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FROM THE EDITOR

THRHRLIE
TIMMARAITE

top 10 in our “30 Greatest Adventures of

everal years ago, when

third edition D&D was just

a rumor and I was a newly
minted PoryHEDRON editor working
in a tiny cube at Wizards of the Coast, I
dropped by an online forum dedicated
to discussion of DUNGEONS & DRAGONS
and asked what I thought was a simple
question. “When you're considering
whether or not to buy a gaming book or
magazine,” | asked, “does the name of the
author play into your decision?” I recall
being quite surprised by the response,
since a large majority of posters sug-
gested that the author of a gaming book
or adventure played a very small role.
Factors like campaign setting, environ-
ment, or “coolness” trumped the author’s
name in almost all cases, which left me
perplexed since it was so different from
my experience.

Growing up with the ADVANCED
DUNGEONS & DrAGONS game, I quickly
learned to consider the source when
deciding whether or not to buy a given
gaming book. As first edition marched
forward and the game became a cultural
phenomenon, D&D's publisher, TSR,
started to release what seemed like any
adventure that arrived in their offices,
including a large number that might
best be described as “stinkers.”

It didn't take long to realize that certain
authors reliably provided the best gam-
ing material, so I began to look for and
buy adventures by those authors who had
done well by my campaigns in the past.
Tracy Hickman, who would go on to co-
create the DRAGONLANCE campaign, was
one of my early favorites thanks to classic
adventures like Ravenloft and the Desert of
Desolation series, both of which cracked the

All Time" feature back in DunGEON #116.
But my favorite adventures came from the
grand architect of AD&D, Gary Gygax him-
self. When Gygax’s name appeared on the
cover of an adventure module, you could
be sure it would include fantastic locales,
deadly traps, and plenty of opportunities
for exciting D&D action. His name on
a book made it a must-buy for me (and
apparently for a lot of other people, since
TSR eventually started putting his name
on books largely written by other people,
presumnably to raise sales).

After Gygax left TSR, company policy
eventually dictated that the brands were
what sold RPG products, and author
names soon found themselves exiled
to the back cover and eventually to a
tiny entry in the book’s credits page.
An entire generation of gamers came
to D&D at a time when you really had
to hunt to see who wrote a given prod-
uct, and I suspect this policy is largely
responsible for the response 1 got to my
original Internet thread.

A lot has happened since then. The
creation of the d2o and Open Game
Licenses flooded the market with hun-
dreds and hundreds of D&D-compatible
adventures and accessories of extremely
varied quality. Wizards of the Coast
alumni like Chris Pramas (Green Ronin
Publishing) and Monte Cook (Malhavoc
Press) set up their own companies and
have consistently delivered a high-qual-
ity product that has gained the attention
of gamers who didn't used to care about

who wrote their RPGs. And Wizards of

the Coast has included author names on
the cover of just about every D&D book
they've published to date.

When I came on board at DUNGEON
a little over two years ago, I started put-
ting the names of our authors on the
cover of the magazine because I believe
an author’s name is a great way to pre-
dict whether or not you'll enjoy a given
adventure. To use an example from this
issue, if you liked Greg A. Vaughan's
“Istivin: City of Shadows" campaign arc
(DuNcEON $#117-119) or “Tammeraut’s
Fate" (DuncEON #106), chances are
strong you'll also enjoy “The Hateful
Legacy,” on page 30. Skip Williams, who
served as “the Sage” for DracON’s rules
advice column for more than a decade,
hardly needs an introduction to fans of
the game. Richard Pett, author of “The
Prince of Redhand” and the associated
backdrop in this issue, is perhaps best
known as the author of “The Styes”
(DuncEON #121), one of the most popu-
lar scenarios we've printed in years.

Here at DUNGEON, we make a big deal
about our authors because we want to
help you know what to expect when
deciding to buy an issue or subscribe,
and we pick the authors we do because
we want you to expect the best D&D
you can get for your dollar. That'’s a
commitment I'm happy to put my own
name behind.

