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also need a set of core d20 fantasy rulebooks, as mentioned 
in the Thieves’ World Player’s Manual. It’s possible to adapt the 
adventure to any fantasy d20 RPG (in which case it can be used 
on its own), but a GM going that route has to do most of the 
conversion work on his own. The plot line is basic enough it 
could be moved to Green Ronin’s Freeport setting or any of a 
dozen other rough-and-tumble fantasy cities.

PREPARATION
In order to run this adventure smoothly, the GM must be 
familiar with the basic rules of the game, the overall plot of the 
adventure, and the plans and motivations of the NPCs in each 
encounter. It’s important for the GM to know what’s going on 
and why. The best way to do this is to read through this entire 
adventure before running it. To help you make sense of the 
detailed encounter descriptions, we’ve included a summary of 
both what’s going on in general, and how the PCs are supposed 

to figure that out. Most likely the game you run isn’t going to 
match either of these exactly. That’s great—part of the point of 
knowing what we intended with the adventure is to be able to 
make changes to match the attitudes and actions of the PCs in 
your game.

The adventure also presents a number of side-trips. These are 
minor encounters that don’t have much to do with the overall 
plot of the adventure, but can be used to keep the action level 
high and give the PCs time to decide what they need to do next. 
Part of the point of playing an adventure set in Sanctuary is to 
do a little sightseeing, and the side-trips are a good way to do 
that. While you don’t need to have all the side-trips prepared 
and ready to run, it’s a good idea to have at least one prepared 
for each game session. That way, if the PCs get off track, you can 
entertain the players with a “random” side-trip for the evening. 
Then, you can figure out how to get the PCs back on track during 
the time before your next game session.

ADVENTURE SUMMARY
Murder at the Vulgar Unicorn is structured to allow PCs to get 
through it in more than one way. A given group of players 
may not hit every encounter contained in these pages . That’s 
fine, so long as they have some idea of what to do next and are 
having fun. While an effort has been made to cover the most 
likely actions the PCs may take, it’s impossible to predict every 
conceivable plan and contingency. It’s the GM’s job to adjudicate 
what happens when the PCs veer off the beaten path, and having 
a good understanding of what’s going on is an important part 
of doing that.

THE SITUATION  
AS THINGS START

Murder at the Vulgar Unicorn is designed to take place after the 
events of Enemies of Fortune, but could be placed at any time 
during the Irrune rulership of the city. Moving the adventure to 
another era would take more work (possibly changing the Hand 
to another cult, and definitely altering any reference to Irrune 
characters, including Arizak, to whatever group is in charge of 
Sanctuary at that time). For example, the events of this adventure 
could easily be placed during the same time as the Wizardwall 
War. For more information on the history of the Thieves’ World 
setting, you should go over the timeline provided in the Thieves’ 
World Gazetteer.

There are two major factions involved in the plot that is the 
focus of Murder at the Vulgar Unicorn. The first group is a 
faction of Rankans working for Torril Fel. Torril is a noble in 
the Rankan Empire who (like many of his ilk) would like to see 
himself made Emperor of Ranke. He believes his best chance 
of becoming emperor is to accomplish a major political gain so 
his popularity will rise. Toward that end, he has approved of a 

plan to bring Sanctuary under Rankan rule once more. Torril 
doesn’t appear in person in this adventure, but it’s his plans and 
agents that set the events of the book in motion. (Torril can also 
serve as a source of ongoing adventures after the players have 
finished this one, setting in motion any plot the GM wants to 
pit the PCs against.)

The second faction is a Dyareelan ircastra (a secret cell of 
worshippers), led by ircastra’n Sorbeth (a priest who rules over 
the ircastra). Sorbeth has heard rumors that the Mother Temple 
of the Dyareelan has been taken over by a band of priestesses 
who are very unhappy with the cult’s loss of Sanctuary. Sorbeth 
hopes if he can return the cult to control of the city, he will 
survive the wrath of the new ruling priestesses, and may even be 
able to maintain his position. His concern over his own power 
base has made him reckless, and pushed him to take steps few 
of the other surviving Dyareelan cultists in Sanctuary would 
be willing to risk.

Because the Dyareelan originally came to power in the aftermath 
of a terrible plague, Sorbeth has convinced himself they can 
return to power if another plague strikes the city. For best effect, 
the cultists must be able to prove they have the power to cure 
the plague. This should prove that the gods are angry with the 
Irrune for forbidding worship within the city walls, and place 
the Dyareelans firmly back in power. Through agents far to the 
north, the Dyareelan have hired Nisibisi witches to create an 
arcane plague. The plague is transmitted through fleabites, and 
resists all mundane efforts to cure it. It can be neutralized with a 
tonic made from a bizarre mixture of ingredients, which Sorbeth 
intends to keep secret.

The Dyareelan plan is to bring numerous pigs (infested with 
fleas carrying the plague) into the city for sale just as summer 
starts. The plague will spread as the fleas spread, resulting in a 
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sudden and incurable pandemic. The faithful of the cult will 
be immune, and as the plague brings panic, they will offer the 
cure to others in return for loyalty to the cult. If the plan goes 
well, by the end of summer, the cult of Mother Chaos will once 
more rule Sanctuary.

Of course, there aren’t many Nisibisi witches left, but those 
remaining certainly have an interest in Sanctuary as many believe 
fragments of the power globes still remain in the city. But, their 
service doesn’t come cheap, so Sorbeth needed to procure funds 
for the witches’ research. He gained it from wealthy Rankan 
patrons who claimed to be faithful Dyareelans who see the 
Sanctuary extremists as more true than orthodox cultists found 
elsewhere. In reality, the Rankans were agents of Torril, who 
has kept his involvement secret from Sorbeth or any of the 
Dyareelan faction.

Torril’s plan is to wait until the plague starts, then give out the 
cure freely. At the same time, his agents in Sanctuary will cast 
blame on the Ilsigi and Irrune for the whole thing. Torril’s main 
contact with the Dyareelans, Erilissi Feyr, is a double agent of 
Ilsigi descent. He is dying of consumption, and has been paid 
enough to go to Sanctuary and intentionally die of plague when 
the outbreak hits (the money will save his family from crushing 
poverty). He carries papers on him that describe the whole 
scheme, but place the blame firmly on the Ilsigi and Verrezza’s 
faction of Irrune. (According to his documents, Verrezza’s Irrune 
go along with an Ilsigi plan because the Ilsigi have promised 
the Irrune aid in raiding the Rankans, allowing them to go back 

to a raiding lifestyle and get the hell out of Sanctuary). The 
Dyareelan are barely mentioned in this version of events, which 
is fine with Torril—the cultists can be mopped up later, once a 
grateful population turns to the Rankan nobility for protection 
and rulership.

These two complex and interconnected plots have not gone 
wholly unnoticed by others. A few S’danzo outside Sanctuary 
are aware something is up, even if they are not at all sure what, 
but they can’t get into Sanctuary to operate safely. An actual 
Ilsigi agent, Rossa Lintle, has grown suspicious. She’s identified 
Erilissi as a Rankan agent, but can’t figure out what he’s up to 
as he sits in the Vulgar Unicorn waiting (for the plague). Since 
she can’t figure out what plan he’s hatching, she’s decided he 
needs to die.

And, as one might expect, not everything has gone smoothly for 
the plot itself. Though it’s only late winter, the first shipment of 
infected pigs has already shown up from the far north. There are 
too many to hide conveniently, but too few to create the kind of 
crippling plague the Dyareelan cult needs to shake the rulership 
of the city. For now, the pigs are being guarded by Dyareelans 
just outside the city at an inn and tavern along the General’s 
Road, but that situation won’t remain stable for long. A second 
shipment was due to arrive a few days ago, but was lost in a 
storm and dashed to bits on the offshore shoals, perhaps due 
to the sickness spread by the plague itself. A larger shipment is 
due soon, and the cult is likely to distribute the infected pigs as 
soon as that shipload arrives.
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ACT I: MURDER AT  
THE VULGAR UNICORN

The PCs are all at the Vulgar Unicorn. Patronage is light tonight, 
with cold rain discouraging many regulars from making an 
appearance. In addition to the PCs, the spies Erilissi and Rossa 
are present, along with a couple of unimportant scum and Pace, 
a known hired killer new to Sanctuary.

A gust of wind blows out the few lanterns lighting the tavern, 
and a smoke bomb goes off, filling the room with dense, black 
haze. The smoke doesn’t last long, and when it clears, Erilissi 
lays dead with an oddly stylized knife sticking out of his back. 
No one else is nearby. Erilissi has a scrap of paper clutched in 
one hand. It states, “It is by the act of no blade or malice of man 
that I die…” This is the beginning of his death note, which is 
supposed to state he died of plague. His killer grabbed it after 
killing him, but Erilissi kept the corner. Pace is missing.

Before the PCs can do much of anything, the city guard bursts 
in (a lot of them). They demand the PCs come with them and 
answer for the murder. The PCs are taken (after a scuffle, if need 
be) to see Magistrate Elisar’s Sharda to stand for the accused 
crime of murder. They may speak for themselves, if they wish. 
None of the witnesses come forward, so the only evidence against 
them is what the guards saw and heard from those who were 
present (no hearsay rule in Sanctuary justice).

Presumably, the PCs proclaim their innocence. A Sharda 
truthspeaker confirms that what the PCs claim regarding their 

innocence is true (though that does not convince Elisar they may 
not know more than they’re letting on). He’s not willing to condemn 
them on such thin evidence, but he isn’t willing to let them loose 
entirely, either. He charges them with the task of finding out who 
the dead man was, who killed him, and why. They are not to leave the 
near environs of Sanctuary without doing so. Elisar wants to know 
what’s going on, and this is as good a way as any to find out.

Any even reasonably intelligent search reveals that the knife that 
killed Erilissi is of the kind used by the Silent Brothers, a small gang 
of thugs who have begun operating in the Maze. The Brothers have 
very little to recommend them—they’re of average intelligence at 
best, and there aren’t more than about six of them, but they managed 
to get a batch of knives that all match, which gives them more style 
than most of the gangs that have begun to develop. If the PCs don’t 
manage to figure that out, the Brothers ambush them a few days 
later. The Brothers would prefer the only suspects in the murder 
be dead, so they can’t point the finger at the Brothers (who, as it 
happens, are innocent of this particular crime). Either way, a fight 
is likely to occur and the PCs likely to win. When it’s clear they’re 
losing, the Brothers surrender and offer to sell the PCs info. The 
Brothers have sold only knives of the kind used from their collection 
to one man—an Irrune named Karizal, who is an associate of 
Naimun (son of the Irrune Tyrant ruling Sanctuary).

As an aside, this should raise immediate alarms for anyone 
familiar with the Irrune, be that an Irrune PC or someone able 
to make the appropriate Knowledge skill. Irrune don’t use money. 
They for froggin’ sure don’t buy things. In addition, the Irrune 
class faces a kind of succession crisis. Arizak’s health fails due to 
his rotting foot, and his sons, the Dragon, Naimun, and Raithe 
jockey for the position of the tribe’s new leader. 

There are any number of ways the PCs could hunt down 
“Karizal,” ranging from Gather Information to speaking to an 
Irrune with authority. It becomes clear there is no Irrune by that 
name, but someone who could pass for an Irrune is wandering 
around with it. The person often claims to be close with Naimun, 
but does not seem to have any actual connection to that worthy. 
No one can say where he stays… but he moves in and out of the 
Swamp of Night Secrets every few days.

The other obvious lead is to track down Pace who was, after all, 
missing just after the murder. (If the PCs happen to decide to find 
Rossa for some reason, that trail leads them to the same place). 
Pace has captured Rossa as a for-hire job from an anonymous 
patron. Once tracked down, Pace can be defeated (or bribed, 
or threatened), causing him to confess he originally worked for 
Erilissi, but someone else hired him to grab Rossa using the 
same information drop. Pace doesn’t know who the new patron 
is, but was ordered to keep Rossa in an abandoned temple until 
he was contacted again. It’s been a couple of days now, and Pace 
is beginning to fear he’s not going to get paid.

While the PCs are talking to Pace, a horrid, orangutan-like 
creature (a fenniath) with blood-red fur bursts into the warehouse. 
It tries to kill both Pace and Rossa, fighting to the death. If the 
PCs can save Rossa, she becomes a font of useful information—as 
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long as they’re willing to allow her to flee Sanctuary. She admits to 
being an agent for the Ilsigi, and she had determined that despite 
his talk and appearance, Erilissi was a Rankan agent. She didn’t 
know what he was up to, but saw him talking to Arion Swan on 
several occasions, and receiving what looked like money purses 
from Swan. She also saw Erilissi meet with a short, overweight 
man in a cloak (Paithas Meed, though Rossa doesn’t know his 
name) on more than one occasion, often passing him purses 
gained from Swan. The small fat man had a hunched back, was left 
handed, and obviously didn’t want to be spotted with Erilissi.

The PCs now have a good deal of evidence Erilissi was killed for 
being a spy (or at least being involved in intrigue of some kind), 
and that his killer has some connection to the man claiming to 
be the Irrune Karizal. Providing that evidence to the Sharda buys 
the PCs a bit more leeway, enough to try to track down Karizal 
in the Swamp of Night Secrets, in any case.

ACT II: THE PLOT THICKENS
Having provided extensive evidence they truly aren’t involved 
in Erilissi’s death, the PCs are granted permission by Judge 
Nevermind to travel to areas within a few days of Sanctuary, if 
doing so will help solve the details of the murder. (Even if the 
PCs don’t go to the magistrate immediately, they may be able 
to take care of some of these encounters. No one guards the 
way into the Swamp—who would want to go there?—so the 
PCs can make their way in without difficulty) They may face 
the dangers of the swamp in random encounters, but their main 
danger is “Karizal,” who in fact is a master of disguise called 
“Master Whoever” and has a trained jungle cat. If the PCs find 
him, they can ambush him in the small ruin he calls home. If 
not, he ambushes them with his cat.

