Att 1 x
golden mace (1d6+1) or 1 x sling (1d4, 40/80/160"), THACO
17 [+2], MV 90’ (30'), SV D9 W10 P12 B14 S12, ML 9, AL
Lawful, XP 400.

> Resilience: +4 save versus poison and magic
> Infravision: 60’

> Turn Undead

> Spellcasting (as a 5th level cleric)

1st (2): Cure Light Wounds, Light

2nd (2): Bless, Hold Person

Dwarven Escort (12)

AC 3 [16] (plate), HD 1 (6 hp), Att 1 x polearm (1d10+2) or 1

X crossbow (1d6, 80/160/240’), THACO 19 (17 in melee) [+0,
+2 in melee], MV 90’ (30’), SV D12 W13 P14 B15 S16, ML 8, AL
Lawful, XP 10.

> Resilience: +4 save versus poison and magic

> Infravision: 60’

The Northern River Trading Company

Cartimandus

(Goblin, Chaotic. AC7 (12), HD 1, HP 5, THACO 19, 1 x Curvy
Knife (1d4)).

AC 2 [17] (plate/dex), HD 3 (16 hp), Att 1 x battleaxe (1d8+2),
THACO 17 melee, 19 ranged [+2 melee, +0 ranged], MV 90’
(30"), SV D12 W13 P14 B15 S16, ML 9, AL Chaotic, XP 35.

AC9[10], HD 2* (6 hp), Att 1 x dagger (1d4) or spell, THACO
19 [+0], MV 120’ (40), SV D13 W14 P13 B16 S15, ML 8, AL
Chaotic, XP 25.

Spellcasting (as a 2nd level Magic User):
1st (2): Sleep x 2

Avari Mercenaries (10)

AC 4 [15] (chain and shield), HD 1 (6 hp), Att 1 x spear
(1d6+2) or thrown javelin (1d4, 30/60/90"), THACO 17 melee,
19 ranged [+2 melee, +0 ranged], MV 90’ (30’), SV D12 W13
P14 B15 S16, ML 7, AL Neutral, XP 10.

> Avari fighting style: Avari warriors will engage enemies
one on one. Other Avari will hang back to await the
outcome (if they are not attacked).
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Zone 2

The Cult of Eyes

Verak

AC9[10], HD 5+5* (18 hp), Att 1 x dagger (1d4), THACO
19 [+0], MV 120’ (40’), SV D13 W14 P13 B16 S15, ML 10, AL
Chaotic, XP 400.

> Spellcasting (as a 5th level Magic User)

1st (2): Charm Person, Sleep
2nd (2): ESP, Knock
3rd (1): Fireball, Haste

Verak’s Magic Users (7)

AC 9 [10], HD 2* (5 hp), Att 1 x dagger (1d4), THACO 19
[+0], MV 120’ (40'), SV D13 W14 P13 B16 S15, ML 8, AL
Chaotic, XP 25.

> Spellcasting (as a 2nd level Magic User)
1st (2): Magic Missile x 2

Magog Warriors (20)

AC 6 [13] (leather/dex), HD 1 (6 hp), Att 1 x spear (1d6+2) or
shortbow (1d6, 50/100/150°), THACO 17 melee, 18 ranged
[+2 melee, +1 ranged], MV 120’ (40'), SV D12 W13 P14 B15
S16, ML 7, AL Neutral, XP 10.

Magog Riding Horses (30)

AC7[12], HD 2 (9 hp), Att 2 x hooves (1d4), THACO 18
[+1], MV 240’ (80"), SV D12 W13 P14 B15 S16, ML 7, AL
Neutral, XP 20.

The Boar And Compass Trading Company

Angus lomair

AC 3 [16] (plate), HD 5+10 (35 hp), Att 1 x Claymore (2H)
(1d10+2) or thrown dirk (1d4, 10/20/30"), THACO 17 (15 in
melee) [+2, +4 in melee], MV 90’ (30), SV D10 W11 P12 B13
S14, ML 10, AL Neutral, XP 225.