Erik Mona
Editor-in-Chief
erikm@paizo.com

o o s
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“Joey, do you like movies about gladia-
tors?" The Dunceon staff does, which
might explain "The Champion's Belt,"
the fifth installment of the Age of
Worms Adventure Path and the cover
feature for November's issue. The
eponymous belt first appeared around
the waist of Auric, the fighter star (with
his companions Khellek and Tirra) of
a series of old D&D ads that appeared
on the back covers of comic books
in the mid-1980s. The trio shews up
again in the Age of Worms as a band
of rival adventurers led by Auric, who
we recently learned was a gladiator
from the Free City, :

The issue also featured a Backdrop
on the Free City for use with the Age
of Worms campaign as well as “The
Fireplace Level," the final installment
of Eric L. Boyd’s Vampires of Water-
deep Campaign Arc. DRAGON'S Assis-
tant Editor Wesley Schneider and our
very own Editorial Intern James Sut-
ter teamed up to provide “Shut-In,"
a creepy roleplaying-heavy adventure
that rounded out the issue, Back
issues of Dunceon 4128 and dozens
of other great issues are available at
paizo.com.

o o

Good for Ages and Ages

I just thought I'd drop you a line to
let you know that I think you guys

have really nailed it with the Age of

Worms Adventure Path so far. I'm now
eagerly anticipating getting DuNCEON
in the mail every month as opposed to
only mildly anticipating it (or worse,
dreading it). In fact, I haven't played
a consistent D&D game in nearly 3
years (but could never bring myself to
cancel my subscription) and I'm con-
sidering piecing a group together to
run these adventures. 1 had been con-
sidering letting my subscription expire

until I really started reading the Age of

Worms adventures. In fact, my contin-
ued interest in D&D might rest entirely
upon your shoulders there at Paizo.
(NO PRESSURE!)

Second thing, since I'm writing any-
way, is that T am very impressed with the
new layout. Yeah, yeah... it’s old news
by now. But during my recent moving
process 1 was forced to go back and dig
through my archived Duncreon and
DracoN magazines and I realized that
your layout has not just changed, it's
dramatically improved. All around the
magazines are just higher quality. So
thank you for watching out for my hard-
earned cash, keep up the good work and
I'm very glad that | made the decision to
renew my subscriptions now.

Phil Creswell
Madison, W1

Prison IMilail

We're glad you decided to stick around too, Phill
Putting together the Age of Worms has been
a real career highlight for everyone who works
on the magazine. As usual, the key is planning
ahead and knowing what you want editorially
and artistically from the beginning. Working
from a solid outline allowed us to get the authors
and artists we wanted from the very start, and
it's extremely exciting to see how those folks turn
our basic outline into compelling adventures
packed with their own creative flourishes. The
final few installments are making their way into
our offices now, and | think just about everyone
(except perhaps some unlucky players) will be
very pleased by what's in store.

As for layout, nearly all of the credit goes to
our intrepid Senior Art Director, Sean Glenn,
who was also responsible for the interior page
design, font choices, and template designs for
the original third edition D&D core rulebooks.
He also designed the first third edition char-
acter record sheets, the Shackled City Adven-
ture Path book, the d2o Star Wars RPG, the
Star Wars Trading Card Game, and tons
of other beautiful RPG products from Wiz-
ards of the Coast, Paizo, and Green Ronin's
Mutants & Masterminds roleplaying game
line (but who's counting?). [Don't forget about
my breathtaking work on Dragonmech from
Goodman Games and of course, Todd Lock-
wood’s art book Transitions. — Sean]

I Say!

I thoroughly enjoyed reading the three
adventures in the Vampires of Waterdeep
Campaign Arc, and plan to employ them
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in my FORGOTTEN REALMS campaign as
soon as I can work them in. However,
I notice that several of the NPCs speak
“Tethyrian,” a language to which I can
find no reference in any third edition
ForGOTTEN REALMS book. I assume that
these entries should be “Chondathan,”
the default mother tongue of charac-
ters of Tethyrian heritage. While this is
not a major problem for most FR DMs,
I'm sure, I find it difficult to consider
Mr. Boyd an authoritative source of
“Realmslore” (as his bio indicates) when
such a glaring error is included in his
work. My home-brew FR campaign
focuses a little more heavily on lan-
guage barriers than most probably do,
so I apologize if this seems trivial.
David Howarth

Magnolia, DE

If a ForcoTTEN ReALms fan doesn't care
about trivia, is he still a fan of the ForcoTTEN
Reams? It's a philosophical problem that has
puzzled us for generations, and it also makes
a nice meditation koan. In any event, | passed
along your concern to Eric L. Bayd, and here’s
his unedited response:

Eric’s Response
I'm glad David enjoyed the Vampires
of Waterdeep Campaign Arc. 1 enjoyed
writing it.

As a designer, my three major
“blind spots” in Realmslore include:

a) My own writing. (I tend to forget when
I've played with an obscure fact before.)
b) Realmslore that changed between
the turnover and the final product.
¢) Realmslore that I wish was otherwise.

In the case of languages, I would have
much preferred that Tethyrians had their
own tongue, derived from an amalgama-
tion of Alzhedo, Chondathan, Illuskan,
and local tribal tongues. They don't in
official Realmslore, but obviously I for-
got when writing this campaign arc, for
which I apologize.