Either way, after the fight the PCs end up with his possessions, 
including a note written in Yenized promising him a sum of money 
to kill the “Rankan Spy Erilissi.” It further lists a number of places 
Erilissi frequents, including the Vulgar Unicorn. It promises a sum 
of money will be paid by “the fat, lame merchant who contacted 
you” (Paithas Meed, who also wrote the letter) upon completion 
of this task. The PCs will most likely need a translator for the 
note. On their way out of the swamp, the PCs come across a 
wrecked ship filled with the bodies of dead pigs. After fighting 
off monstrous crabs, the PCs can get a little loot, and learn the 
pig carcasses are uncommonly lean and mangy and were being 
transported by a Rankan crew to a rendezvous point south of 
Sanctuary itself (an odd thing to do with a cargo of pigs, to be 
sure). The invoice found floating in the wreckage states Paithas 
Meed was due to receive the shipment. Although the PCs don’t 
know it yet, this is one of the lost shipments of infected pigs that 
the cultists are trying to gather to start a new plague.

By all accounts, the best translator in town is Heliz Yunz, 
the Linguist of Lirt. (The magistrate isn’t going to accept the 
translation of a lesser figure, so the PCs should end up here 
regardless). For a small fee, he agrees to translate the document, 
and after doing so informs the PCs that it is written in a rare 

dialect not often used by anyone. Further, he tells them the author 
is using diction that suggests he was male, a religious man, likely 
an Ilsigi, and was left handed with a hunched back. (Yunz gathers 
this with his special powers, but only reveals his “expert opinion” 
to the PCs. In fact, Paithas Meed wrote the note when he decided 
Erilissi needed to die. He also intended to kill the person he sent 
the note to, which Yunz is aware of. He’s trying to give the PCs 
some warning, without exposing himself.)

There aren’t that many hunched, overweight merchants in 
Sanctuary, so the PCs should get the scent for Paithas Meed 
without too much difficulty. Asking after him quickly reveals 
Paithas fled Sanctuary a few nights after Erilissi was killed (he 
should only be about a day ahead of the PCs), selling his shop 
cheaply and having the money for it sent after him. Clearly, 
Paithas was in a hurry.

Paithas Meed fled to the Brown Bear, an inn and tavern along 
the General’s Road, about a day north of Sanctuary. Nearby, the 
cultists keep the infected pigs that have already been delivered. To 
keep the farm secure, and keep anyone from discovering what’s 
actually going on with the livestock there, Paithas created a false 
religious order called the Apostles of Nature. The twenty or so 
members of this group claim to be religious pilgrims, but are, in 
fact, Dyareelan cultists. They both guard the inn and do their best 
to make the inn and surrounding environs inhospitable. They’ve set 
fires, ruined crops, killed a few citizens they found alone, claimed 
to have seen signs of plague among local animals, and carved 
strange (meaningless) runes in trees and buildings.

Most locals on farmsteads avoid the inn now, but a few still come 
due to the encouragement of Duncaen, the owner of the Brown 
Bear inn. Paithas is trying to convince Duncaen to support the 
idea that the local farms are threatened by plague, but so far the 
innkeeper has resisted, and he calms the local farmers, telling 
them there is nothing to fear and that there is no curse. Paithas is 
prepared to kidnap Duncaen’s daughter to force the innkeeper’s 
aid, but hasn’t had a chance to do so yet.

When the PCs first approach the inn, they encounter a group of 
Apostles being accosted by one of Arion Swan’s fenniath. (The 
fiendish simian is trying to deliver a message to Paithas, who 
it smells on the Apostles, but it lacks the skills or patience to 
explain this to them.) Assuming the PCs save them, the cultists 
take them to the Brown Bear, where they meet Paithas. Of 
course, he has no reason to recognize them, and is surrounded by 
his armed guards, so the PCs may not threaten or question him 
just yet. That night, the fenniath finds Paithas and delivers the 
message from Arion—if Paithas can’t give Arion guarantees that 
the plague is going to go ahead on schedule, Arion is pulling out 
all funding for the final phase. Arion’s letter insists Paithas meet 
him at a secret barrow beneath one of the abandoned temples in 
Sanctuary in three days to provide proof the pigs will be ready.

If the PCs don’t interfere beforehand, Paithas has Duncaen’s 
daughter Engela kidnapped and sends a demand that the 
innkeeper begin promoting the Brothers’ version of the area’s 
dangers. Duncaen agrees publicly, but privately asks the PCs 
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for help (as outsiders who don’t seem under Paithas’ thumb). 
Duncaen knows where Paithas stays (at the Pig Farm), and 
can give the PCs directions there. (Alternatively the PCs may 
track Paithas to his farm, or even kill him before he gets to it 
and be led to it by his followers.) At the farm, the PCs must 
deal with whatever cultists are present (likely including Yurlund, 
the senior-most of the Apostles of Nature), rescue Engela, and 
overcome a pig when it breaks out if its stall. The payoff for all 
this is a document linking Paithas and the plague plot to Arion 
Swan, one of Paithas’ acquaintances in Sanctuary. It also outlines 
the time of a meeting between Arion and Paithas, to take place 
in a barrow under a temple back in Sanctuary.

ACT III: FINAL CONFRONTATIONS
The barrow is a complex of basements and tombs that once 
served a now abandoned temple. A sect of the Dyareelan cult use 
it for secret meetings now, and it is the meeting place Arion chose 
for a rendezvous between himself and Paithas. If the PCs go to 
investigate themselves, there are only a few cultists present along 
with Arion. If the PCs go for help, there are enough additional 
cultists to counteract most of the assistance they get. During 
the fighting, the PCs see Arion make a break for it through a 
back tunnel. Either way, the PCs must chase and catch Arion, 
overcoming his fiendish pets and any cultists nearby.

Once it’s clear he can’t escape, Arion surrenders and offers to 
trade information for his life. He doesn’t know why Erilissi 
was killed or who gave the order, but he’s aware of most other 
details of the plot. He knows where a dozen or so Dyareelan 
sleeper agents are, and where they have marks on their bodies 
condemning them. He also knows when a ship with the last 
infected pigs is due to arrive in Sanctuary proper.

The ship is the Blackguard, a vessel of Ilsigi origin, though it is 
now crewed by Rankan agents (including a nobleman sent to 
establish contact with important people in Sanctuary once the 
plague strikes) and Demara, a Nisibisi witch overseeing the last 
shipment of infected pigs. The PCs can turn this information 
over to the Irrune and do nothing more about it (missing out 
on the climax of the adventure), or they can go to the Irrune 
for help but stay part of the party that raids the ship, or they 
can try to take care of it themselves. In any case, this is the final 
fight, and if Demara can be taken alive, she reveals all the sordid 
details of the plot Arion might have been missing.

Arizak rewards the PCs by distributing gifts, taken from the 
spoils found on the Blackguard, for a job well done. Furthermore, 
the characters now have access to Arizak if they come across 
future plots. The characters gain reputation and a free contact 
to represent their increased influence in Sanctuary.

They also face one final threat, as a Rankan assassin tries to 
kill them. He bears the same signet ring as Arion, clearly a 
spy working for Torril. The PCs may have saved sanctuary, but 
they’ve also made a powerful enemy who won’t forget what 
they’ve cost him.
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INTRODUCTION

Before you can run the first scene of this adventure, you need to 
figure out what the various PCs are doing in Sanctuary, and why 
they’re all at the Vulgar Unicorn. This background information 
can be as basic or as involved as a player wishes. A PC doesn’t 
need any more than “He got stuck in Sanctuary when his funds 
ran low, and the Vulgar Unicorn is where he buys cheap drinks.” 
If a player wants to outline a more detailed past that’s fine too 
(it can even give you suggestions for side-trips during this 
adventure, or plots for future adventures).

As the GM, it’s your job to discuss each PC with its player, and 
come up with a reason for the character to be at the Vulgar Unicorn. 
Your job is a bit easier if the PCs start all knowing and liking each 
other—that way you only need to get one to the Vulgar Unicorn 
and the rest can come along for company. A number of possible 
reasons are listed below, to serve as a guide for you. Obviously not 
all these ideas will work for a given PC, but at least one should be 
good enough to get the adventure started.

• The PC is new to Sanctuary, and simply decided to go 
sightseeing in the Maze. Given the name of that section of 
town, the PC got lost and ended up at the Vulgar Unicorn. 
Overhearing someone (Kensel or Fensel) mention leaving the 
Maze when done here, the PC opted to wait, hoping to follow 
someone out and back to the “civilized” parts of the city.

• The PC has been contacted by “Arion Swan” to discuss a job 
protecting an associate. (In fact, Arion is looking to hire someone 
to protect Erilissi. Unfortunately, he does so too late.) The PC 
is supposed to meet Arion at the Vulgar Unicorn, but the rain 
prevents Arion from arriving before the murder occurs. Obviously, 
this means that the PC will recognize Swan’s name when it comes 
up in the investigation, but that’s not a bad thing.

• The PC was supposed to meet a companion for a quiet 
assignation to begin at the Vulgar Unicorn. The companion 
not only doesn’t make it in time, but later sends the PC word 
that the matter of the murder makes the PC “too dangerous” 
to spend time with right now.

• The PC is a regular at the Vulgar Unicorn. He goes there 
often, and they know his name (though no one there is really 
a friend).

• A fortune-teller read the PC’s fate in the cards, and said a great 
destiny began at the tavern. (The fortuneteller isn’t actually an 
oracle, just someone who knows people love to hear they have 
a great destiny, and that things often happen at the Vulgar 
Unicorn.)

• The PC was paid to deliver a message to the Vulgar Unicorn 
(an offer to sell cheaper wine from a semi-legitimate wine 
monger) and bring back a reply. Pegrin the Ugly hasn’t put 
together a response yet. (Give the PC an extra pd as payment 
for this job.)

Of course, if the players know the name of this adventure, 
they may resist going to the Vulgar Unicorn, just to avoid the 
title event—a murder. While not a reasonable choice from the 
point of view of their characters (who don’t know the name of 
the adventure they’re starring in), it’s a common reaction. The 
two simplest ways to deal with this are to forbid them to act 
with out-of-character knowledge and use reason to convince 
them to show up at the Vulgar Unicorn anyway, or to accept it 
and move the first scene to a different tavern. You can have the 
PCs gather at any place inside the Maze, give it any name you 
like (the Randy Griffon, for example), change the name of the 
bartender, and then have events proceed as described.

It’s important to remember that a GM is often called a “referee” 
as well. It’s the GM’s job to interpret the rules, keep the plot 
moving forward, describe the actions of NPCs, and respond 
to the actions of the players. For the most part, it’s unfair to 
use this power to force the players to have PCs take actions 
inconsistent with their desires and personalities. However, it’s 
also important to let players know when an adventure requires 
some reasonable concession from them in order to move forward 
(or in this case, even begin). Don’t force players or ram a specific 
course of action down their throats, but don’t waste too much 
time with set-up either. The opening scene for this adventure 
is the Vulgar Unicorn (or some other Maze tavern). Help the 
players figure out why their characters are there, but don’t bend 
over backwards to overcome minor complaints and objections. 
Just set the characters down here if you need to—once the action 
starts, the players will have an increasing number of options they 
can pick from without interference.

RUNNING AN ENCOUNTER
If at all possible, read through an encounter before running it. 
Even if you’ve read through the whole adventure already, it’s a 
good idea to skim through an encounter just before the players 
deal with it.

Each encounter has a number of elements. Each includes a box 
of shaded text, usually at the beginning. This is a description 
to set the scene for the players. Read the text in the shaded 
box aloud to the players when they first get to an encounter, 
or paraphrase the information contained in it. Some have 
more shaded boxes of text describing major developments 
that may occur as the encounter progresses. Read these to the 
players when they encounter the appropriate development. It’s 
important to make sure the players know these descriptions 
are supposed to give them relevant information, not penalize 
them in any way. The actions of PCs should never be dictated 
in a descriptive narrative, and nothing important happens while 
the players listen to it. Similarly players shouldn’t take actions 
during the description— tell them to wait until you’re done 
before they tell you what they do.

GETTING STARTED
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breed than the three thugs by the door.) Erilissi has hired Pace 
to kidnap or kill Rossa. Pace doesn’t know why (as it happens, 
Rossa’s queries regarding Erilissi have made Erilissi nervous), but 
since he gets paid more for bringing her in alive, that’s what he’s 
planning to do. He’s been “hiding in plain sight” by pretending 
to be smitten with Rossa and convinced she’ll weaken to his 
“obvious charms” eventually. So far Rossa hasn’t realized he’s 
not just another overbold thug with delusions of being the gods’ 
gift to all women. Pace has noticed Rossa is often at the Vulgar 
Unicorn (since she’s following Erilissi, and he comes here to be 
noticed by residents of the Maze, though Pace hasn’t worked any 
of that out), and comes here every other night to watch her. Pace 
is looking for a good opportunity to grab her in an alley, but Rossa 
has managed either to stay near crowds or to lose him.

Pace is a bit frustrated, and already working on a case. As a 
result, he has no interest in talking to anyone. If a PC approaches 
him, he tells them to get lost. If they persist, he tells them to get 
froggin’ lost. As soon as the lights go out (see below) he makes 
a break for it out a window on the second floor. By the time the 
guards barge in, Pace is gone off to report to Paithas. When the 
lights come back up, a DC 15 Spot check reveals Pace is gone.

Once the players have had a chance to get a feel for the situation 
in the Vulgar Unicorn, it’s time to start the plot moving forward. 
First, an argument breaks out between Kensel and Fensel and 
Brod. Kensel wants to go now, while Fensel and Brod think they 
should stay another hour or so. The argument quickly gets loud 
and rude, with all three standing and putting hands on their 
swords. Since it looks like a fight may break out, the players 
shouldn’t be too suspicious when you have them tell you exactly 
where their characters are. This is important, because you need 
to know who is closest to Erilissi before he gets killed.

Before the three thugs can come to blows, the front door of the 
Vulgar Unicorn blows open as a particularly strong wind gusts 
in. This snuffs the few lamps in the tavern, throwing it into total 
darkness. A PC that makes a DC 18 Listen check can move in 
the surprise round that occurs first, while everyone else doesn’t 
roll initiative until the surprise round is over. 

SURPRISE ROUND

During the surprise round, Master Whoever (an assassin), who 
just drank a potion of darkvision, dashes in through the front door 
toward Erilissi and sets off a smoke bomb to conceal his actions 
even if light returns. (Hopefully Master Whoever manages to 
avoid interacting with any PC, so you won’t need his statistic 
block. He can see in the dark, so he’s not at a disadvantage here, 
and has disguised himself as a member of the city guard in case 
he’s spotted. If you do need his statistics for some reason, they 
can be found in Act Two, Scene Three on page 42.) At the same 
time, Pace dashes over to a window.