Dougal lomair

AC 4 [15] (chain and shield), HD 3+3 (18 hp), Att 1 x spear
(1d6+2) or thrown javelin (1d4, 30/60/90"), THACO 19 (17 in
melee) [+0, +2 in melee], MV 90’ (30’), SV D12 W13 P14 B15
S16, ML 9, AL Neutral, XP 50.

Bearfolk Warriors (30)

AC 4 [15] (chain and shield), HD 1 (6 hp), Att 1 x spear
(1d6+42) or thrown javelin (1d4, 30/60/90’), THACO 19 (17 in
melee) [+0, +2 in melee], MV 90’ (30), SV D12 W13 P14 B15
$16, ML 7, AL Neutral, XP 10.

Zone 3
The Company of the Blue Feather

AC 5 [14] (leather/dex), HD 2+2 (12 hp), Att 1 x handaxe
(1d6+1) or 1 x shortbow (1d6, 50/100/150°), THACO 18 melee,
16 ranged [+1 melee, +3 ranged], MV 120’ (40'), SV D12 W13
P14 B15 S16, ML 7, AL Lawful, XP 20.

> Bonus: +1 missile attack (factored in)

> Resilience: +3 saves versus poison and magic

Sikya

AC 4 [15] (leather/dex), HD 3 (8 hp), Att 1 x handaxe (1d6) or
shortbow (1d6, 50/100/150"), THACO 19 melee, 15 ranged

[+0 melee, +4 ranged], MV 120’ (40"), SV D12 W13 P14 B15
S16, ML 7, AL Lawful, XP 35.

> Bonus: +1 missile attack (factored in)
> Resilience: +3 saves versus poison and magic

> Thief skills (3rd level): CS 89 TR 20 HN 1-3 HS 20 MS 30
OL 25 PP 30

> Backstab: +4 to hit, double damage

AC 7 [12] (leather), HD 1 (5 hp), Att 1 x hand axe (1d6) or 1 x
shortbow (1d6, 50/100/150"), THACO 19 melee 18 ranged,
MV 120’ (40"), SV D12 W13 P14 B15 S16, ML 7, AL Neutral [+0
melee, +1 ranged], XP 10.

> Bonus: +1 missile attack (factored in)
> Resilience: +3 saves versus poison and magic
Vadim and Borislav, Demonslaying Giants

Vadim and Borislav (2)

AC 5 [14], HD 10 (45 hp), Att 1 x Maul (4d6) or Thrown Rock
(3d6, up to 200ft), THACO 11 [+8], MV 120’ (30"), SV D6 W7
P8 B8 S10, ML 9, AL Neutral, XP 900.

Ragnak the grizzly bear
AC 6 [13], HD 5 (22 hp), Att 2 x claw (1d4), 1 x bite (1d8),
THACO 15 [+4], MV 120’ (30’), SV D12 W13 P14 B15 S16, ML 8,
AL Neutral, XP 175.



The Men Of The Stag

AC 4 [15] (chain/dex), HD 7+7 (39 hp), Att 1 x spear (1d6+2)
or 1 x shortbow (1d6, 50/100/150’), THACO 12 melee, 13
ranged [+7 melee, +6 ranged], MV 90’ (30°), SV D8 W9 P10
B10 S12, ML 10, AL Neutral, XP 450.

> Awareness: only surprised on a1
> Surprise: on a 1-3 on d6 in wilderness

> Avari fighting style: Avari warriors will engage enemies
one on one. Other Avari will hang back to await the
outcome (if they are not attacked).

Horsa and Alwin

AC 4 [15] (chain/dex), HD 5+5 (27 hp), Att 1 x spear (1d6+2)
or 1 x shortbow (1d6, 50/100/150"), THACO 15 melee, 16
ranged [+4 melee, +3 ranged], MV 120’ (40"), SV D10 W11
P12 B13 S14, ML 9, AL Neutral, XP 225.

> Awareness: only surprised ona 1
> Surprise: on a 1-3 on d6 in wilderness

> Avari fighting style: Avari warriors will engage enemies
one on one. Other Avari will hang back to await the
outcome (if they are not attacked).