I would point out that Tethyrians
do have their own dialect of Common,
called Calant, which may have contrib-
uted to my faulty recollection. (See FRCS,
page 85.) Another contributing factor to

my faulty recollection might have been
Tom Costa’s excellent second edition
article in the 1999 DraGON Annual, page
28. The third edition ForcoTTEN REALMS
Campaign Setting went with a slimmed-
down version of Tom’s article, which
included two appropriate Tethyrian lan-
guages (Thorass and Thorasta).

A simple fix, albeit one with cam-
paign implications, is to assume that
Calant diverges enough from Common
to require a separate language slot. (The
rules are unclear on this point, as far as
I know. I'm not aware if the Sage has
addressed this issue yet.) In my campaign,
we house rule that a dialect requires half
the normal skill points to learn if you
already know the base language.

Alternatively, replace Tethyrian for
each NPC. I would suggest the following
replacements:

Blood of Malar: None needed.
Dungeon of the Crypt: Fhang
(Chondathan), Galguth Shund (Draconic),

grisgol (Chondathan).
The Fireplace Level: Medechai
(Chondathan).

Regarding the grisgol, one tiny bit of
Realmslore that didn't make the edito-
rial cut in “Dungeon of the Crypt” was
the identity of the lich from which the
grisgol was made, which I'll try to sneak
past the editor again.

Riqysar Hazamir al Aktorral, the
Caleph of Calimshan (104-107 DR) and
Regent Qysar of the Shoon Imperium
(107-123 pR), faked his own death and
embraced lichdom after relinquish-
ing the gysar's throne to the young
Qysar Shoon I11 in the Year of the Icy
Axe (123 DR). Over two centuries later,
in the Year of the Fearless King (361
pr), Shoon VII hunted down the fallen
riqysar in the depths of Calimport and
transformed him into a grisgol, built
from broken and worn-out magic
items and animated by the phylactery
of the lich. The grisgol vanished from
one of Shoon VII's lairs after its cre-
ator descended into demilichdom and
was trapped in the Tome of the Unicorn.
Artor Morlin captured the grisgol on
the Fields of the Dead in the Year of

the Seven Kings Horde (1131 pr), while
battling an undead horde that threat-
ened to engulf Baldur's Gate, and had
it entombed herein.

See Empires of the Shining Sea, pages 25,
27-8, and Lands of Intrigue: Erlkazar & Folk
of Intrigue, pages 8-12 for more details.

Again, my apologies for the linguistic
oversight.

Eric L. Boyd
Via Email

If that last paragraph isn't enough to restore
your faith in Eric L. Boyd as an “authoritative
source of Realmslore,” then I'm afraid there’s
nothing more | can do to help.

Bring on the Imp, Wimp

1 recently convinced my players to start a
new murder investigation campaign. I was
satisfied to find a few such oriented adven-
tures in recent issues of DUNGEON, start-
ing with “Shut-in," followed by “Murder in
Oakbridge” [#129), and since my campaign
is set in the FORGOTTEN REALMS (more
precisely in the city of Thentia), I plan
to include a geared-up version the Sons
of Gruumsh softcover adventure set in the
neighboring city of Melvaunt.

In this type of campaign, where any
NPC encountered may be the “killer,” I
decided to have a picture for possible
suspects so the PCs can put a face on
every one of them. Furthermore, to bet-
ter blur the killer’s trail, I even decided to
have a picture for each major and minor
NPC in town (the list is up to 35 NPCs
with pictures as of now). I plan to do the
same thing with Melvaunt.

In order to do this, I cannibalized many
NPC pictures from the Age of Worms
adventures and from other adventures
found in DunGEeon as well. I want to insist
that it is a very good thing for DUNGEON to
have the good habit to include a picture
for each NPC., Keep it up!

On the other hand, speaking of “Shut-
in,” I must complain about that little
greenish thing you obviously thought
was sufficient to be called the Dromdal
Manor map. Well, I am sorry but it
sucked big time. What happened? Did
your talented cartographers go on strike?
You know, we are used to getting very
nice maps in DUNGEON.




Don't ever let this happen again Erik or
else I'll send my imp familiar after you!

Nevertheless, I'm hooked on the magazine.

Denis Barrette

St-Eustache, Québec

Canada

Using the art we publish in DunGeoN for
NPCs of your own design is just one of many
ways to get value out of the magazine without
using the material exactly as presented. Our
free online supplements include very handy

versions of these illustrations that you can
print out and use for your own nefarious
designs. Drop by paizo.com/dungeon to start
your supplement collection and beef up your
library of NPC images.