ROUND 1

During the first full round of combat, have the PCs and NPCs 
act in initiative order. Master Whoever stabs and kills Erilissi. 
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(Feel free to roll some dice behind a screen, but ignore the result. 
The plot needs Erilissi dead, so Master Whoever manages to kill 
him). Pace jumps out a window. Rossa screams (it’s in keeping 
with her disguise) and ducks under her table. Pegrin and Minx 
duck behind the counter and don’t risk themselves at all. Most 
likely, you won’t need full statistics for them. 

Kensel, Fensel and Brod assume they’re under attack, and move 
towards the nearest people they remember seeing before the 
lights went out (hopefully including at least one PC). The three 
thugs attack with fists rather than swords (it’s a bar fight to the 
best of their knowledge). If they manage to knock out a PC, 
they rifle through that unfortunate’s pockets in the dark, taking 
any one bag or small item.

ROUND 2

On the second round, Master Whoever rifles through Erilissi’s 
possessions and takes the dead man’s letter of confession (well, 
most of it— Erilissi manages to hold onto a corner of it, as 
described in the next encounter) and leaves a bloody knife with a 
boar’s head pommel stuck in the body. Pace is gone, and everyone 
else continues doing what they did last round. 

ROUND 3

On the third round, Master Whoever picks one of the PCs to 
act as a patsy, and tosses another bloody boar’s-head dagger at 
the PC’s feet, then moves to the front door.

A DC 10 Listen check allows the PC in question to know that 
something just skittered across the floor to stop at his feet. Unless 
there’s now light from somewhere (and there isn’t unless a PC 
has managed to produce it), there’s no way for the PC to know 
what it is unless he states he touches it or picks it up. In this 
case, a DC 10 Search check reveals it’s a large, bloody knife. (Of 
course, any touching of the knife gets blood all over the hands 
of the PC too.)

By the end of the third round, the city guard has the building 
surrounded. That signals the end of this encounter and the 
beginning of encounter two, though the PCs may not even 
notice the transition.

ENCOUNTERS

These are the statistics for all the patrons in the Vulgar Unicorn 
at the time of the murder.

KENSEL, FENSEL, AND BROD

Male Wrigglie criminal, warrior 1; CR 1/2; Medium 
humanoid (human); HD 1d8+3; hp 9; Mdt 13; Init +1; Spd 
30 ft.; AC 13, touch 11, flat-footed 12; Base Atk +1; Grap 
+2; Atk +2 melee (1d6+1/19–20, short sword) or +2 ranged 
(1d8/19–20, light crossbow); Full Atk +2 melee (1d6+1/19–
20, short sword) or +2 ranged (1d8/19–20, light crossbow); 
SQ criminal trait, jaded; Rep +0; SV Fort +2, Ref +1, Will 
+1; Str 12, Dex 13, Con 11, Int 10, Wis 10, Cha 8.

Background Skills: Bluff, Gather Information.

Skills and Feats: Bluff +3, Gather Information +3, Listen +2, 
Spot +2 (+4 notice thievery); Alertness B, Toughness.

Languages: Wrigglie (S).

Contacts: Information (1).

Possessions: Leather armor, short sword, light crossbow with 
10 bolts, bullseye lantern, flint and steel, oil flask, traveler’s 
outfit, 1 sh, 12 pd.

ERILISSI

The victim doesn’t need a statistics block—he’s dying 
no matter what. Give him a +0 initiative check and a 
+4 bonus to any skill that seems appropriate if he has to 
interact before dying. His possessions are listed in treasure, 
below.

MINX

Use the typical Sanctan beggar found in Appendix II.

MASTER WHOEVER

See Act I, Scene Three, page 42.

PACE

See Act I, Scene Five, page 22.

ROSSA

See Act I, Scene Five, page 23.

PEGRIN THE UGLY

Male Wrigglie criminal, thief 4; CR 4; Medium humanoid 
(human); HD 4d6+4; hp 20; Mdt 13; Init +6; Spd 30ft.; AC 
14, touch 13, flat-footed 12; Base Atk +3; Grap +3; Atk +2 
melee (1d8, morningstar) or +3  ranged (1d8/19–20, light 
crossbow); Full Atk +2 melee (1d8, morningstar) or +3 
ranged (1d8/19–20, light crossbow); SA sneak attack +2d6; 
SQ criminal trait, evasion, jaded, trap sense +1, trapfinding, 
uncanny dodge; Rep +1; SV Fort +2, Ref +6, Will +4; Str 
10, Dex 14, Con 12, Int 13, Wis 14, Cha 6.

Background Skills: Gather Information, Sleight of Hand.

Skills and Feats: Bluff +5, Diplomacy +9 (+11 with scum), 
Disable Device +6, Disguise –2 (+0 acting), Gather 
Information +10, Hide +7, Intimidate +0, Knowledge (local) 
+9 (+11 navigating the Maze), Listen +7, Move Silently 
+7, Search +5, Sense Motive +7, Sleight of Hand +14, Spot 
+6 (+8 notice thievery); Improved Initiative, Maze-Savvy*, 
Streetwise B*.

*New feat, see Thieves’ World Player’s Manual for details.
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Macklin, the captain of this squad of guards, simply arrests 
everyone except Minx and Pegrin (who wouldn’t be stupid 
enough to kill someone in their own tavern). If everyone comes 
along quietly, the guards don’t make any trouble. If not, they take 
everyone by force.

Obviously, the entire set-up of Murder at the Vulgar Unicorn 
assumes the PCs are captured by the town guard at the end of this 
encounter. Unfortunately, this is also the plot point that players 
are most likely to resist. Being captured often feels like “losing,” 
and players hate to lose. Especially since the adventure is designed 
to make the PCs look guilty, it’s not unreasonable for players to 
seek to avoid capture. Since the game goes more smoothly if the 
PCs don’t deviate from the planned script this early, you need to 
carefully handle player efforts to avoid capture.

Before allowing the PCs to act, make it clear all the other NPCs 
present immediately surrender. There are simply too many guards 
for anyone to realistically hope to escape now, and fighting the 
guard is just likely to get someone hurt. By having everyone 
else surrender, you can show the players that this situation is 
beyond their ability to fight through. Also, if other patrons seem 
unsurprised and unafraid, it reinforces the idea that being captured 
by the guard isn’t a death-sentence. You may even want to have 
Macklin reinforce that idea. (“Easy now. If you’ve done nothing 
wrong, you’ve got nothing to fear. The Sharda will know if you’re 
guilty or not.”) The PCs should know who the Sharda are as their 
presence in the city is becoming common knowledge. Reinforce 
the fact that the Sharda are a new law enforcement agency known 
for being incorruptible. They were created by Judge Nevermind 

in response to the rampant corruption found in the watch and 
the guard. 

If possible, don’t have a guard start a fight. The guards know 
combat is lethal and dangerous, and talk as long as they can 
without coming to blows. They won’t allow PCs to escape, but 
they will talk for a good long time if there’s any chance they can 
bring in the PCs without risking their lives. If things do come to 
a fight, the guards should try to deal nonlethal damage for one 
or two blows before doing lethal damage. (A character that takes 
nonlethal damage even once during a fight is unlikely to be killed 
accidentally by a later lethal blow, just knocked unconscious.)

It’s also perfectly acceptable to simply tell players that their 
characters are taken by the guards to see Judge Nevermind. If 
they complain, blame it on the writing of the adventure (we don’t 
mind), and assure them they won’t be penalized for allowing a 
“narrative” moment to dictate the outcome of the encounter. 
Obviously you should never tell players what their characters are 
thinking or trying, but it’s within a GM’s purview to let them 
know a sequence of events turns out in a predetermined way (as 
long as that’s never used to penalize them or short-circuit clever 
thinking or good luck on the player’s part). If you’re going to 
use this option, use it before players actually start making rolls 
to try to escape.

Players may want to memorize details of who is here, who 
has escaped, and where everything is. Since part of Murder 
at the Vulgar Unicorn is a mystery, it’s perfectly reasonable to 
allow a player to write down any details he thinks to ask about 
now. Trying to come up with a detail later requires a DC 15 
Intelligence check for each specific question. A DC 15 Spot 
check allows a character to notice Pace is missing, even if the 
players don’t think to ask.

TYPICAL WATCHMAN (14)

Male Wrigglie constable, warrior 1; CR 1/2; Medium 
humanoid (human); HD 1d8; hp 4 each; Mdt 14; Init +0; 
Spd 30 ft.; AC 13, touch 10, flat-footed 13; Base Atk +1; Grap 
+1; Atk +1  melee (1d6/19–20, short sword) or +2 ranged 
(1d8/19–20, light crossbow); Full Atk +1 melee (1d6/19–20, 
short sword) or +2 ranged (1d8/19–20, light crossbow); SQ 
constable trait, jaded; Rep +0; SV Fort +2, Ref +0, Will +1; Str 
11, Dex 10, Con 11, Int 10, Wis 11, Cha 10.

Background Skills: Knowledge (local), Spot.

Skills and Feats: Intimidate +9, Knowledge (local) +4, Listen 
+4, Sense Motive +2 (+4 lies), Spot +6; Alertness B, Weapon 
Focus (light crossbow).

Languages: Wrigglie (S).

Contacts: Information (1).

Possessions: Studded leather armor, short sword, light 
crossbow with 10 bolts, rawhide strap (for binding hands), 
bullseye lantern, flint and steel, oil flask, traveler’s outfit, 6 
sh, 12 pd.
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• A DC 15 Knowledge (local) check tells a PC who the 
Silent Brothers are and that they hang out in the Maze. 
If the PCs go to the Maze hunting for them, have 
every PC make both Spot and Hide checks, and make 
the same checks for all the Silent Brothers. Compare 
the best Spot check on each side with the worst Hide 
check on the opposing side. Whichever group’s best 
Spot check beats the opponent’s worst Hide check by 
the most notices the opposing force first.

• A DC 13 Gather Information check outlines where 
the Silent Brothers can be found at the time the 
check is made, and where they’re likely to go soon 
(both locations in the Maze). With this information, 
the PCs can set up an ambush without needing to 
worry about Hide checks, since they know where 
the silent Brothers are going.

• A DC 10 Intimidate check made against any 
reasonably well informed beggar or similar street-
folk lets the PCs know where the Silent Brothers are 
going to be soon. However, unless the Intimidated 
NPC is paid off or somehow restrained, he gets 
word to the Silent Brothers in retribution for 
being threatened. As a result, it’s the PCs who are 
ambushed at the stated locale.

If the Silent Brothers manage to Spot the PCs first or set up an 
ambush for them, they keep it very simple. When the PCs pass 
by an alley, the Silent Brothers rush out from it in an effort to 
kill the PCs. This begins with a surprise round, with the PCs all 
needing to make Listen checks against the lowest Move Silently 
check the Silent Brothers manage. Anyone who succeeds can 
move on the surprise round, but those who fail are unable to act 
until the first full round.

SILENT BROTHERS

Wrigglie bandit, warrior 1; CR 1/2; Medium humanoid 
(human); HD 1d8; hp 6; Mdt 13; Init +1; Spd 30 ft.; 
AC 13, touch 11, flat-footed 12; Base Atk +1; Grap +2; 
Atk +3 melee (1d4+1/19–20, masterwork dagger) or +2 
ranged (1d4+1/19–20, throwing dagger); Full Atk +3 
melee (1d4+1/19–20, masterwork dagger) or +3 ranged 
(1d4+1/19–20, throwing dagger); SQ bandit trait, jaded; 
Rep +0; SV Fort +2, Ref +1, Will +1; Str 12, Dex 13, Con 
11, Int 10, Wis 10, Cha 8.

Background Skills: Hide, Move Silently.

Skills and Feats: Hide +6, Intimidate –1 (+1 recognized), 
Knowledge (local) +2, Listen +0, Move Silently +9, Spot 
+0; Skill Focus (Move Silently) B, Stealthy.

Languages: Wrigglie (S).

Contacts: Influence (1).

Possessions: Leather armor, masterwork dagger, dagger, 
traveler’s outfit, 6 pd.

TACTICS

If the Silent Brothers manage to set up an ambush for the PCs, 
they depend on their whisper-silent movements to allow them 
to charge and stab as many PCs as possible in the first round of 
combat. If they are themselves ambushed, they try to stay close 
together to prevent themselves from being flanked or cut off 
from one another.

In either case, in the Silent Brothers’ experience, a wounded 
merchant is more likely to surrender than fight, so each Brother 
targets an uninjured foe if given a choice between that and an 
enemy who is already bleeding. Although there are six of them, 
the fact they are just warriors (rather than fighters) and they 
are armed with only two daggers each make them, at best, a 
challenge for a well-prepared group of 4 PCs. If it’s clear they are 
losing, the Brothers flee, though if ordered to halt by someone 
with a ranged attack they obey (with only 6 hp, it’s easy to believe 
a single attack can bring you down).

DEVELOPMENTS

If captured, the Silent Brothers outline where they got their 
daggers, and how they came to lose 3 of them. This last story is 
important, because anyone with even passing familiarity with 
the Irrune know they don’t pay for anything. Karizal may have 
looked like an Irrune, but he must have been something else. 
(An Irrune PC knows this without having to roll. Anyone else 
can figure it out with a DC 10 Knowledge (local) or other 
appropriate skill.) Obviously, this leads directly to looking for 
Karizal (see Scene Six).
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Languages: Trade Tongue (S), Wriggle (S).
Contacts: Information (1), Skill (1).
Possessions: Padded armor, shortsword, light crossbow with 
10 bolts, ring of protection +1, potion of convert light wounds, 
masterwork thieves’ tools, 72 sh.

ROSSA

Female Wrigglie courtier, thief 3; CR 3; Medium humanoid; HD 
3d6+3; hp 16; Mdt 12; Init +2; Spd 30 ft.; AC 12, touch 12, flat-
footed 10; Base Atk +2; Grap +2; Atk +2 melee (1d3 nonlethal, 
unarmed strike); Full Atk +2 melee (1d3 nonlethal, unarmed 
strike); SA sneak attack +2d6; SQ courtier trait, evasion, jaded, 
trap sense +1, trapfinding; Rep +0; SV Fort +2, Ref +5, Will +2; 
Str 10, Dex 14, Con 12, Int 13, Wis 10, Cha 14.

Background Skills: Bluff, Gather Information.