LETH)]

AC 7 [12] (leather), HD 5* (18 hp), Att 1 x spear (1d6) or 1 x
spell, THACO 17 [+2}, MV 120’ (40'), SV D9 W10 P12 B14 512,
ML 8, AL Neutral, XP 300.

> Energy resistance: +2 saves versus fire and lightning

> Pass without trace: leaves no tracks and unaffected by
natural obstacles

> Spellcasting (as a 5th level Druid)

1st (2): Entangle, Faerie Fire

2nd (2): Cure Light Wounds, Heat Metal
3rd (1): Call Lightning

4th (1): Dispel Magic

Avari Warriors (12)

AC 4 [15] (chain and shield), HD 1 (6 hp), Att 1 x spear
(1d6+2) or thrown javelin (1d4, 30/60/90'), THACO 19 (17 in
melee) [+0, +2 in melee], MV 90’ (30), SV D12 W13 P14 B15
S16, ML 7, AL Neutral, XP 10.

> Avari fighting style: Avari warriors will engage enemies
one on one. Other Avari will hang back to await the
outcome (if they are not attacked).
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Annex B — Additional factions

As the characters explore and the weeks pass, the current factions of each zone may leave, be destroyed, or chased off.
Over time new expeditions should arrive in the High Moors reflecting the ‘gold rush’ nature of interest in the site.

The Eanna passes up and down the river potentially bringing one or more new expeditions every month. Other groups may

arrive on foot.

Below are several additional expeditions that you can use to keep your zones feeling alive and to challenge your players.

The Compact

The Compact are a group of four adventurers who have
come north seeking treasure. If the characters turned
down sponsorship by Shamash Nasir the merchant, the
Compact could be the group who do subsequently accept
his offer. Their leader, Nabonidus, is secretly a cultist, and is
looking for a way to serve his many tentacled lord. They are
equipped with horses and have 10 mercenaries with them.

Nabonidus, Hegemonite Cleric 3 of Celebrand
(Baal Shugeesh)

AC 2 [17] (plate and shield), HD 3* (11 hp), Att 1 x flail (1d6)
or 1 x sling (1d4, 40/80/160’) or spell, THACO 19 [+0], MV 90’
(30", SV D11 W12 P14 B16 S15, ML 9, AL Chaotic, XP 50.

> Turn undead
> Spellcasting (as a 3rd level cleric)
1st (2): Cure Light Wounds, Remove (or Cause) Fear

> Potions: has 2 potions of healing (1d6+1)

Gillespie Mac Ross, Bearfolk Druid 3

AC 7 [12] (leather), HD 3* (11 hp), Att 1 x spear (1d6) or
thrown javelin (1d4, 30/60/90’) or spell, THACO 19 [+0], MV
120’ (40"), SV D11 W12 P14 B16 S15, ML 7, AL Neutral, XP 50.

> Energy resistance: +2 saves versus fire and lightning

> Pass without trace: leaves no tracks and unaffected by
natural obstacles

> Potions: has 2 potions of healing (1d6+1)
> Spellcasting (as a 3rd level Druid)

1st (2): Faerie Fire, Speak with Animals
2nd (1): Cure Light Wounds

Brendis of the Green Octagon Combine,
Goblin Wizard 3 (Conjurer)
AC9[10], HD 3* (8 hp), Att 1 x dagger (1d4) or spell, THACO

19 [+0], MV 120’ (40’), SV D13 W14 P13 B16 S15, ML 8, AL
Lawful, XP 50.

> Spellcasting (as a 3rd level Magic User):

1st (2): Detect Magic, Read Languages
2nd (1): Knock

> Gear: 3 flasks of acid (1d6); 2 potions of healing (1d6+1),
pet raven: Fendigaidd

Astrid Runecarl, Female Avari Barbarian 3

AC 5 [14] (chain), HD 343 (17 hp), Att 1 x battle axe (1d8+2)
or thrown javelin (1d4, 30/60/90"), THACO 17 melee, 19
ranged [+2 melee, +0 ranged], MV 120’ (40’), SV D10 W13
P12 B15 S16, ML 11, AL Neutral, XP 50.