The maps for “Shut-in" didn't really work as
well as we had hoped, in part because the final
print version ended up a lot darker than we had
anticipated. It happens sometimes, unfortu-
nately. We're definitely committed to publish-
ing the best cartography in the industry, which
means we'll sometimes push things a little too
far. Sorry it didn't work out for you in this case.

Oh, and | can assure you that we'll eventu-
ally print another map you don't like, so | hope
that imp of yours is a scrapper.

«Erik Takes an In-Character Action::

Firstly, 1 would like to say I am very,
very pleased with the new format of
DuNcGEON. I have been receiving my
subscription here in the Netherlands for
almost a year, and am about to make my
second yearly subscription payment. The
content is great, and being a DM myself I
have found the Age of Worms Adventure
Path to be excellent.

I think it would be a great addition
to the magazine to add D&D session
scripts to it, in its original form so as
to produce a type of ongoing story from
which we DMs can take some ideas. For
instance, I myself am currently playing
an online game via a chat room, based
in the ForRGoTTEN REALMS, and I think
that providing the main chat session
logs so that they can go into the maga-
zine would be a great addition. I for one
would love to read chat sessions based
on the adventures you have placed in
the magazine. I think this would really
improve the magazine.

Keith Appleby
Via Email
I'm not sure | agree with you, Keith. Having
played in a few chat-based games myself,
I find most of the chat transcripts to be
pretty boring and more than a little non-
linear. The mind reels at how we might lay
out such a log, and I'm not at all sure that
the benefit to readers would offset the pages
of adventure text we'd have to kill to make
room for it.

On the other hand, the message boards

at paizo.com include tons of battle reports

from the Shackled City, Age of Worms,
Maure Castle, and other DunGeoN-based
campaigns, and each of those threads offer
a wealth of advice and fun war stories from
the adventures that will definitely help you
improve your own play experience. The Age of
Worms discussion folder alone is one of the
most helpful game resources I've ever seen,
and has been a huge boon for my own gam-
ing. Visit us online and you'll soon see what
I'm talking about.

Virtual Requests

First of all, T absolutely love DunceoN
magazine! I've been reading it since
around issue number #32—whenever
the heck that was!

Anyway, I have two requests:

1) Would you please bring back your
online index? That used to be so helpful
for us DMs. 1 was able to sort the index
by Levels, Author, and Setting, and this
made referencing the voluminous quan-
tity of adventures easy. Please consider
adding this feature once again.

2) Any chance that Dunceon will be
available online soon? As much as I
adore the hard copy, my life is becom-
ing more and more virtual. I'm sure I'm
not alone in this) and the prospect of
having everything I need contained on
my laptop is truly exciting. Perhaps con-
sider this in the near future.

Again, thank you sooooo much for
your fantastic magazine. I hope it's still
going 50 years from now!

I hope I am too!

Peter Kaplan
Via Email

We absolutely need to put together some kind
of index soon, so consider it “on the agenda.”
As for a truly virtual DunGEON, let’s just say
that it’s something we're exploring. Right now
we can sell electronic versions of issues that
have sold out in hard copy form only (like
#112’s “Maure Castle” spectacular), but most
of the recent issues have a long way to go
before they reach that status. | wouldn't be
surprised to see online versions of the maga-
zine on sale shortly after the “real” versions
hit the newsstand eventually, but | don’t think
we're quite there yet. Definitely by 50 years
from now.—Erik Mona
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THE BEASTS OF AULBESMIL

came closest to discovery on the night
of the first full moon after he became
infected. When he left the mill in a blood
frenzy that night, he killed a pair of
woodcutters. The next dawn, he returned
to the site of the attack and disposed of
the bodies by dumping them into the
river that flows through Aulbesmil. Since
then, Cloten has been careful to hide in
the woods when the moon is full. More
recently, Cloten has taken to depositing
his victim'’s bodies near an owlbear’s lair,
hoping that the owlbear is blamed for
the killings. One of Cloten's latest vic-
tims was Cyrus Fletcher, the captain of
the militia. A new captain, Ghini Eagl-
eye, has replaced Cyrus. In the meantime,
Lysander Aulbes, the baron's nephew
and heir, has gone to Aulbesmil to look
after his uncle’s interests and investi-
gate the killings. Cloten, however, was
forewarned about Lysander’s errand and
his henchmen have managed to kidnap
the young man.

Adventirre Synopsis

The PCs arrive in town to investigate a
mysterious tragedy that has befallen the
townsfolk. As they explore the town, they
learn of other strange happenings and
must assemble the puzzle to figure out
who is responsible for the thefts and dis-
appearances. Eventually, they track down
the baron’s culprit and bring him to jus-
tice, as well as liberate the captive nephew
of the Baron.