Skills and Feats: Appraise +7, Bluff +11, Diplomacy +10 (+12 
among peers), Disguise +2 (+4 acting), Gather Information 
+11, Hide +8, Intimidate +4, Knowledge (local) +8, Listen 
+8, Move Silently +8, Sleight of Hand +8, Spot +8; Alertness, 
Skill Focus (Bluff ), Streetwise *B.

*New feat, see Thieves’ World Player’s Manual for details.

Languages: Ilsigi (S/W), Wrigglie (S).

Contacts: Information (1).

Possessions: None

TACTICS

It’s important to remember the fenniath is here to kill Pace first 
and foremost, and Rossa second. That doesn’t mean it ignores the 
PCs if they attack it—the thing is smart enough to know it can’t 
accomplish its mission when dead. But it doesn’t go out of its way to 
hurt the PCs either. If a PC is not acting as a threat, is backing away 
from the fight, or has been knocked unconscious, the monster moves 
on to another target. It’s been given specific instructions, so it won’t 
leave as long as either Pace or Rossa is alive, fighting to the death if 
necessary. Once both its targets are dead, the fenniath flees.

Pace also fights to the death if he has to (and likely he will die; 
he’s no match for the fenniath), but in his case it’s all about anger. 
Pace knows it’s no coincidence this monster has showed up in the 
warehouse Pace was sitting in waiting to get paid. Whoever hired 
him clearly wants him dead, rather than alive and demanding his 
money. Even if Pace survives this attack, he assumes his employer 
will send more things after him, so he’s dead sooner or later.

Rossa’s tied up, so her tactical options are limited. If freed, she 
gets behind the biggest looking PC and stays there. If given a 
weapon she’ll defend herself if forced to, but she’d much rather 
let someone else do the fighting. If it looks like the PCs and 
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Pace aren’t going to be able to hold back the fenniath, she flees. 
If the fenniath goes after her and no PC chases after it, it’s safe 
to assume it kills her an alley or two away. The PCs can find 
her body with “Swan” scrawled in her own blood, as described 
under Developments.

The fenniath is a bit much for the PCs to face right now unless 
they’ve already gained a level or two. This encounter is only 
fair to them if the monster and Pace stick pretty close to the 
script. Once the fenniath is weakened after taking out Pace and 
distracted by trying to get to Rossa, the PCs have a decent chance 
against it. This encounter is one of tiered success levels. If the 
PCs beat the fenniath before it kills Pace, they gain the most. 
If they defeat it after Pace is dead but before Rossa dies, they 
get a standard amount of information. If they don’t manage to 
kill it until after Rossa is dead, or they fail entirely, they get just 
enough to help them piece together the clues later.

DEVELOPMENTS

If the PCs beat the fenniath before Pace is killed, he becomes much 
more helpful. He’s not suddenly the PCs’ best friend, but he does 
believe in helping people who save his life. It’s only fair, and it 
encourages them to do so again if the situation arises. Besides, he’s 
now convinced his employer tried to get rid of him. That means 
both that he has no ethical obligation to his employer (changing 
sides without cause is bad for business), and he has no reason to 
keep Rossa tied up. He’s happy to confess he was originally hired 
to kidnap or kill Rossa by Erilissi, who contacted him through a 
man named Arion Swan. He doesn’t know who hired him now 

that Erilissi is dead, but they also got word to him through Swan. 
(In fact, it was Swan himself who hired Pace the second time, 
believing both Pace and Rossa to be loose ends that should be 
wrapped up before the plague breaks out).

If the PCs can save Rossa, she becomes a font of useful 
information—as long as they’re willing to allow her to flee 
Sanctuary. She’s not going to willingly talk to a Sharda or anyone 
else in authority—she is technically a spy, after all. However, she’s 
decided Sanctuary is simply too dangerous for her now, and plans 
on changing identities and getting out of town before anyone else 
comes looking for her. She goes so far as to write out what she 
knows if the PCs ask—they can always take that to the Hall of 
Justice as evidence, if not proof, of what she claims. If the PCs 
manage a Diplomacy or Intimidate check that swings her attitude 
all the way to helpful, she’ll even go to the hall of Justice if they 
insist, but she’s still planning on leaving as soon as possible.

She admits to being an agent for the Kingdom of Ilsig, and she 
had determined, despite his talk and appearance, that Erilissi was 
a Rankan agent. He was too earnest about his pro-Ilsigi rants, so 
Rossa began following him. She didn’t know what he was up to, but 
saw him talking to Arion Swan on several occasions, and receiving 
what looked like money purses from Swan. She also saw Erilissi 
meet with a short, overweight man in a cloak (Paithas Meed, though 
Rossa doesn’t know his name) on more than one occasion, often 
passing him the purses gained from Swan. The small fat man had 
a hunched back, was left handed, and obviously didn’t want to be 
spotted with Erilissi. Rossa had decided Erilissi was up to no good, 
and had decided to kill him, but she never got the chance. She heard 
Pace talk about being contacted through Swan, which leads her to 
believe Swan and Erilissi were more than casual acquaintances.

If Rossa dies, the PCs get a lot less information. She scrawls the 
word “Swan” on the floor, in her own blood, if necessary, but the 
PCs are left with no context to identify the name (though it ties 
in with clues they get in Act Two).

If the fenniath doesn’t make it back to Arion Swan, he panics 
and goes underground (hiding in the barrows, as mentioned in 
Act Three). That means no effort to find him is going to succeed 
right at the moment. If the PCs ask around, they find people 
who know his normal haunts, but no one has seen him recently, 
Arion Swan is a matter for later in the adventure.

ACT ONE WRAP-UP
Although you may well want to throw in a few side trips (see 
Interludes), these scenes make up the bulk of Act One of the 
adventure. It’s a good idea not to let the PCs out of Sanctuary 
until they’re at least 2nd level, since the adventure just gets 
harder from here. If they haven’t earned enough experience to 
gain 2nd level, throw in a few more side trips, either now or in 
the Swamp of Night Secrets before they reach “Karizal.” In fact, 
the investigation to figure out exactly who and what Karizal is 
may be the best place to add a few extra random encounters to 
boost the PCs’ level.
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It hides within 10 feet of the trail, and when the PCs walk by, 
it leaps out to charge them. If a PC manages to either beat 
the cat’s Hide check with a Spot check or its Move Silently 
check with a Listen check, that PC gets to move in the surprise 
round. Otherwise, the panther is the only one acting until the 
first full round of combat.

PANTHER (1)

19 hp; use the leopard in the MM for statistics.

TACTICS

This fight is about territory for the panther; it sees the PCs 
as intruders and competition. Its goal is to drive off the PCs, 
killing any it can and wounding the rest. The panther tries to 
bring down the smallest, frailest looking target first, then moves 
on to whoever has hurt it the most. Once the panther is down 
to 6 hp or less, it flees back to Fort Wherever if it can. If the 
PCs flee, it only chases them if it has 10 or more hp.

DEVELOPMENTS

If the panther drives off the PCs, it continues to patrol. If it 
is driven off, it returns to Fort Wherever to be with Master 
Whoever. Keep track of how long it takes the PCs to encounter 
the panther again. It only recovers its hit points at a natural 
rate—Master Whoever has no way of healing it more quickly. If 
it doesn’t have at least 10 hp when the PCs next encounter it, the 
panther backs away and only fights if attacked or cornered.

with can work, with a Bluff, Diplomacy, Gather Information, 
or Intimidate check (as appropriate) made by a PC or contact 
acting as an “investigation check” to determine how much 
information is turned up. A check reveals the information listed 
below for its DC, and all information for lesser DCs.

If multiple PCs are investigating, consider having each one 
pick up a different piece of information. If they confer with 
each other during the investigation, allow each successful 
investigation check to add a +2 bonus to future investigation 
checks. Managing the basic DC 10 is enough to let the PCs go 
stumbling out into the swamp, but clearly the more they know 
the better off they are. If a group is enjoying the investigation, 
allow them to spend as much time on it as they wish.

SCENE ONE: AMBUSH
You can’t sneak up on a master of disguise and his pet panther 
in their home territory without risking an ambush. If the PCs 
are actually tracking Whoever, they come to an area where the 
panther’s tracks break off and cross over the trail many times. (This 
is where the panther hunts, which a character with the Track feat 
can easily determine). The PCs get a +2 bonus to Spot and Listen 
checks to avoid the coming ambush if they mention watching out 
for the panther, or take any other reasonable precautions. This 
being the panther’s home turf, it gets a +2 circumstance bonus to 
its Hide and Move Silently checks here.

In any case, whether they know to expect it or not, the panther 
eventually catches scent of the PCs and sets up to jump them. 
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the north. It carried no cargo but the pigs, which were to be 
delivered to “Paithas Meed” at “cove location out of sight of 
Sanctuary.” A character that actually makes a DC 10 Search 
check also finds a personal letter to Meed in a waterproof 
satchel, jammed beneath a bit of wreckage. The letter is from 
one of the cultists actually arranging for the infected pigs up 
in the far north, and details some of the problems the plot is 
suffering (the note is detailed in Appendix III).

GREATER BENGIL CRAB (1)

hp 59; see Appendix I for statistics. 

TACTICS

The crab stays hidden behind chests and beams when in the 
hull, gaining a +2 circumstance bonus to Hide checks. The crab 
waits for a target to come within 20 feet before scuttling out 
to savagely attack. It always attacks the nearest foe, paying no 
attention to such things as ranged attacks or spells—it just isn’t 
smart enough to do anything but attack the nearest opponent. 
Once it drops a foe, the crab moves on to another character. 
If there are no obvious targets, it goes back to gnawing on 
corpses—pig or player character, whichever is the closest. 
If the adventures reduce the crab’s hit points to 5 or less, it 
retreats to safety. 

TREASURE

A few valuables have escaped the swamp dwellers’ raids on the 
wreckage, but not much. A DC 20 Search check reveals a small 
chest with 200 sh of coins and silver jewelry.

SIDE TRIPS
The Swamp of Night Secrets is not a safe place. If you need a 
random encounter, you can throw in more ordinary crabs, one 
or more ‘Nighter scum (see Appendix II), or any flora and 
fauna that is appropriate for a swamp. There’s nothing else 
directly connected to the murder plot in the swamp, but you 
can add as much as you need for pacing or to help PCs gain 
levels. Alternatively, you can add more side trips in Sanctuary, 
especially if you haven’t used all the Interlude encounters yet. 
Ideally, the PCs will be close to 3rd level before they move on 
to the investigation of Paithas Meed and Brown Bear Inn.

BACK TO SANCTUARY
By all accounts, the best translator in town is Heliz Yunz, the 
Linguist of Lirt. If the PCs ask about getting a document 
translated, he is the man everyone recommends. Besides, the 
PCs need to have the note professionally translated for the 
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Sharda, who are also likely to insist Heliz be the one to do it. 
As he has a well known shop, finding Heliz isn’t difficult.

For a fee of 2 sh, Heliz agrees to translate the document 
and requires a day to do so. (This is an excellent opportunity 
to put the PCs through a side trip if they had trouble with 
Whoever. Things just get tougher from here, so the PCs may 
need experience to gain a level.)

Heliz is more than a mere translator, however. Though he has 
managed to keep it secret, he can learn things about people 
by reading things written in their own hand. He recognizes 
the handwriting of Paithas Meed and knows the man intends 
great violence. However, Yunz is not going to expose himself 
to the PCs, so he couches everything in terms of things he 
can tell based on the handwriting used in the note. He tells 
the PCs the note’s author is using diction that suggests he was 
male, a religious man, likely an Ilsigi, and was left handed with 
a hunched back. (In fact, Paithas Meed wrote the note when 
he decided Erilissi needed to die. He also intended to kill the 
person he sent the note to, which Yunz is aware of. He’s trying 
to give the PCs some warning, without exposing himself.)

There aren’t that many hunched, overweight merchants in 
Sanctuary, so the PCs should get the scent for Paithas Meed 
without too much difficulty. Asking after him quickly reveals 
Paithas fled Sanctuary a few nights after Erilissi was killed (he 
should only be about a day ahead of the PCs), selling the last of 
his spices cheap, and having the money for it sent after him to 
the Brown Bear on the General’s Road. Clearly, Paithas was in 
a hurry.

TACTICS

There’s absolutely no reason to attack Yunz. While an ass, he 
is not threatening in anyway. If the PCs do, he flees into the 
street, calling for the guard. Since he doesn’t work on the Hill or 
in the Maze, help comes in the form of three mid-level typical 
town guards and Lumm the Staver. Heliz Yunz is fully detailed 
in Green Ronin’s Shadowspawn’s Guide to Sanctuary. 

OFF TO THE BROWN BEAR
The rest of Act Two takes place in and around the Brown Bear 
Inn, a roadside hostel and tavern about a day’s travel north 
along the General’s Road. The Brown Bear is a popular last 
stop for travelers heading into Sanctuary, though business has 
never been all that great. It also caters to the local farmers who 
come here to swap lies and drinks in the evenings. 

Any effort to find Paithas Meed should eventually point to 
the Brown Bear. Since the PCs should already have the letter 
Master Whoever kept on him, as well as the notes from the log 
of the Weeping Maiden, they should be looking for Paithas. 
If not, you can goad them on with more information from 
Rossa or the Sharda, either of whom may have heard that the 
merchant was asking questions about Erilissi. Paithas maintains 
a low profile, conducting his trade business here instead of in 

the city, having lost his shop in the city. Paithas also deals from 
time to time with Makker (a drug dealer in the Shambles) and 
brings opah to the city from a few outlying towns. 

A couple hours away by walking, the Dyareelans have co-opted 
a farm to store the infected pigs that have already arrived. The 
cultists send agents into the Brown Bear posing as Apostles 
of Nature, wandering wise-men attempting to gather enough 
money to raise a temple to their order near (but not in) 
Sanctuary. Since a number of odd religious groups are drifting 
around the villages outside Sanctuary since the Irrune forbade 
the worship of any non-Irrune gods within the city’s walls, the 
locals haven’t yet penetrated this cover story.

The Apostles claim to be a group focused on the bounties of 
earth (locals ironically suspect they might be an offshoot of 
Heqt worshippers). They prowl the area around the Brown Bear 
to witness the local beauty, something no farmer can really 
comprehend given the largely deforested hills. In truth, they’re a 
cell of armed Dyareelan cultists under the command of Paithas 
Meed, who is their contact with Sorbeth, the ircastra’n running 
the entire plague plot. The Apostles have been doing their best 
to drive away anyone who might stumble onto their infected 
pigs early, including local farmers, travelers, and merchants 
who trade with the local farmers. They’ve been setting fires, 
killing anyone they catch alone, and marking trees and rocks 
with strange (though meaningless) symbols. They want people 
to get the idea that the area is cursed, and it’s begun to work.