> Barbarian skills: CS 89 HD 20 MS 30
> Cure poison: in wilderness
> Potions: has 2 potions of healing (1d6+1)

Hegemonite Mercenaries (10)

AC 2 [17] (plate and shield), HD 1 (6 hp), Att 1 x spear
(1d6+2) or thrown spear (1d6, 20/40/60'), THACO 19 (17 in
melee) [+0, +2 melee], MV 120’ (40"), SV D12 W13 P14 B15
S16, ML 8, AL Lawful, XP 10.



The Cult of the Shivering God

If Cartimandus’ group are destroyed, the leader of the
Cult of the Shivering God will come north bringing cultists
with him. They will masquerade as merchants, perhaps
carrying ropes, chains, block and tackle etc ostensibly to
sell to expeditions.

Melamkurra (45 year old turbaned Hegemonite

dressed as a merchant)

AC9[10], HD 6* (15 hp), Att 1 x dagger (1d4) or spell, THACO
17 [+2], MV 120’ (40’), SV D11 W12 P11 B14 S12, ML 10, AL
Chaotic, XP 500.

> Spellcasting (as a 6th level Magic User):

1st (2): Charm Person, Sleep
2nd (2): Detect Invisible, Web
3rd (2): Fireball x 2

> Gear: 2 potions of healing (1d6+1), 10 jewels worth 100ss
each, 532ss

Cult Fanatics (10)

AC 7 [12] (leather), HD 4* (14 hp), Att 1 x club (1d6) or spell,
THACO 19 [+0], MV 120’ (40"), SV D11 W12 P14 B16 S15, ML 9,
AL Chaotic, XP 125.

> Turn undead
> Spellcasting (as a 4th level Cleric):

1st (2): Cure Light Wounds, Remove Fear
2nd (1): Hold Person

> Gear: 1 potion of healing (1d6+1), and 125ss each.

Imp (fiend), Melamkurra’s familiar

AC 2 [17], HD 2+2* (11 hp), Att 1 x tail sting (1d4 plus 1d6
poison (save for half)), THACO 17 [+2], MV 60’ (20') walking
or 180’ (60') flying, SV D12 W13 P14 B15 S16, ML 12, AL
Chaotic, XP 35.

> Mundane damage immunity: immune to
non-magical attack

> Invisibility: at will
> Polymorph self: to raven, rat or spider

> Infravision: 90’

Prince Enkil

Prince Enkil is a young and naive nobleman from Utnapishtim.
Having heard of the High Moors he travels north (‘on safari’
as it were) to experience these hinterlands, and to see what
treasures he can collect. He brings with him dour Balathu,
his loyal bodyguard and ex-arena fighter, and Rubati, his
beautiful consort. They are also accompanied by a group of
servants and are equipped with elephants. They will blunder
about doing their best to get themselves into trouble.

Prince Enkil (Hegemonite Noble, 31)

AC 4 [15] (leather/dex), HD 6 (27 hp), Att 1 x sword (1d8) or 1
x crossbow (1d6, 80/160/240'), THACO 17 melee, 14 ranged
[+2 melee, +5 ranged], MV 120’ (40’), SV D10 W11 P12 B13
S14, ML 10, AL Lawful, XP 275.

Balathu (Hegemonite bodyguard, 33)

AC 1 [18] (plate/shield/dex), HD 8+16 (52 hp), Att 1 x spear
(1d6+3) or thrown javelin (1d4, 30/60/90'), THACO 11 melee,
14 ranged [+8 melee, +5 ranged], MV 120’ (40'), SV D8 W9
P10 B10 S12, ML 11, AL Neutral, XP 650.

Rubati (consort, female Hegemonite, 24)

As Normal Human, but Int 16, Cha 17. Rubati is a paid
consort, but even she quickly realises that they should not
be in the High Moors. She subtly encourages Prince Enkil to
leave, but without success.