Adventire Hooks
While it's possible for traveling PCs to
stumble across this adventure by acci-
dent (they may hear of the recent slaying
while staying at the Sylvan Glade Inn,
for example), it is easier to keep things
moving if you give the PCs a specific goal
at the beginning of the adventure. Some
possible adventure hooks are:

« One ormore PCs has a relationship with
one of the victims. Cyrus, the recently
slain militia captain, is a good choice.
A PC might have served with him in a
military unit, or perhaps the slain cap-
tain was a friend of the PC's family.

« A PC with connections to the church
of Pelor is dispatched to Aulbesmil

in response to a request for aid from
Kieron, Aulbesmil’s priest.

+ The Brass Wheel merchant company
has had several valuable loads of cargo
disappear from caravans traveling
through the region recently. The charac-
ters are hired by the merchant company
to investigate these disappearances by
retracing the caravan’s route and speak-
ing to Durmain, one of the caravan's
guards who now works at the Sylvan
Glade Inn.

« Baron Aulbes recently received a ran-
som demand that claims his nephew
is being held prisoner. The baron
cannot send any of his regular guards
to investigate, as he fears they'll be
recognized, so he asks the PCs to go
in their stead. He plans on stalling
the kidnappers as best he can while
the PCs look for Lysander, but even
so they have only a few days to res-
cue him before the baron must turn
over the ransom. He tells the PCs to
investigate the hunting lodge where
Lysander was staying near the rural
village of Aulbesmil. He offers a
500 gp reward for his nephew's safe
return, and doubles it if the PCs can
also bring the kidnappers to justice.

AULBESMTL

The town of Aulbesmil lies in a forest
clearing a few miles across. Fields of grain
and groves of fruit trees dot the coun-
tryside. A river makes a broad loop that
surrounds the settlement on three sides,
while a millrace that runs straight as an
arrow cuts across the western edge of the
town, transforming it into an island. Two

low stone bridges span the river just east of

the millrace on the north and south sides
of the town.

Within the town, all seems neat and
tidy, if worn. Most of the buildings are
stone, with fine glass windows. The
paint on the doors, window frames, and
shutters has faded, although none of it
is actually peeling. The stone walls and
pavements seem to have more than their
share of cracks, but there are no weeds.
The buildings have slate roofs, bleached
to pale gray by long exposure to the sun.
Here and there, the slates have been
replaced by wooden shingles.

The most impressive structures in
town are the mill and a modest inn, both
two stories tall. A spire over what appears
to be a temple rises at least twice as tall
as the inn.

The recent spate of killings in the
woods around the town has put the
townspeople on edge. Still, they welcome
any visitors with money to spend.

Aulbesmil (small town): Conventional;
AL NG; 1,000 gp limit; Assets 47,800 gp;
Population 956 adults; Mixed (human
79%, halfling 9%, elf 5%, gnome 3%,
dwarf 2%, half-elf 1%, half-orc 1%

Authority Figures: Linnus Wholcotte,
mayor (NG male human aristocrat 4);
Ghini Eagleye, captain of the militia (NG
female human, ranger 4).

Important Characters: Kieron, town
priest (NG male human, cleric 2 [Pelor]);
Cloten, mill operator (CE male human
wererat aristocrat 1/rogue 2).

Town Militia (15): N human expert 1/
WATTIiOr 2.

1. The Sylvan Glade Tnn

Stately oak trees surround this two-story
stone structure and its outbuildings,
which include a stable and a small shed,
The inn's double doors open to reveal
a dimly lit common room with a well-
worn but equally well-polished hard-
wood bar to the left and a triple row of
round tables extending straight ahead.
Embers glow in a fireplace at the back.
A door behind the bar seems to provide
the only exit, though there are windows
in all the walls.

During the day a man named Dur-
main (LN male human expert 1/warrior
2) works behind the bar. Until recently,
he served as a caravan guard. Durmain,
like his employer, is a member of the
town militia. At night, Luis Brawir, the
inn's owner, tends the bar himself until
the slow period begins around 11 pm.
After that, another employee remains
on duty here in the common room. The
night shift isn't popular, and a different
employee works each night.

For most of the afternoon, two to
eight townsfolk relax here, enjoying a
meal or a quiet drink. In the evening,
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two to six farmers and trappers from
the surrounding area join them.

Development: Any major disturbance
in the common room draws the atten-
tion a patrol of five members of the town
militia in 1d6 minutes. The captain of
the militia, Ghini Eagleye, accompanies
the patrol (see area 2).

The locals are glad to speak about
their town and their current difficulties.
The PCs can learn the following infor-
mation by making a Gather Informa-
tion check at the listed DC. A successful
check for a given DC allows the PCs to
aquire all the information given at the
lower DCs as well.