However, the most respected man in town doesn’t believe the 
locals have any more serious problems than some hooligans 
making trouble. The owner of the Brown Bear, Duncaen, 
generally acts as principle “citizen” on the rare occasion the 
independent farmers need to come together to make a decision. 
As a result, not everyone has abandoned their homes, and in 
fact, a few citizens have begun to patrol the local territory 
looking for troublemakers. This is causing problems for the 
Apostles, who have begun pressuring Duncaen to publicly 
agree with the idea that the land is cursed. So far Duncaen has 
refused, but he’s slowly beginning to think the Apostles may 
be more than a superstitious flock of religious nuts.

Paithas just arrived a day or so ago, and is unhappy with the state 
of affairs. He depended on the inn to be a safe haven for him as 
he struggles to figure out how to save the entire plague plot. The 
fact that a shipment of pigs (on the Weeping Maiden) was lost, 
and shipments from the north have been delayed, is placing him 
in a precarious position. He’s running low on money to keep the 
pigs out of sight, and all efforts to get more out of Erilissi have 
failed. Paithas became so desperate he had Erilissi killed, hoping 
the act would convince the old man’s contacts of the seriousness 
of the situation. Since Erilissi’s death, Paithas has been sending 
word to Arion Swan, a known confederate of Erilissi, about the 
need for Arion’s contacts to send more money for “the cause.” 
Arion has yet to return any of Paithas’ messages.

If more money doesn’t arrive soon, Paithas is going to have to 
invade nearby farms for feed and space to keep his pigs alive. 
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takes one of the extreme measures outlined below if the PCs 
give him enough time). 

If the PCs confront Paithas here and now, they do so at 
considerable risk. Paithas has at least 17 Apostles to support 
him. Because he doesn’t want the locals to realize how violent 
his men can get, he avoids a fight here if he can without letting 
the PCs blow his cover or get any advantage over him. If the 
PCs press in trying to accuse him, he warns them to leave before 
they suffer a serious defeat. If he can convince them to talk to 
him in private later, he’ll do so. However, no matter what he 
promises, he isn’t going to allow them to speak with him at 
any time without at least a dozen Apostles present.

If the PCs don’t tip their hand, Paithas considers them an 
inconvenience rather than a serious threat. He plays the part of 
friendly but concerned wise man for now, and continues on with 
his plans to force Duncaen to help keep the farmers away.

Not long after Paithas arrives at the Brown Bear, its owner 
comes out to see what the commotion is about. The tavern is 
owned by Duncaen, an experienced merchant and wily old coot, 
along with his oldest daughter Engela. Duncaen tries to keep 
trouble away from his place, and acts to calm anyone getting 
heated about Paithas. Duncaen is suspicious of the Apostles, 
but has no reason to think Paithas is a serious danger. Paithas 
asks permission to speak about dangers facing the village to 
everyone within the tavern and, though uncomfortable about 
it, Duncaen agrees.

The gist of Paithas’s pitch is simple—the constant and 
mysterious troubles plaguing the local farms are proof that 
the area is cursed. He specifically claims to have seen signs of 
plague among local animals and plants, though he burned all 
infected creatures so he has none left to show the citizens. He 
urges everyone to leave the area if they possibly can or to stay 
in their homes until the problems end if they can’t.

There are 12 farmers present. (The locals aren’t likely to get 
into a fight with anyone, so no statistics are provided. If you 
end up needing details for them, use the numbers for the 
low-level city militia found in Appendix II.) The villagers 
begin with an initial attitude of Unfriendly to Paithas, but 
his Diplomacy check may be able to make them consider his 
words anyway. His Diplomacy check takes 10 minutes, and 
his followers all attempt to aid another by making unskilled 
Diplomacy checks. If Paithas manages to bring anyone to 
Helpful, they agree to leave the area the next day. Those who 
are only Friendly offer to consider his words, but plan to wait 
to see if things get worse.

Of course, the PCs may speak out against Paithas. If so, allow 
them to make their own Diplomacy checks, and subtract their 
totals from Paithas’s. This guarantees no one is going to shift 
to Helpful, and makes even Friendly results unlikely. Duncaen 
and his family won’t shift to more than Indifferent, regardless 
of Paithas’s check (they’re too suspicious of him to trust him, 
no matter how slick he sounds). After he’s done talking, Paithas 

asks Duncaen to close the Brown Bear to prevent the spread 
of the plague, and to ask the PCs (and anyone else from out 
of town) to leave. Duncaen promises to consider the request 
(though he obviously has no intention of doing so), and offers 
Paithas a free room for the night (to get him out of the common 
room). Paithas agrees once he has free rooms for his cultists 
as well, and retires for the night.

DUNCAN AND ENGELA

hp 4 each; noncombatants.

PAITHAS MEED

hp 19; see statistics on page 51.

CULTISTS (17)

hp 11 each; see statistics on page 56.

TACTICS

If forced to fight, Paithas immediately seeks cover behind 
his Apostles. Then, he orders his men to target the toughest-
looking combatant among his foes. If anyone is revealed to be 
a spellcaster, Paithas makes them the target of choice for his 
troops. Once safely behind his allies, Paithas uses color spray 
and/or sleep to try to thin the ranks of his enemies. He’s willing 
to catch one of his men in either spell if doing so is likely to 
take out a foe.

Paithas’s followers are extremely devoted to him. All are willing 
to die for him and fight viciously to protect him. They throw 
their bodies in front of him, and attempt to swamp anyone 
attacking him from range. They obey his every order, including 
not attacking a specific foe even if that foe hits them; they suffer 
such blows without complaint). If Paithas dies, the followers 
present fight to the death.

These tactics apply any time Paithas or the Brothers get into a 
fight, which is actually more likely to happen later.

Unless directly attacked, Duncaen and Engela stay out of any 
fighting.

DEVELOPMENTS

Duncaen has just about had it with Paithas, and is looking for 
any edge he can get over the cult leader. Since the PCs seem 
to have earned the respect of at least a few of the Apostles, 
Duncaen feels it might be wise to keep them around. Claiming 
his inn has plenty of empty rooms at the moment, Duncaen 
offers to let the PCs stay for a few nights free of charge as a 
reward for driving off what was obviously a serious threat to 
him and his own. If pressed, Duncaen admits he’s hoping the 
PCs may be able to discover what’s been causing such trouble 
lately and eliminate it; giving a free room and meals is a small 
price to pay for that chance.
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never leaves, the cultists cycle through their numbers regularly, 
and Paithas investigates any serious disturbance. If the PCs 
wish, they can attack when everyone is asleep except three 
cultists, (with Paithas in the barn, sleeping), which gives them 
a round or two before an outcry rouses everyone. However, as 
Yurlund does not need sleep, he is always awake, armored, and 
ready for trouble. Alternatively, the PCs could lure Paithas and 
a few cultists into the woods and ambush them, or even go deal 
with Yurlund and the remaining cultists while Paithas stomps 
around the woods.

If the PCs manage to examine a pig, a DC 10 Handle Animal 
check reveals them to be infested with fat brown fleas that 
seem sluggish, as though intoxicated. This can be attributed 
to the cold winter weather, which means the fleas will become 
much more active in a few weeks when Spring arrives. The pigs 
themselves require constant care to prevent them from falling 
ill. There’s a 10% chance that anyone interacting with the pigs 
gets a fleabite, exposing them to the Dyareelan plague (chaos 
plague, contact, DC 13, incubation 1d3 days, 1d3 Wis and 1d3 
Con). Because it is a magic disease, it’s impossible to be cured 
by any normal means once a target is infected. If treatment or 
successful Fortitude saves after getting sick would normally 
indicate a cure, the disease is instead dormant for one week. 
After that week, the victim must make a new save to see if 
he gets sick again. Even when not showing symptoms, an 
infected target can infect others. However, if the PCs obtain 
the documents that Paithas Meed has, they discover a recipe 
to cure the plague. Details for obtaining the special ingredients 
necessary can be found in Act 3, Scene One: Making Change, 
on page 53. 

Anyone who makes a Handle Animal check of 5 or less 
while dealing with a pig enrages it, causing an attack. Use the 
statistics for boars from the MM.

CULTISTS (9)

hp 11 each; see statistics on page 56.

PAITHAS MEED

Male Ilsigi apprentice, mage 4; CR 4; Medium humanoid 
(human); HD 4d4+8; hp 19; Mdt 15; Init +0; Spd 30 ft.; 
AC 10, touch 10, flat-footed 10; Base Atk +2; Grap +3; Atk 
+4 melee (1d4+1/19–20, masterwork dagger); Full Atk +4 
melee (1d4+1/19–20, masterwork dagger); SQ apprentice 
trait, skilled, technique (metamagic expert); Rep +1; SV 
Fort +3, Ref +1, Will +3; Str 12, Dex 11, Con 15, Int 14, 
Wis 8, Cha 13.

Background Skills: Concentration, Spellcraft

Skills and Feats: Concentration +10, Diplomacy +11, Gather 
Information +4, Knowledge (arcana) +8, Knowledge 
(history) +8, Knowledge (local) +8, Listen +1, Spellcraft +11, 
Spot +1; Alertness, Endurance, Skill Focus (Diplomacy) B, 
Still Spell B.

Languages: Ilsig (S/W), Rankene (S/W), Wrigglie (S), 
Yenized (W).

Spells: safe level 2nd; spellcasting +9; ritualcasting +6; save 
DC 12 + spell level.

Known Spells (7): color spray (1st, MT 20, price 1), grease 
(1st, MT 20, price 1), gust of wind (2nd, MT 30, price 2), 
levitate (2nd, MT 30, price 2), message (0-level, MT 10, 
price 0/1), prestidigitation (0-level, MT 10, price 0/1), sleep 
(1st, MT 20, price 1).

Familiar Spells (7): blink (3rd, MT 40, price 6 lethal), hold 
portal (1st, MT 20, price 1), pyrotechnics (2nd, MT 30, price 
2), read magic (0-level, MT 10, price 0/1), shatter (2nd, MT 
30, price 2), shield (1st, MT 20, price 1), ventriloquism (1st, 
MT 20, price 1).

Possessions: Masterwork dagger, lesser rod of silent spell.

YURLUND

Male Mrsevadan acolyte, godsworn 4; CR 4; Medium 
humanoid (human); HD 4d10+15; hp 37; Mdt 21; Init +2; 
Spd 30 ft.; AC 17, touch 12, flat-footed 15; Base Atk +4; 
Grap +6; Atk +7 melee (2d4+3/×3, masterwork Enlibar steel 
ranseur) or +7 ranged (1d4+2/19–20, masterwork dagger); 
Full Atk +7 melee (2d4+3/×3, masterwork Enlibar steel 
ranseur) or +7 ranged (1d4+2/19–20, masterwork dagger); 
SQ acolyte trait, brash, divine health ×2 (need not sleep, +1 
hp/hr); Rep +1; SV Fort +5, Ref +4, Will +3; Str 15, Dex 
14, Con 16, Int 10, Wis 12, Cha 11.

Background Skills: Heal, Knowledge (religion).

Skills and Feats: Diplomacy +2, Handle Animal +6, Heal +3, 
Knowledge (religion) +8, Ride +6, Sense Motive +8; Combat 
Reflexes B, Power Attack, Toughness B.

Languages: Mrsevadan (S), Wrigglie (S).

Spells: safe level 2nd; ritualcasting +3; save DC 11 + spell 
level.

Known Spells (3+2d): convert light wounds (1st, MT 20, price 
1), convert minor wounds (0-level, MT 10, price 0/1), doom 
(1st, MT 20, price 1), shatter (2nd, MT 30, price 2), zone of 
truth (2nd, MT 30, price 2).

D: Domain spell. Domain: Catastrophe (limited evasion).

Familiar Spells (2): detect curse (1st, MT 20, price 1), detect 
magic (0-level, MT 10, price 0/1).

Possessions: Mithral breastplate, masterwork Enlibar steel 
ranseur, masterwork dagger, 5 sh.

TACTICS

Paithas and any cultists with him use the same tactics described 
in Scene Six. Paithas considers himself to be important, but 
isn’t willing to go back to Sanctuary if the pig farm has been 



- 52 -

ACT II: THE PLOT THICKENS

destroyed. He flees against foes that seem to be attacking him, 
but fights to the death against foes trying to damage the farm 
or free the pigs.

Yurlund is a different matter. Though infused with the power 
of his deity, Yurlund tries rituals only outside of combat (often 
to heal himself or allies). During a fight, he depends on his 
Enlibar steel “boar spear” (ranseur) and armor. Yurlund doesn’t 
believe in negotiations—anyone who seems hostile is attacked 
and killed. Someone who might not be hostile is warned off, 
and then attacked if they refuse to leave. Yurlund never sleeps, 
and is always armed and armored. As long as he’s up, no cultist 
who sees him surrenders or flees except Paithas.

DEVELOPMENTS

If the PCs get the documents Paithas has on him, they don’t 
have to deal with the rest of this situation if they don’t want to. 
Yurlund makes only a token effort to chase them, considering 
the pigs far more important. If the PCs tell the Sharda about 
the pig farm, Yurlund and the Brothers are taken out by a 
group of guards, Sharda, militia, and Irrune who think a fight 
sounds like fun. If the PCs don’t mention them, Yurlund brings 
24 pigs into Sanctuary in a few weeks, and begins spreading 
disease. However, there aren’t enough pigs, and normal 
measures of quarantine prevent the sickness from becoming 
a major outbreak.

If captured, Paithas refuses to cooperate unless forced. Of 
course, the papers he has from Erilissi’s body and the message 
from Arion Swan are pretty damning evidence that he’s behind 
some plot, if not specifically what. He also has tattoos across 
his back marking him as a Dyareelan, as do most of the cultists 
present.

Further, the cultists other than Paithas and Yurlund are less 
dedicated, and willing to talk to spare their own lives. They 
know only that the cult hoped to use a plague to bring itself 
back to power, and Paithas made arrangements for that with 
Erilissi. Recently Paithas was angry with Erilissi and has called 
him a traitor in the past few days. They also know another 
shipment of pigs is due soon, but not where or on what ship.