Servants (Hegemonite) (10)
As Normal Human

AC 5 [14], HD 9 (40 hp), Att 2 x tusks (2d4) or 1 x trample
(4d8), THACO 12 [+7], MV 120’ (40’), SV D10 W11 P12 B13 S14,
ML 8, AL Neutral, XP 900.

> Charge: on first round if not in melee and can move 20",
Tusks inflict double damage.

> Trample: 3 in 4 chance each round; +4 to hit human
or smaller

> Tusks: worth 16x100 silver shillings.
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The Cobalt Forge Combine

The Cobalt Forge Combine comprises 160 goblins.

They specialise in engineering. They have sent a 30-strong
expedition north. Their motivation for being here is to find
lost elven magitech, and use it for the betterment of their
combine and the Muki generally. They are expert engineers
and have access to a lot of materials and tools. They have all
the standard equipment, plus block and tackle, workshops,
raw materials, all laden upon 40 mules. This expedition is
made up of 30 goblins: 1 Fighter 6, 1 Magic User (Artificer) 6,
8 x Fighter 2, and 20 Engineers (treat as Normal Humans).

.o
~

Leader: Nevyn (fighter 6, master craftsman)

44 year old muscular goblin with a shaved scalp.
Wearing plate armour with green enamel leaves, woollen
tunic, trousers, fur shawl and fur boots. Carrying a sword
and crossbow. Has a big meaty war dog with a spiked
collar and leather barding called Urko.

AC 3 [16] (plate), HD 6 (27 hp), Att 1 x sword (1d8+2) or 1 x
crossbow (1d6, 80/160/240), THACO melee 15, ranged 17
[+4 melee, +2 ranged], MV 120’ (40'), SV D10 W11 P12 B13
S14, ML 10, AL Lawful, XP 275.

Urko the war dog

AC 6 [13], HD 242 (11 hp), Att 1 x bite (2d4), THACO 17
[+2] MV 120’ (40’), SV D12 W13 P14 B15 S16, ML 11, AL
Neutral, XP 25.

Lyolf the Artificer, 6th level

32 year old goblin female with spectacles wearing a
blue woollen dress over cloth trousers, leather boots.
A grey shawl.

AC9[10], HD 6* (15 hp), Att 1 x dagger (1d4) or spell, THACO
17 [+2], MV 120’ (40), SV D11 W12 P11 B14 S12, ML 8, AL
Lawful, XP 500.

> Spellcasting (as a 6th level Magic User):

1st (2): Detect Magic (a handheld device that beeps), Magic
Missile (a steampunk looking pistol)

2nd (2) : Detect Invisible (goggles), Web (a tar grenade)

3rd (2): Fly (rocket boots), Hold Person (a stun bomb)

Note: Lyolf is envisioned as an “artificer”, a concept that does
not exist in the Advanced Fantasy rules. But the effects are
only descriptive and about how certain spells are described,
rather than about how they function. If you do not like the
sound of this, just treat Lyolf as a regular Magic User.

Link (Steel Defender)

AC 4[15], HD 3 (13 hp), Att 1 x punch (2d6), THACO 17 [+2],
MV 120’ (40"), SV D12 W13 P14 B15 S16, ML 12,
AL Neutral, XP 35.

> Immunity: immune to effects that affect living creatures
(e.g. poison).

> Immunity: immune to mind-affecting or mind-reading
spells (e.g. charm, hold, sleep).

> Infravision: 90’

Olus, golden mechanical bird

AC6[13],HD 1 (4 hp), Att 1 x talons (1-2), THACO 19 [+0],
MV flying 180’ (60’), SV D12 W13 P14 B15 S16, ML 12,
AL Neutral, XP 10.

> Immunity: immune to effects that affect living creatures
(e.g. poison).

> Immunity: immune to mind-affecting or mind-reading
spells (e.g. charm, hold, sleep).

> Infravision: 90’

Muki warriors, 2nd level fighters (8, their leader is a

female called Rianne)

AC 4 [15] (leather/shield/dex), HD 2 (9 hp), Att 1 x sword
(1d8) or 1 x crossbow (1d6, 80/160/240"), THACO 19 melee,
17 ranged [+0 meleg, +2 ranged], MV 120’ (40’), SV D12 W13
P14 B15 S16, ML 8, AL Lawful, XP 20.