DC 5: Something lurks in the
woods beyond the town. It's best to be
indoors after dark. People who live in
the country usually stay with friends
or relatives if they're in town after
sundown, since so far the town itself
has not been attacked.

DC 10: Our last militia captain went
looking for monsters in the woods, and
apparently he found one because it

killed him. His body was brought back
a few days later, ripped to shreds and
partially eaten. (The locals’ informa-
tion is accurate as far as it goes. Cloten
attacked and killed the captain, then
dumped the body near the owlbear's
lair. The owlbear didn’t know or care
who Cloten was, but it ate part of the
corpse anyway.)

DC 15: The trouble started about six
months ago. Local trappers and wood-
cutters started to disappear, usually one
or two each month. More recently, a mer-
chant caravan lost a guard who seems to
have just walked off in the middle of the
night. Durmain, who works here now,
was a guard on that caravan. The missing
guard was a friend of his.

DC 20: If this night killer has any con-
nection with the town, the miller Clo-
ten probably has something to do with
it. That man is pure evil. (Cloten is in
fact the source of the killings. He began
attacking people in the woods near town
after becoming a lycanthrope. After his
first kill, Cloten realized what he had

done and was smart enough to return
to the scene of the attack and dump the
body in the river before anyone realized
there had been a killing. The locals have
no compelling reason to suspect Clo-
ten except that the miller is unpopular
in the town. The locals dislike his glib
manner and they suspect that he steals
some of the grain he grinds into flour.
See area 4 for details.)

If the PCs question Durmain he is
initially cautious. He has already been
blamed for the theft once, and is suspi-
cious of strangers asking questions. If
the PCs can improve his initial attitude
of indifferent to friendly, he will tell the
PCs the following story:

| was one of three guards for a merchant
named Erthorn carrying two wagonloads of
goods through the town here. He's a rich
one, that Erthorn. Was a rich one. In addi-
tion to a wagonload of expensive silks and
linens that | knew about, there was fat purse
filled with coin he never mentioned.
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When the wagons reached Aulbesmil,
Erthorn decided he'd rather sleep in the
fields than under this fine roof. Cheap
fool. To this day | don't know what he was
thinking. We'd heard about the “disap-
pearances” around town of course, but he
thought he knew better than everyone else.

That night it started to rain something
fierce. The other two guards and | took
turns watching for trouble all night, for
all the good it did. Between the wet, the
dark, and the falling rain, it was hard to
see more than about thirty feet. | had the
last watch that night, and when Ruburn,
the other guard, woke me up looking like a
drowned rat, | wanted to kill that stupid fat
merchant. Still, it wasn't all bad, he brought
me some drink to warm me up while |
watched. | asked him what it was, but he
just shrugged and curled up to sleep.
it tasted good. | sat down and tried to
keep an eye on the camp as best | could.

I'm not sure exactly what happened
then, but somehow, | fell asleep, and
didn't wake up ‘till dawn. By then, |
was soaking wet and covered with
mud, and poor Ruburn was nowhere
to be seen. But even worse than that,
the whole wagonload of cloth was gone.
Just gone. And there was no way we were
tracking anything through that rain.

As soon as | woke up Erthorn, he started
shouting about his missing purse. The
fool. He started yelling at me, demanding
to know what | had done with the money
and the goods. | protested, of course, not
that it did much good, To make a long
story short, he left town along with the
other guard, and they haven't been back
since. And if | never see him again, it'll be
too soon.

Durmain and his former companions
were Cloten's victims. Cloten learned
about the cloth shipment and the cache
of treasure through his contacts and
arranged to rob the merchant. When
the group decided to camp outside town
they played right into Cloten’s hands.
Cloten laid one guard low with a sneak
attack, then quickly disguised himselfas
the defeated guard. He awakened Dur-
main and passed him a drink spiked
with oil of taggit. Cloten brought he
drink, still hot, from the mill. With two
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guards effectively eliminated, Cloten
looted the wagons and withdrew, leaving
Durmain to take the blame for the loss.
The stormy night conveniently obliter-
ated any signs that Cloten has ever been
at the camp. Durmain still has no idea
that he was dealing with an impostor,
or that he was drugged. He thinks he
simply got drunk and fell asleep. There
was no fire at the camp that night where
anyone could have prepared a hot drink,
but Durmain doesn't realize that the
lack of such a fire is significant (it sug-
gests that someone in the town planned
and executed the attack),

GAini

2. Town Hall

This sprawling single-story building has
plain stone walls and a slate roof. The win-
dows are surprisingly plentiful for a build-
ing of this size.