By the end of this encounter, the PCs should know the 
following. Erilissi was a contact of both Paithas and Arion 
Swan. Paithas had Erilissi killed by Master Whoever, likely 
because Erilissi refused to provide more money. Paithas is 
part of the Dyareelan cult, who wishes to bring infected pigs 
into Sanctuary. The cult has a cure, but it appears Erilissi was 
working for another master as well, and planned to die in the 
plague while making the cure public. Arion has a meeting 
planned with Paithas “beneath the Black Temple” to discuss 
the matter. Even if the PCs aren’t clear on all these details, 
they’ll soon be explaining them to the Sharda, which gives you 
an opportunity to bring things together for them.

Now, it’s time to head back to Sanctuary.
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BEZUL THE CHANGER

Male Wrigglie merchant, savant 6; CR 6; Medium 
humanoid (human); HD 6d6+3; hp 26; Mdt 11; Init +0; 
Spd 30ft.; AC 11, touch 10, flat-footed 11; Base Atk +4; 
Grap +5; Atk +6 melee (1d4+1/19–20, masterwork dagger); 
Full Atk +6 melee (1d4+1/19–20, masterwork dagger); SA 
master merchant, merchant trait, supportive; SQ jaded, 
merchant trait; Rep +1; SV Fort +2, Ref +2, Will +8; Str 
12, Dex 10, Con 10, Int 14, Wis 15, Cha 13.

Background Skills: Appraise, Knowledge (local).

Skills and Feats: Appraise +14, Bluff +7, Diplomacy +16, 
Disguise +1 (+3 acting), Gather Information +14, Handle 
Animal +7, Intimidate +3, Knowledge (local) +13, Listen 
+9, Profession (merchant) +14, Ride +2, Search +10, Sense 
Motive +9, Spot +8, Survival +2 (+4 following tracks); 
Combat Expertise, Investigator B, Manhunter*, Negotiator 
B, Skill Focus (Profession: merchant) B, Toughness.

*New feat, see Thieves’ World Player’s Manual for details.

Languages: Ilsig (S/W), Wrigglie (S).

Contacts: Information (2).

Possessions: Padded, masterwork dagger, potion of convert 
moderate wounds. At any time there are approximately 5000 
shaboozh worth of items and equipment in the Changing 
House, possibly including weapons and magical items; the 
inventory changes constantly, but Bezul can usually lay his 
hands on something useful.

AMMEN AND JOPZE

Male Wrigglie mercenary, fighter 2; CR 2; Medium 
humanoid (human); HD 2d10+2; hp 17; Mdt 16; Init +0; 
Spd 20 ft.; AC 14, touch 10, flat-footed 14; Base Atk +2; 
Grap +3; Atk +4 melee (1d8+1/19–20, longsword); Full Atk 
+4 melee (1d8+1/19–20, longsword); SQ jaded, mercenary 
trait; Rep +0; SV Fort +4, Ref +0, Will +1; Str 13, Dex 10, 
Con 12, Int 8, Wis 11, Cha 9.

Background Skills: Intimidate, Knowledge (geography).

Skills and Feats: Climb +0, Disguise +0, Intimidate +5, 
Knowledge (geography) +2; Alertness B, Improved Bull Rush 
B, Power Attack, Weapon Focus (longsword) B.

Languages: Wrigglie (S).

Contacts: Skill (1).

Possessions: Scale mail, longsword.

MASHAT TANE

hp 3; noncombatant.

SCENE TWO:  
FINDING THE BLACK TEMPLE

The next step in the adventure is for the player characters to 
track down Arion Swan. Their best chance is to intercept him 
at the mysterious “Black Temple”, a ruin located on the Avenue 
of Temples. Getting the characters to reach this conclusion, 
however, can be a bit tricky. If the PCs haven’t come across or 
have an idea how to locate the Black Temple, you can use the 
Sharda to move the events forward. These investigators will 
eventually locate this profane place and mount a raid to clear out 
the tunnels. Assuming the player characters have been working 
closely with the Sharda, they are likely to be asked along for 
added support. 

Alternatively, the characters can do some probing of their 
own. Allow the players to guide the investigation, letting them 
determine the proper NPCs to query, the right locations to 
stake-out, and so on. This is also a good time to make use 
of any information contacts or revisit any of the characters 
already met in the adventure thus far. In short, any reasonable 
plan for investigation that the PCs come up with can work, 
with a Bluff, Diplomacy, Gather Information, or Intimidate 
check (as appropriate) made by a PC or contact acting as an 
“investigation check” to determine how much information is 
turned up.

INVESTIGATION 
Check Information learned

10 The Black Temple is an old building abandoned since the banishment of worship within the walls of 
Sanctuary. It has a single entrance, and is sometimes used as a meeting place for criminals. (The location 
of one of the two entrances is given, so the PCs can lead a raid there with this information.)

15 The space beneath the Black Temple is an old catacomb, where the bodies of the wealthy were once buried. 
It  has long since been raided for valuables, but criminals no longer go there after several disappeared.

20 There are two entrances to the barrows under the Black Temple, set on opposite sides of the building. 
(With this information the PCs can come in from both ends if they wish, or send allies to the far 
entrance to ensure no one escapes).

25 A cult of Dyareelans has moved into the Black Temple.
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SCENE THREE:  
BELOW THE BLACK TEMPLE

The set up for this encounter is looser than most, because there 
are so many ways the PCs could decide to handle this. If they 
decide to go it alone, this proves to be their most difficult fight 
yet. If they go for help or are part of a raid planned by the Irrune 
or Sharda, the stakes are much lower. If the PCs flatly refuse to 
get involved, you can even have NPCs from this fight come find 
them after the catacomb is raided, looking for revenge.

The Black Temple itself is little more than a few wooden walls, 
the stone all having been raided months ago. At each end of the 
temple’s old grounds are simple trap doors (DC 15 Search check, 
or obvious if the temple is watched until a cultist sneaks in or out 
of the barrows). There are two guards at each end of the barrow at 
all times. The number of cultists varies depending on who is busy 
with their other lives—all these cultists maintain a secret identity 
within the community of Sanctuary. As few as six cultists may be 
present, or as many as thirty. If the PCs intend to raid the barrow 
themselves, they should be able to time it for a minimal number 
of cultists. If they have help from the guard or Irrune, the number 
should be higher. Sorbeth is always inside, as is Arion Swan. Swan 
and Sorbeth don’t trust each other, but both are waiting to hear 
from Paithas before taking any drastic action.

Swan has his last fenniath with him and is depending on it to 
keep him safe from the cultists. He raised the creatures from 
pups and is actually quite attached to them. However, he does 
his best to seem to be in, at best, rough control of the creature. 
This allows him to surrender if things go poorly, but claim he 
can’t force the fenniath to give up. If the creature manages to 

win, or even create a likely escape route, Arion takes it even if 
he’s already surrendered.

If the PCs try this by themselves, allow them to plan their tactics, 
timing, and approach. Randomly determine which NPC is in what 
part of the barrow, and who is awake or asleep. If the PCs have 
significant help, describe the early parts of the raid as a confused 
maze of twisting corridors and running fights, with the PCs getting 
separated from most of the other attackers. You may describe them 
seeing a man dressed better than any of the cultists running down 
a side corridor with a fennaith alongside him to goad the PCs into 
separating themselves from the main raiding group. Then, use the 
catacomb map as only part of the underground complex, with 
just Arion, Sorbeth, a single cultist, and the fenniath present. This 
allows the PCs to be in the thick of the most important fighting, 
without penalizing them for getting help. Feel free to add setting 
details such as altars to unknown deities, prisoners, sleeping quarters, 
and miscellaneous loot for window dressing. The barrows are 
intentionally loose to allow you the ability to customize this critical 
section of the adventure for your group.

TYPICAL CULTIST (6–30)

Male or female Wrigglie Dyareelan cultist, survivor 2; CR 2; 
Medium humanoid (human); HD 2d10+2; hp 13; Mdt 18; 
Init +0; Spd 30 ft.; AC 13, touch 10, flat-footed 13; Base Atk 
+1; Grap +2; Atk +3 melee (1d6+1, masterwork club) or +2 
melee (1d6+1, unarmed strike) or +2 ranged (1d4+1/19–20, 
masterwork dagger); Full Atk +3 melee (1d6+1, masterwork 
club) or +2 melee (1d6+1, unarmed strike) or +2 ranged 
(1d4+1/19–20, masterwork dagger); SA bruiser trait, fight 
or flight (aggressive); SQ Dyareelan cultist trait, jaded; Rep 
+0; SV Fort +5, Ref +1, Will +5; Str 13, Dex 11, Con 12, 
Int 8, Wis 10, Cha 9.

Background Skills: Intimidate, Knowledge (religion).

Skills and Feats: Climb +6, Intimidate +9, Jump +6, Knowledge 
(religion) +1, Listen +5, Spot +5, Survival +5; Endurance B, 
Improved Damage Threshold B, Improved Unarmed Strike 
B, Power Attack, Skill Focus (Intimidate) B.

Languages: Wrigglie (S).

Contacts: Information (1).

Possessions: Masterwork studded leather, masterwork club, 
masterwork dagger, cloak of resistance +1.

ARION SWAN

Male Rankan courtier, Noble 6; CR 6; Medium humanoid 
(human); HD 6d8–6; hp 24; Mdt 9; Init +1; Spd 30 ft.; AC 
12, touch 11, flat-footed 11; Base Atk +4; Grap +4; Atk 
+5 melee (1d4/19–20, masterwork dagger); Full Atk +5 
melee (1d4/19–20, masterwork dagger); SQ courtier trait, 
diplomat, inspire 8/day (competence, complacency, courage), 
literate, organize +4; Rep +2; SV Fort +2, Ref +6, Will +7; 
Str 10, Dex 13, Con 8, Int 15, Wis 14, Cha 16.

NEW BACKGROUND: MERCENARY

You’re a sellsword. It never mattered who you served; good 
or bad don’t mean a difference so long as the soldats flow. 
You go where there’s a need for muscle, and Sanctuary is 
just as good as any place else.

Age Modifier: +1.

BONUS SKILLS

Select two from the following: Intimidate, Knowledge 
(geography), Ride, or Sense Motive.

MERCENARY TRAIT

You’ve grown accustomed to the rigors of a mercenary life. 
You gain a +2 bonus to the following checks and saves: 
Constitution checks made to continue running, Constitution 
checks to avoid nonlethal damage from a forced march, 
Constitution checks made to avoid nonlethal damage from 
starvation or thirst, and Fortitude saves made to avoid 
nonlethal damage from hot or cold environments. 
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Background Skills: Bluff, Sense Motive.

Skills and Feats: Bluff +16, Diplomacy +22, Disguise +5 (+7 
acting), Forgery +6, Gather Information +8, Handle Animal 
+8, Intimidate +11, Knowledge (geography) +5, Knowledge 
(nobility & royalty) +7, Ride +7, Sense Motive +16, Sleight of 
Hand +5; Combat Expertise, Deceitful B, Dodge, Leadership 

B, Lightning Reflexes B, Mobility, Negotiator B.

Languages: Ilsigi (S), Irrune (S), Rankene (S/W), Wrigglie 
(S), Yenized (S/W).

Contacts: Information (1), Skill (1).

Possessions: Masterwork dagger, bracers of armor +1, gloves of 
arrow snaring, 200 sh.

FENNIATH (1)

30 hp. See Appendix II for statistics.

SORBETH

Male Wriggle merchant, Initiate 4; CR 4; Medium 
humanoid; HD 4d6; hp 16; Mdt 15; Init +1; Spd 30 ft.; 
AC 16, touch 12, flat-footed 15; Base Atk +3; Grap +3; 
Atk +3  melee (1d8, heavy mace) or +4 ranged (1d4/19–20, 
dagger); Full Atk +3 melee (1d8, heavy mace) or +4 ranged 
(1d4/19–20, dagger); SQ eclectic sorcery (Int), jaded, 
merchant trait; Rep +1; SV Fort +1, Ref +5, Will +6; Str 
10, Dex 13, Con 10, Int 15, Wis 12, Cha 14.

Background Skills: Diplomacy, Knowledge (local).

Skills and Feats: Appraise +3 (+5 alchemical items or 
herbalism items), Bluff  +2 (+3 buying and selling), 
Concentration +5, Craft (alchemy) +7, Craft (herbalism) +9, 
Diplomacy +12 (+13 buying and selling), Gather Information 
+9, Heal +4, Knowledge (arcana) +7, Knowledge (local) +9, 
Knowledge (nature) +7, Listen +3, Profession (innkeeper) 
+8, Sense Motive +6, Spellcraft +9, Spot +3, Survival +1 (+3 
aboveground natural environments); Alertness B, Combat 
Expertise B, Silent Spell, Still Spell.

Languages: Rankene (S/W), Wrigglie (S).

Contacts: Influence (1), Information (1).

Spells: safe level 2nd; spellcasting +6; save DC 12 + spell level.

Known Spells (4): cat’s grace (2nd, MT 30, price 2), convert 
light wounds (1st, MT 20, price 1), detect thoughts (2nd, MT 
30, price 2), mending (0-level, MT 10, price 0/1).

Familiar Spells (2): detect magic (0-level, MT 10, price 0/1), 
locate object (2nd, MT 30, price 2).

Possessions: Heavy mace, dagger, chain shirt, four potions of 
convert light wounds, +1 ring of protection, 20 sh.

TACTICS

Arion is not much of a fighter by himself. He directs his fenniath 
as best he can, and stays behind it if at all possible. Arion’s main 
concern is melee combatants, especially those with big weapons 
or wearing heavy armor. However, anyone who seriously damages 
Arion becomes his target of choice. Arion flees if he can, but 
doesn’t risk running past foes who might cut him down as he 
runs by.

Sorbeth fights to the death. He doesn’t depend on his magic 
during a fight (it’s mostly useful for managing and controlling his 
cultists during the long, slow months of hiding). If he notices an 
opposing spellcaster, that character becomes his primary target, 
especially if he’s a priest or witch. Sorbeth is willing to take big 
risks to kill or wound even one of his foes. He has great faith in 
his deity, and expects a miracle to save him at the last second as 
long as he fights to the best of his ability.

Cultists work to protect Sorbeth first and foremost, and Arion 
secondarily. None surrender, even if Sorbeth is captured. The 
fenniath fights to the death, ignoring Arion even if he is somehow 
convinced to tell it to surrender.