Muki engineers (20)

Treat as Normal Humans. They have parts to construct spike
traps, a ballista, and eventually a catapult.

> 2 x Ballista (at their camp)

AC 4[15], HP 25, range 100/210/320’, one shot per three
actions, 2d6 damage



Sarkad’s Expedition

Sarkad is a powerful wizard of Utnapishtim. He leads an
expedition north searching for the lost arcane magic of
the elves, and is accompanied by several of his senior
apprentices, and 4 bodyguards.

AC 9 [10], HD 9% (23 hp), Att 1 x dagger (1d4), THACO 17 [+2],

MV 120’ (40"), SV D11 W12 P11 B14 S12, ML 7,
AL Neutral, XP 1600.

> Spellcasting (as a 9th level Magic User):

1st (3): Charm Person, Detect Magic, Sleep

2nd (3) : Detect Invisibility, Invisibility, Phantasmal Force
3rd (3): Fireball x 2, Dispel Magic

4th (2): Dimension Door, Polymorph Other

5th (1): unavailable

> Gear: 2 potions of healing (1d6+1), 10 jewels worth 100ss
each, 532ss, miniature chest made of rosewood and silver
(50ss, a Magic Chest, see below).

AC9[10], HD 3* (7 hp), Att 1 x dagger (1d4), THACO 19 [+0],
MV 120’ (40'), SV D13 W14 P13 B16 S15, ML 7,
AL Neutral, XP 50.

> Spellcasting (as a 3rd level Magic User):

1st (2): Sleep, Magic Missile
2nd (1): Web.

AC 3 [16] (plate), HD 5 (22 hp), Att 1 x Spear (1d6+1), or 1 x
crossbow (1d6, 80/160/240’), THACO 16 melee, 17 ranged
[+3 melee, +2 ranged], MV 90’ (30’), SV D10 W11 P12 B13 S14,
ML 8, AL Neutral, XP 175.

Treasure of Sarkad
Spell books of Sarkad and his apprentices.

Deeds to the Sarkad'’s wizard school and land in
Utnapishtim (worth 25,000ss including all chattels)

The Magic Chest: can be used by Sarkad to summon a full
sized chest from an extradimensional space. Can only be
summoned back by Sarkad so he would need to be alive
and compelled. It contains papers written by Sarkad and a
pouch of dust.

The papers: these talk about meetings with Lord Sabium,
who Sarkad looks up to as a mentor. Seems that they

have known each other for decades. Sarkad speculates
that Lord Sabium is a powerful undead wizard that dwells
in the shadows of Utnapishtim. Vast magical powers.

An Hegemonite ex-nobleman and wizard that used
forbidden magics to become immortal. Served by a group
of black garbed assassins referred to as the Fedayeen.
Lord Sabium has funded (behind deniable shells like
Shamash Nasir) several expeditions. He is particularly
interested in a sceptre that he believes is lost somewhere
in the north. (Lord Sabium is indeed a lich, and a previous
holder of the role of God King of Utnapishtim. He seeks the
undead army of the elves to seize back his city.)

Dust of a dead god: contains 4 doses. Each allows a
Magic User to cast any Magic User spell up to 5th level
even if the caster does not have that spell memorised or
in their spellbook.
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the
Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc
(“Wizards”). All Rights Reserved.

1.