This stone building has space for the
mayor’s office, public meeting rooms, a

jail, an armory, and office space for the

captain of the militia.
Creatures: Ghini Eagleye, captain
of the town militia, can be found here

most mornings. During the day, she’s
out making her rounds. Her patrol route
covers the entire town and a different
quadrant of the surrounding fields each
day. Four militia members are always
on hand here to watch over the jail and
assist Ghini.

GHINI EAGLEYE CR4

Female human ranger 4

NG Medium humanoid

Init +2; Senses Spot +10, Listen +3

Languages Common

AC 19, touch 12, flat-footed 17; Dodge

hp 25 (4 HD)

Fort +5 Ref +6 Will +2

Spd 30 ft.

Melee mwk longsword +7 (1d8+2/19-20)

Ranged mwk composite longbow +8
(1d8+2/x3) or
mwk composite longbow +6/+6 (1d8+2/x3)

Base Atk +4; Grp +6

Atk Option favored enemy +2 (magical beasts)

Combat Gear potion of cure light wounds (2),

potion of mage armor, vial of silversheen

Abilities Str 14, Dex 15, Con 13, Int 10, Wis

12,Cha 10

SQ wild empathy +4

Feats Alertness, Dodge, Endurance,
Rapid Shot, Track, Weapon Focus
(longbow)

Skills Climb +8, Heal +8, Hide +9,
Knowledge (nature) +9, Listen 43, Move
Silently +9, Spot +10, Survival +10

Possessions combat gear, +1 chain shirt,

+1 buckler, masterwork longsword,

masterwork composite longbow (+2

Strength) with 10 +1 arrows and 20

arrows, antitoxin, gold rings (20 gp), gold

armband (25 gp), 5 gp

Dawnwind (wolf animal companion):
hp 13; Monster Manual 283.

Tactics: Ghini and the militia are charged
with the town's safety, and they take the
job seriously. They don't tolerate threats
or attacks from non-residents. If attacked,
they fight to the death and if sufficiently
annoyed they may try to jail the PCs.

Development: If the PCs are arrested,
they are brought here to spend the night
manacled to a wall. After the PCs have
a chance to cool down, Ghini releases
them if they promise to behave and
they pay for any damage they've caused
(plus 10% extra) as a fine. If the PCs were




foolish enough to kill someone, Ghini

holds them for trial in the local baronial

court, which could take up to a month
to arrange.

If the PCs can improve her initial attitude
of indifferent to friendly, Ghini can provide
the following information:

+ Everybody in town hates the miller.
Baron Aulbes owns the mill and the
local farmers go there to have their
grain processed into flour. Most of the
farmers suspect the miller of cheating.
While an unscrupulous miller keeping
back flour is hardly uncommon, there
may be more to it in this case. Ghini
herself is none too fond of the miller.
He's the only person of any wealth and
status in the town whom she distrusts.

« The previous militia captain was
killed while investigating the disap-
pearances in the area. He was alone in
the forest at night and encountered a
man-eating beast lurking in the wild.
What he was doing alone out there is
anybody's guess.

+ Young Lysander, (Baron Aulbes's
nephew) slipped into town quietly to
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look into the killings. He's staying at

his uncle's hunting lodge southwest

of town. If the PCs want to do Ghini a

favor, they should visit the lodge with

the captain's compliments and find
out if there's any message Lysander
would like to send back to town.

» Ghini has located the lair of the
monster that ate the milita captain.
Ghini hasn't yet dealt with the owl-
bear and happily gives the party the
job of hunting it down. She offers
the party 500 gp to kill the monster
and bring back proof of its death.
Ghini suspects the truth, that the
owlbear only ate the corpse and did
not kill it, but she doesn't share that
with the PCs yet.

Ghini knows more about the situation
in Aulbesmil than she lets on. She has
no intention of joining her predecessor
in the afterlife anytime soon and she
doesn't think confiding in strangers is a
good way to survive, She has been inves-
tigating the attacks and she's noticed
that no attack has occurred more than
a half-day's march from town. Ghini has
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wounds when she sees them.

Ghini has concluded that the attacker
must be based in Aulbesmil and must
command (or be) a monster with a bite
attack. Ghini has not shared her suspi-
cions with anyone. She doesn't want to
start a panic or trigger any vigilante action.
Ghini suspects that Cloten is behind the
attacks, but has no proof. She is reluctant
to search the mill because she fears she'll
find nothing, but will alert the miller to
her suspicions. Ghini would rather watch
the miller from a distance and see if he
makes a mistake that incriminates him.

If the PCs manage to impress Ghini,
she tells them what she has discovered.
The captain isn't easy to impress, but if
the PCs successfully deal with the owl-
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thing she knows, and recruits them to
help her arrest Cloten.