DEVELOPMENTS

If he can’t escape, and it’s clear his remaining fenniath can’t save 
him, Arion surrenders. He’s a pragmatic, and would much rather 
survive than die for any cause. Besides, he knows when the last 
shipment of infected pigs (the Blackguard) is due, and that it’s 
going to dock directly in the city. Even if the PCs have the cure 
to the plague, if the pigs are released into the city, a few people 
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TACTICS

Different forces on the ship have differing tactics. The sailors 
just want to survive. They’ll fight to the death as long as it seems 
possible they might win—there’s little worse than surrendering 
and then having your side be victorious. If the Blackguard is in 
dock, the sailors’ main efforts will be to return to it and begin 
sailing away. However, once it’s clear they can’t possibly win, 
any sailor down to 50% or less of his hit points surrenders. The 
exception to this are four sailors around Demara—she’s used 
Diplomacy (and not a little physical pleasure) to make them 
loyal allies, and they keep fighting as long as she does.

Demara’s tactics depend somewhat on the situation. Demara 
will have 3 spells prepared in advance (the most she’s allowed). 
Exactly what spells she prepares is up to you, but likely options 
include call lightning, cat’s grace, and produce flame. If she knows 
a fight is coming (for example, if the PCs take a ship out to 
intercept the Blackguard) she’s very likely to cast cat’s grace, and 
seek to quickly perform a ritual or two before battle begins (she 
obviously won’t have time for rituals once fighting is going on 
around her). She likely begins with disguise self, following it with 
summon nature’s ally if she has time. Even if she has extra time, 
she’s unlikely to try much more than that; Demara doesn’t want 
to exhaust herself before she gets into battle. She also doesn’t 
want to use her Witchblooded feat early in a fight, but will do 
so whenever pressed (likely boosting her Dexterity to make her 

harder to hit, though she’ll boost Strength if forced into melee 
or needing to swim). If one of the pigs gets free, Demara may 
well use charm animal to gain its assistance (her ability to control 
the beasts is the main reason she’s here).

Nor is she dependent on magic to survive a fight. Demara carries 
a heavy longspear, which means she has reach. Any character 

NEW BACKGROUND: PIRATE

You make a living preying on passing ships and stealing 
their cargo. You may hail from Scavenger Isle or from some 
other pirate cove. You’re not much different than a bandit 
or a thief, but you have a pretty high self-esteem, embracing 
the life of a reckless swashbuckler.

Age Modifier: +0.

BONUS SKILLS

Select two from the following: Balance, Climb, Intimidate, 
Jump, Spot, Swim, or Use Rope.

PIRATE TRAIT

Pirates are accustomed to a life at sea. You gain a +2 
competence bonus to all Balance checks and a +2 competence 
bonus to Climb checks made to climb rigging.
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Arizak isn’t an emotional man, but he believes anyone who 
unravels a major plot against his city is worth the time for an 
audience. He commends the PCs for their service to the city, 
and makes it clear they have been found innocent of any guilt 
regarding the death of Erilissi the spy. If the players seem to be 
interested in talking to Arizak, give them the opportunity. He 
spends most of his days dealing with problems and dull issues 
of city administration. The old raider appreciates an opportunity 
to hear tales of bravery and battle once more.

The pouches contain silver for the PCs. Arizak explains that 
these are not rewards—they’re the PCs’ shares of monies taken 
in battle with forces the PCs exposed. If the PCs dealt with 
the pig farm, barrows and the Blackguard, the pouches contain 
1000 sh each. If the PCs dealt with only two of those threats the 
pouches have 600 sh each, and if the PCs dealt with only one of 
them the pouches have only 300 sh each. There is one pouch for 
each PC still alive at the end of the adventure.

TACTICS

If the PCs attack Arizak, they’re killed. Doing so would be 
mind-numbingly stupid at this level, so make sure the players 
know that if they begin to sound trigger-happy. There’s no need 
to run through such a fight—the PCs just lose.

DEVELOPMENTS

In addition to the gratitude of Arizak and a sum of silver to 
spend, the PCs have earned another reward. Each character that 
played through at least half the encounters of this adventure has 
earned a free contact of whatever type the player prefers. Such 
contacts are most likely to be NPCs the PCs dealt with during 
the course of the adventure. Additionally, each PC’s reputation 
bonus increases by 1, representing the increased exposure the 
PCs have earned.

CONTINUING THE ADVENTURE
Once the dust settles and the PCs have the good graces of 
Arizak, the adventure is effectively over, but it need not be. 
Murder at the Vulgar Unicorn can serve as a springboard for 
a larger campaign. Perhaps Master Whoever was also hired 
by another shadowy figure, and by the PCs involvement in 
eliminating the ’Nighter assassin, the PCs have inadvertently 
gained a new enemy. Or, maybe hidden in the Blackguard’s hold 
was a cursed artifact. What would happen if a thief who crept 
on board when no one was looking found it? Use the following 
special encounter as a transition to move the plot forward to an 
adventure of your own design.

Shortly after the PCs receive their rewards and have a chance 
to spend their newfound wealth, they should eventually head 
back to the Vulgar Unicorn. Along the way, an assassin picks 
up their trail. Torril Fel, a Rankan lord with a vested interest 
in the pig plot, caught wind of the PCs role in foiling his plot 
to restore Ranke’s sovereignty over Sanctuary. So, the noble 
hired a skilled Caronnese killer to track them down and snuff 
out their lives.

As the party heads back to the Vulgar Unicorn for a night of 
drinking and backslapping, have everyone make DC 22 (the 
assassin’s Move Silently check) Listen checks. If they succeed, 
they hear a boot scrape against stone. They can make Spot 
checks against a DC 22 (the assassin’s Hide check), but if they 
look around as if they think they’re being followed, the assassin 
attacks using his poisoned bolts from his crossbow. Otherwise, 
the assassin bides his time until the most opportune moment 
when the PCs are least prepared. 

When the assassin attacks, he pulls no punches, using poisoned 
bolts and oil of magic weapon. If possible, he uses elixir of hiding 
before attacking to make the most of his sniping attacks. If 
forced into melee, the assassin fights until reduced to 8 or fewer 
hit points at which point he flees.

TRAINED ASSASSIN

Male Caronnese hunter, assassin 3; CR 3; Medium 
humanoid (human); HD 3d8+3; hp 16; Mdt 16; Init +2; 
Spd 30 ft.; AC 15, touch 12, flat-footed 13; Base Atk 
+2; Grap +4; Atk +5 melee (1d8+2/19–20, masterwork 
longsword) or +5 ranged (1d8/19–20, masterwork light 
crossbow); Full Atk +5 melee (1d8+2/19–20, masterwork 
longsword) or +5 ranged (1d8/19–20, masterwork light 
crossbow); SA poison use, sneak attack +1d6; SQ hunter 
trait; Rep +0; SV Fort +4 (+6 against poison), Ref +5, Will 
+1; Str 14, Dex 15, Con 13, Int 12, Wis 10, Cha 8.

Background Skills: Hide, Move Silently.

Skills and Feats: Bluff +2 (+4 buying or selling), Craft 
(poison) +6, Diplomacy –1 (+1 buying and selling), Disguise 
+3, Escape Artist +5, Gather Information +3, Hide +10 (+12 
urban), Intimidate +1, Listen +4, Move Silently +10 (+12 
urban), Spot +4, Use Rope +3; Dodge, Mobility, Persuasive 
B, Stealthy B.

Languages: Caronnese (S), Trade Tongue (S), Wrigglie (S).

Contacts: Information (1).

Possessions: Masterwork studded leather, masterwork 
longsword, masterwork light crossbow with 20 bolts, oil of 
magic weapon, 2 potion of convert light wounds, potion of hide 
from animals, elixir of hiding, 2 doses of black adder venom, 1 
dose of kastor recinus, 1 dose of sassone leaf residue, 10 sh.

On the assassin’s body is a single, neatly folded, sheet of 
parchment. Give the PCs Handout Six.  The PCs have come to 
the attention of Torril Fel. He may be far away and lack the full 
power of the Empire, but he knows who the PCs are now and 
for him, things are just beginning.
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Contacts: Information (1), Influence (1).

Possessions: Masterwork chain shirt, light steel shield, 
masterwork longsword, masterwork shortspear.

TYPICAL GUARD

Male or female Rankan soldier, fighter 1; CR 1; Medium 
humanoid (human); HD 1d10+1; hp 6; Mdt 18; Init +0; Spd 
20 ft.; AC 18, touch 10, flat-footed 18; Base Atk +1; Grap 
+2; Atk +4 melee (1d8+1/19–20, masterwork longsword) 
or +2 ranged (1d8/19–20, masterwork light crossbow); Full 
Atk +4 melee (1d8+1/19–20, masterwork longsword) or +2 
ranged (1d8/19–20, masterwork light crossbow); SQ literate, 
soldier trait; Rep +0; SV Fort +3, Ref +0, Will +0; Str 13, 
Dex 10, Con 12, Int 9, Wis 11, Cha 8.

Background Skills: Intimidate, Knowledge (nobility and 
royalty).

Skills and Feats: Diplomacy +1, Intimidate +3, Knowledge 
(nobility and royalty) +3, Listen +1, Sense Motive +2, Spot +1; 
Power Attack, Negotiator B, Weapon Focus (longsword) B.

Languages: Rankan (S/W).

Contacts: Skill (1).

Possessions: Splint mail, heavy steel shield, masterwork 
longsword, masterwork light crossbow with 10 bolts, potion 
of convert light wounds.

TYPICAL GUARD OFFICER

Male or female Rankan soldier, fighter 6; CR 6; Medium 
humanoid (human); HD 6d10+12; hp 45; Mdt 23; Init +3; 
Spd 20 ft.; AC 21, touch 9, flat-footed 21; Base Atk +6; Grap 
+9; Atk +11 melee (1d8+5/19–20, masterwork longsword) 
or +6 ranged (1d8/19–20, masterwork light crossbow); Full 
Atk +11/+6 melee (1d8+5/19–20, masterwork longsword) 
or +6 ranged (1d8/19–20, masterwork light crossbow); SQ 
literate, soldier trait; Rep +1; SV Fort +8, Ref +2, Will +4; 
Str 16, Dex 8, Con 14, Int 12, Wis 13, Cha 10.

Background Skills: Intimidate, Knowledge (nobility and 
royalty).

Skills and Feats: Diplomacy +4, Intimidate +11, Knowledge 
(nobility and royalty) +12, Listen +6, Sense Motive +6, Spot 
+6; Alertness, Cleave B, Great Cleave B, Improved Initiative, 
Power Attack, Negotiator B, Weapon Focus (longsword) B, 
Weapon Specialization (longsword) B.

Languages: Rankan (S/W).

Contacts: Influence (1), Skill (1).

Possessions: +1 full plate, +1 heavy steel shield, masterwork 
longsword, masterwork light crossbow with 10 bolts, potion 
of convert moderate wounds, cloak of resistance +1.

TYPICAL IRRUNE WARRIOR (LOW LEVEL)

Male or female Irrune adventurer, barbarian 1; CR 1; 
Medium humanoid; HD 1d12+4; hp 10; Mdt 15; Init 
+0; Spd 30 ft.; AC 13, touch 10, flat-footed 13; Base Atk 
+1; Grap +2; Atk +2 melee (1d12+1/×3, greataxe) or +1 
ranged (1d6+1/×3, composite [+1] shortbow); Full Atk 
+2 melee (1d12+1/×3, greataxe) or +1 ranged (1d6+1/×3, 
composite [+1] shortbow); SA rage 1/day; SQ adventurer 
trait, fast movement, illiteracy, saddleborn; Rep +0; SV 
Fort +3, Ref +0, Will +0; Str 13, Dex 10, Con 12, Int 8, 
Wis 11, Cha 9.

Background Skills: Jump, Survival.

Skills and Feats: Handle Animal +3, Jump +4, Ride +6, 
Survival +6; Power Attack, Toughness B.

Languages: Irrune (S).

Contacts: Influence (1).

Rage (Ex): When an Irrune warrior rages, it uses the 
following statistics.

HD 1d12+6; hp 12; Mdt 19; AC 11, touch 8, flat-footed 
11; Grap +4; Atk +4 melee (1d12+4/×3, greataxe); Full Atk 
+4 melee (1d12+4/×3, greataxe); SV Fort +5, Will +2; Str 
17, Con 16.

Skills: Jump +6.

Possessions: Masterwork hide, greataxe, composite (+1) 
shortbow with 10 arrows.

TYPICAL NIGHTER SCUM (LOW LEVEL)

Male or female ‘Nighter beggar, ranger 1, survivor 1; CR 2; 
Medium humanoid (human); HD 1d8 plus 1d10; hp 10; 
Mdt 14; Init +4; Spd 30 ft.; AC 11, touch 10, flat-footed 
11; Base Atk +1; Grap +2; Atk +2 melee (1d6+1, club); 
Full Atk +2 melee (1d6+1, club); SQ beggar trait, favored 
environment (marsh +2), swamp-wise; Rep +0; SV Fort 
+4, Ref +2, Will +2; Str 13, Dex 11, Con 10, Int 12, Wis 
10, Cha 8.

Background Skills: Hide, Move Silently.

Skills and Feats: Handle Animal +0, Heal +6, Hide +7 
(+9 swamps), Knowledge (nature) +8, Listen +6, Move 
Silently +7 (+9 swamps), Ride +2, Spot +9, Survival +7 
(+9 aboveground natural environments) (+11 swamps), 
Use Rope +4; Alertness, Improved Damage Threshold B, 
Improved Unarmed Strike B, Self-Sufficient B, Track B.

Languages: Wrigglie (S), Trade Tongue (S).

Contacts: Skill (1).

Possessions: Padded armor, club, 12 pd.
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TYPICAL MERCHANT

Male or female Caronnese merchant, thief 3, savant 1; CR 
4; Medium humanoid (human); HD 3d6 plus 1d6; hp 14; 
Mdt 12; Init +1; Spd 30 ft.; AC 13, touch 11, flat-footed 
12; Base Atk +2; Grap +1; Atk +2 melee (1d4/19–20, +1 
dagger); Full Atk +2 melee (1d4/19–20, +1 dagger)); SA 
sneak attack +2d6; SQ evasion, merchant trait, trap sense 
+1, trapfinding; Rep +0; SV Fort +1, Ref +4, Will +4; Str 8, 
Dex 13, Con 10, Int 14, Wis 12, Cha 16.