Definitions: (a)"Contributors” means the copyright
and/or trademark owners who have contributed
Open Game Content; (b)"Derivative Material” means
copyrighted material including derivative works

and translations (including into other computer
languages), potation, modification, correction,
addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an
existing work may be recast, transformed or adapted;
(c) “Distribute” means to reproduce, license, rent, lease,
sell, broadcast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content” means the game
mechanic and includes the methods, procedures,
processes and routines to the extent such content
does not embody the Product Identity and is an
enhancement over the prior art and any additional
content clearly identified as Open Game Content by
the Contributor, and means any work covered by this
License, including translations and derivative works
under copyright law, but specifically excludes Product
Identity. (e) “Product Identity” means product and
product line names, logos and identifying marks
including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs,
depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual
or audio representations; names and descriptions

of characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities;
places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos,
symbols, or graphic designs; and any other trademark
or registered trademark clearly identified as Product
identity by the owner of the Product Identity, and
which specifically excludes the Open Game Content;
(f) “Trademark” means the logos, names, mark,

sign, motto, designs that are used by a Contributor

to identify itself or its products or the associated
products contributed to the Open Game License by
the Contributor (g) “Use”, “Used” or “Using” means to
use, Distribute, copy, edit, format, modify, translate
and otherwise create Derivative Material of Open
Game Content. (h) “You” or “Your” means the licensee
in terms of this agreement.

The License: This License applies to any Open Game
Content that contains a notice indicating that the
Open Game Content may only be Used under and in
terms of this License. You must affix such a notice to
any Open Game Content that you Use. No terms may
be added to or subtracted from this License except

as described by the License itself. No other terms or
conditions may be applied to any Open Game Content
distributed using this License.

Offer and Acceptance: By Using the Open Game
Content You indicate Your acceptance of the terms of
this License.

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

the Open Game Content.

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

Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to include
the exact text of the COPYRIGHT NOTICE of any
Open Game Content You are copying, modifying

or distributing, and You must add the title, the
copyright date, and the copyright holder’s name to
the COPYRIGHT NOTICE of any original Open Game
Content you Distribute.

Use of Product Identity: You agree not to Use any
Product Identity, including as an indication as to
compatibility, except as expressly licensed in another,
independent Agreement with the owner of each
element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except as
expressly licensed in another, independent Agreement
with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to

the ownership of that Product Identity. The owner

of any Product Identity used in Open Game Content
shall retain all rights, title and interest in and to that
Product Identity.



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

9.  Updating the License: Wizards or its designated
Agents may publish updated versions of this License.
You may use any authorized version of this License to
copy, modify and distribute any Open Game Content

originally distributed under any version of this License.

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

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

12.  Inability to Comply: If it is impossible for You to comply

with any of the terms of this License with respect to
some or all of the Open Game Content due to statute,
judicial order, or governmental regulation then You
may not Use any Open Game Material so affected.

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

14. Reformation: If any provision of this License is held to
be unenforceable, such provision shall be reformed
only to the extent necessary to make it enforceable.

15.  COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the
Coast, LLC.

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

Old-School Essentials Classic Fantasy: Rules Tome Copyright
2019 Gavin Norman.

Old-School Essentials Advanced Fantasy: Referee’s Tome
Copyright 2020 Gavin Norman.

Old School Essentials Advanced Fantasy Gene Rules
copyright 2019 Gavin Norman.

Old School Essentials Advanced Fantasy Druid and
lllusionist Spells copyright 2019 Gavin Norman.

The High Moors, Stephen J Jones, Copyright 2021

END OF LICENSE

Product Identity: The following are identified as Product
Identity as defined in the Open Game License 1.0a and are
not Open Content: The High Moors, the cover image, the
colour cartography, proper names, plots, story elements,
locations, characters (unless previously designated as
Open Content).

Open Game Content: The Open content in this book
includes material taken from the System Reference
Document. All original monster names and statistics
are open content. No other portion of this work may be
reproduced in any form without permission.
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The High Moors beckon...

Little is known of the ancient elves that once ruled from the
northern tableland called The High Moors. Their civilisation is dead,
and no one has seen an elf in living memory.

The ruins of the High Moors have lain undisturbed for centuries.
It was only with news from a successful expedition that people started
to consider the treasures that may be waiting to be discovered in
the forgotten north.

This has created a gold rush of sorts and a number of expeditions
have been recently dispatched to bring back magic and riches.
Unfortunately, danger, horror and madness awaits most of them.

The High Moors is a freeform sandbox weirdcrawl campaign for
5th or OSR editions of the world’s most famous role-playing game.

Requires Old-School Essentials Advanced Fantasy
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