Background Skills: Appraise, Diplomacy.

Skills and Feats: Appraise +12, Bluff +12 (+15 buying or 
selling), Decipher Script +6, Diplomacy +14 (+17 buying 
or selling), Disguise +5 (+7 acting), Forgery +11, Gamble 
+9, Gather Information +10, Intimidate +7, Listen +7, 
Profession (merchant) +11 (+13 buying or selling), Sense 
Motive +5, Sleight of Hand +9, Spot +8; Deceitful B, 
Persuasive B, Run, Skill Focus (Profession: merchant).

Languages: Caronnese (S), Rankene (S), Trade Tongue (S), 
Wriggle (S)

Contacts: Information (1), Influence (1).

Possessions: +1 padded armor, +1 dagger, case full of assorted 
goods.

TYPICAL THUG

Male or female Wrigglie thug, thief 1, warrior 1; CR 1; 
Medium humanoid (human); HD 1d6+1 plus 1d8+1; hp 
10; Mdt 15; Init +0; Spd 30 ft.; AC 13, touch 10, flat-
footed 13; Base Atk +1; Grap +2; Atk +2 melee (1d6+1, 
masterwork club) or +1 melee (1d6+1 nonlethal, sap) or +1 
ranged (1d4+1/19–20, throwing dagger); Full Atk +2 melee 
(1d6+1, masterwork club) or +1 melee (1d6+1 nonlethal, 
sap) or +1 ranged (1d4+1/19–20, throwing dagger); SA 
sneak attack +1d6, thug trait; SQ jaded, trapfinding; Rep 
+0; SV Fort +3, Ref +2, Will +0; Str 13, Dex 11, Con 12, 
Int 8, Wis 9, Cha 10.

Background Skills: Intimidate, Knowledge (local).

Skills and Feats: Bluff +4, Climb +4, Gather Information +2, 
Hide +3, Intimidate +10, Jump +4, Knowledge (local) +6, 
Listen +1, Move Silently +3, Spot +1; Power Attack, Skill 
Focus (Intimidate) B.

Languages: Wrigglie (S).

Contacts: Information (1).

Possessions: Studded leather, masterwork club, sap, 3 throwing 
daggers, 1d10 pd.

MONSTERS

BENGIL CRAB
Small Magical Beast (Aquatic)

Hit Dice: 3d10+9 (25 hp) 
Massive Damage Threshold: 24 
Initiative: +1
Speed: 20 ft. (4 squares), swim 20 ft.
Armor Class: 21 (+1 size, +1 Dex, +9 natural), touch 12, flat-footed 20
Base Attack/Grapple: +3/+0 
Attack: Claw +5 melee (1d4+1)
Full Attack: 2 claws +5 melee (1d4+1)
Space/Reach: 5 ft./5 ft.
Special Attacks: Constrict 1d4+1, improved grab
Special Qualities: Darkvision 60 ft., low-light vision, tremorsense
Saves: Fort +5, Ref +4, Will +1
Abilities: Str 13, Dex 13, Con 15, Int 1, Wis 10, Cha 1
Skills: Hide +7, Listen +3, Move Silently +3, Spot +3, Swim +9
Feats: Stealthy, Toughness

Environment: Aquatic and warm marshes
Organization: Solitary, group (2–6) or school (15–30)
Challenge Rating: 2
Treasure: None
Advancement: 4–6 HD (Small), 7–9 HD (Medium)
Level Adjustment: —

Obviously, monsters are a great deal less common than human denizens, but a few inhuman threats can be found in and around 
Sanctuary. You can find most monsters in the MM if you need them, but the two new monsters used in this adventure, the Bengil 
Crab and the fenniath, are detailed here.

GREATER BENGIL CRAB
Medium Magical Beast (Aquatic)

Hit Dice: 7d10+24 (62 hp)
Massive Damage Threshold: 26
Initiative: +0
Speed: 20 ft. (4 squares), swim 20 ft.
Armor Class: 20 (+9 natural), touch 10, flat-footed 19
Base Attack/Grapple: +7/+10
Attack: Claw +11 melee (1d6+3)
Full Attack: 2 claws +11 melee (1d6+3)
Space/Reach: 5 ft./5 ft.
Special Attacks: Constrict 1d6+3, improved grab
Special Qualities: Darkvision 60 ft., low-light vision, tremorsense 60 ft.
Saves: Fort +8, Ref +5, Will +2
Abilities: Str 17, Dex 11, Con 17, Int 2, Wis 10, Cha 1
Skills: Hide +6, Listen +3, Move Silently +2, Spot +3, Swim +12
Feats: Stealthy, Toughness, Weapon Focus (claw)

Environment: Aquatic and warm marshes
Organization: Solitary, group (2–6) or school (15–30)
Challenge Rating: 4
Treasure: None
Advancement: 8–9 HD (Medium)
Level Adjustment: —
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This crab is the size of a dog, its shell a dark reddish-brown. It 
scuttles angrily across the rocks, pincers snapping, moving towards 
sounds and vibrations.

Common around the islands near Sherranpip, these large crabs are the 
result of long-ago magical meddling. Strong and aggressive, they can 
survive in both salt and fresh water. The Purple Mage populated the Isle 
of Shugthee with bengil crabs, which then spread into the White Foal 
River and the Swamp of Night’s Secrets; schools of crabs can be found 
in many other places in the Known World.

COMBAT

Bengil crabs are territorial, aggressive, and hungry predators that attack much 
larger creatures without fear. Entire schools may swarm onto a single intruder or 
swimmer, bringing him down and ripping him to pieces.

Constrict (Ex): A bengil crab deals automatic claw damage on a 
successful grapple check.

Improved Grab (Ex): If a bengil crab hits with a claw attack it can 
attempt to start a grapple as a free action without provoking an attack 
of opportunity.

FENNIATH

Medium Outsider (Demon, Evil, Native)

Hit Dice: 4d8+12 (30 hp)
Massive Damage Threshold: 23 
Initiative: +3
Speed: 50 ft. (10 squares), climb 30 ft.
Armor Class: 19 (+3 Dex, +6 natural), touch 13, flat-

footed 16
Base Attack/Grapple: +4/+8
Attack: Claw +8 melee (1d4+4)
Full Attack: 2 claws +8 melee (1d4+4) and bite +3 melee 

(1d6+2)
Space/Reach: 5 ft./5 ft. (10 ft. with claws)
Special Attacks: —
Special Qualities: Damage reduction 3/piercing, darkvision 

60 ft., immune to electricity and poison, resistance to acid 
10, cold 10, and fire 10, scent 

Saves: Fort +7, Ref +7, Will +6
Abilities: Str 18, Dex 16, Con 17, Int 9, Wis 14, Cha 15
Skills: Balance +13, Climb +19, Hide +10, Jump +6, Listen +11, 

Move Silently +10, Spot +11, Survival +9, Tumble +10
Feats: Alertness, Track

Environment: Any
Organization: Solitary or group (2–8)
Challenge Rating: 4
Advancement: 6–10 HD (Large)
Level Adjustment: —

You see a terrifying man-shaped creature, with long arms 
and a mouth full of brown fangs. It shrieks wildly and springs 
forward to attack.

The fenniath are bright red, human-sized, orangutan-like 
demons with extremely long arms. They are normally 
relentless, animalistic killing machines, but are intelligent enough to 
be bargained with. If raised from young pups, they can even be made 
into loyal servants, though they only obey a master that allows them to 
indulge their bloodlust and violent natures regularly. They are normally 
only found in distant lands in the east, across the ocean from Sanctuary, 
though trader captains occasionally bring a few to western ports.

Stealthy and sly, fenniath make excellent trackers, messengers and 
assassins. They are not particularly bright, however, and can be easily 
confused by sudden changes. Additionally, while they can learn to 
understand normal languages, and can communicate among their own 
kind with a simple glance, they cannot learn to speak or write any other 
language. As a result, they are poor spies, often misunderstanding what 
they see and unable to report findings back to a master.

COMBAT

Fenniath rarely fight with weapons, though they are capable of doing so. 
Instead, they depend on their long arms, allowing them to claw foes that 
can’t attack them in return, and their sharp teeth. A fenniath normally 
moves around a great deal in combat, finding a place where it can get 
above foes or at least prevent them from surrounding it. Fenniath fear 
and hate spellcasters of all types, and attack them first whenever possible. 
Their extremely thick, wire-like hair is hard to cut and cushions heavy 
blows, leaving them vulnerable only to piercing attacks.

Skills: Fenniath have a +8 racial bonus on Balance and Climb checks. 
They can always choose to take 10 on Climb checks, even if rushed or 
threatened.
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Hit Dice: 1d6+1 Hit Points: 7      Massive Damage Threshold: 15
Armor Class: 14 (+2 Dex, +2 leather), touch 12, flatfooted 12
Speed: 30 ft. (6 squares)
Initiative: +2
Reputation: +0
Saving Throws: Fort +1, Ref +4, Will +0
Attack Bonus: Base +0, Melee +0, Ranged +2, Grapple +0
Attack: Short sword +0 melee (1d6/19–20) or light crossbow +2 ranged 

(1d8/19–20) or dagger +2 ranged (1d4/19–20)
Full Attack: Short sword +0 melee (1d6/19–20) or light crossbow +2 

ranged (1d8/19–20) or dagger +2 ranged (1d4/19–20)
Skills: Bluff +10, Disable Device +5, Gamble +1, Hide +6, Listen +3, 

Move Silently +6, Open Lock +6, Perform (sing) +4, Search +5, Sleight 
of Hand +6, Spot +3, Tumble +6 

Feats: Dodge, Skill Focus (Bluff ) B 
Languages: Sanctan (S), Trade Tongue (S)
Equipment: Leather armor, short sword, light crossbow, dagger, backpack 

with waterskin, one day’s trail rations, bedroll, sack, flint and steel, 
thieves’ tools, hooded lantern, three pints of oil, case with 10 bolts, 
50 feet of silk rope.

Money: 5 sh.
Contacts: Information (1)
Special Attacks and Qualities:
• While performing in front of an audience, Neesha gains a +2 bonus 

to Gather Information and Listen checks.
• Sneak Attack: Neesha deals +1d6 points of damage on a successful 

attack against an opponent she flanks or catches flat-footed.
• Trapfinding: Neesha can use Search to locate mundane and magical 

with DCs higher than 20.

ETALEA
Fresh in from Ilsig City, Etalea 
found herself in a crumbling violent 
and generally inhospitable city. She 
came here to seek her fortunes, 
escaping an arranged marriage to 
a man with terrible, warty feet. She 
has no intention of returning to her 
homeland, but suspects there may 
be people looking for her. The only 
thing that’s kept Etalea alive is the 
fact that she secretly learned magic 
from her lover back home. She 
misses him terribly, but knows that 
if her father discovered her affair, 
her lover would be killed. Thus, she’s 
content as she can be, but grows nervous as her funds start to run dry.

DESCRIPTION

Etalea can best be described as small and mousy. She has a mop of black 
hair that she keeps short to help keep away dangerous men, disguising 
herself as a boy. She wears a baggy shirt, loose pants, and carries a number 
of small sharp knives to dissuade anyone from looking to closely. 

ETALEA

Gender: Female Height: 5 ft. 2 in. Weight: 110 lb. Age: 24
Culture: Ilsigi  Background: Apprentice
Class: Mage  Level: 1
Strength: 8 (–1)  Dexterity: 14 (+2)

Constitution: 12 (+1) Intelligence: 15 (+2)
Wisdom: 13 (+1)  Charisma: 10 (+0)
Hit Dice: 1d4+1 Hit Points: 5    Massive Damage Threshold: 12
Armor Class: 12 (+2 Dex), touch 12, flatfooted 10
Speed: 30 ft. (6 squares)
Initiative: +2
Reputation: +0
Saving Throws: Fort +1, Ref +2, Will +5
Attack Bonus: Base +0, Melee –1, Ranged +2, Grapple –1
Attack: Dagger –1 melee (1d4–1/19–20) or dagger +2 ranged (1d4–

1/19–20)
Full Attack: Dagger –1 melee (1d4–1/19–20) or dagger +2 ranged 

(1d4–1/19–20)
Skills: Concentration +5, Craft (alchemy) +5, Disguise +1, Knowledge (arcana) 

+7, Knowledge (history) +7, Spellcraft +8, Use Magic Device +6
Feats: Iron Will B, Spell Focus (evocation)
Languages: Ilsigi (S/W), Sanctan (S)
Equipment: Three daggers, backpack with waterskin, one day’s trail 

rations, bedroll, sack, flint and steel, four candles, map case, four pages 
of parchment, ink, inkpen, spellbook, spell component pouch.

Money: 12 sh.
Contacts: Skill (1)
Spellcasting: +4 (+6 evocation; CL 2nd)
Ritualcasting: +2 (+4 evocation; CL 2nd)
Safe Level: 1st Familiar Level: 3rd
Save DC: 12 + spell level; evocation spells (noted by an E) 13 + spell 

level Free Cantrips: 2/day
Known Spells (4): charm person (1st, MT 20, price 1), daze (0, MT 10, 

price 0/1), disguise self (1st, MT 20, price 1), magic missile (1st, MT 
20, price 1) E

Familiar Spells (3): detect magic (0, MT 10, price 0/1), fireball (3rd, MT 
40, price 3 lethal) E, read magic (0, MT 10, price 0/1)

LUCRETIUS
Poor Lucretius, the fourth son of a 
successful merchant family formerly of 
Lirt, his father sent him to the temple 
of Savankala to learn to become a 
priest, a vocation Lucretius had up 
until then had no interest in. Always 
more concerned with composing 
bad poetry and trying his hand at 
painting, he was never particularly 
pious. However, once installed in 
the priesthood, he discovered he 
had a knack for the politics. While a 
passable priest in the cult, Lucretius 
has his eyes trained elsewhere, and he 
sees Sanctuary as a ripe fruit, ready to 
be plucked by the man with the right amount of ambition. Until that 
happens, he’s content slumming in the Vulgar Unicorn, swapping lies 
with lesser men, while lusting after the women.

DESCRIPTION

Portly bordering on fat, Lucretius makes up for his soft body with a 
winning smile and an infectious laugh. He quickly befriends any he 
meets, making him popular in even the seediest dives. He wears fine 
robes, though stained a bit from food and drink. Though still a priest, 
he hides his holy symbol to prevent others from getting the wrong idea. 
One day, maybe, he’ll grow up.
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