Ifthe PCs have attacked any townsfolk
(except Cloten) Ghini is hostile toward
the PCs.

3. Temple

This stone, fairly small building possesses a tall
spire topped with the radiant sun of Pelor.

Most of the temple’s interior is given
over to a single worship chamber con-
taining a central altar ringed with
benches, Locals use this chamber as an
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informal meeting place when services
aren't being held.

The temple is open round the clock.
A single militia member keeps watch
here at all times. During daylight hours,
there are usually about seven townsfolk
in here as well.

The town priest, Kieron, holds dawn
services here every morning, with shorter
services at noon and sunset. As many as 15
townsfolk attend each service. Otherwise,
Kieron divides his time equally between
the temple and his residence nearby.

Kieron has much the same knowl-
edge about the situation in Aulbesmil

as the rest of the townsfolk at the Syl-
van Glade Inn (see area 1). If the PCs
change his attitude of indifferent to
friendly he will happily share it with
them. He urges the PCs to speak with
Captain Ghini if they show any interest
at all in serving the town or investigat-
ing the killings.

. The Al

This stone building is built in three levels
over an artificial channel that carries river
water from upstream under the mill’s
waterwheel, and back to the river down-
stream on the other side of town.

The mill's waterwheel isn't very powerful,
but it’s capable of grinding all the grain
Aulbesmil can produce in a season.

YA, Enfrance Hall (EL )

This chamber has a bare floor littered
with old boots and walls hung with grimy
clothes. There are a few stools and a table
made from an old barrel head. The front
door is fitted with a bell.

Creatures: Three mill hands lounge
here most of the time. Ostensibly, they
assist Cloten with handling and mill-
ing grain. Actually, they're his hired
thugs. A dire rat lies concealed in a
nearby pile of dirty boots.

THues (3)

Male human warrior 3

NE Medium humanoid

Init +0; Senses Spot +0, Listen +0

CR2

Languages Common

AC 16, touch 10, flat-footed 16

hp 16 (3 HD)

Fort +4 Ref +1 Will +1

Spd 20 f.

Melee warhammer +5 (1d8+1/x3)

Ranged dagger +3 (1d4+1/19-20)

Base Atk +3; Grp +4

Atk Option Cleave, Power Attack

Combat Gear potion of cure light wounds

Abilities Str 13, Dex 10, Con 12, Int 8, Wis
11,Cha 9

Feats Cleave, Power Attack, Weapon Focus

(warhammer)
Skills Climb +2, Intimidate 45




Possessions combat gear, scale mail, heavy
wooden shield, warhammer

Dire Rat: hp 5, Monster Manual 64.

Tactics: The thugs make a show of
answering the door if the PCs knock.
They claim that the miller is out inspect-
ing the fields, and ask any visitors to
come back tomorrow if they have no
grain to grind. If Ghini is with the PCs
(see area 3), they pretend to be happy to
see her but maintain that the miller is
not at home.

The thugs are fully aware that Cloten
is a wererat, and they don't care. They
attack to kill if the PCs try to force their
way into the mill. If the PCs notice the
hiding rat, the thugs claim it's their
dog. If combat breaks out, the thugs
and the rat charge the PCs and attempt
to overwhelm them.

Development: If Cloten hears fight-
ing break out here, he joins the fray
after two rounds. If the PCs spot Clo-
ten in his hybrid form or witness him
change shape, the militia captain,
Ghini, gladly arrests him. If the PCs kill
Cloten without Ghini's prior approval,
they might have a hard time keeping
themselves out of jail. Cloten is a vil-
lain, but he’s also an important citizen
and in Baron Aulbes's employ. A few
dire rat corpses, the ledgers from area
4G, or the testimony of any surviving
thugs goes a long way toward proving
that the group did Aulbesmil a favor by
eliminating the miller.

Y8, Kifehen

This filthy chamber has a table cluttered with
food scraps, four chairs, a fireplace, a coun-
ter, and a few cabinets, Every surface is grimy
and greasy. Dirty rushes cover the floor.

YC. Study (EL )

This plain chamber contains a sofa, a writ-
ing desk, and a bookshelf.

Creatures: During the daylight hours,
Cloten splits his time between this
chamber, where he sits and plans his
next crime, and the bedchamber (area
4D). At night he usually skulks about the

town in dire rat form, looking for his
next victim.

CLOTEN, HYBRID FORM CR4

Male human wererat aristocrat 1/rogue 2

Monster Manual 64, 170

CE Medium humanoid (shapechanger)

Init +9; Senses low-light vision, scent; Spot
+9, Listen +9

Languages Common, Orc

AC 23, touch 16, flat-footed 18

hp 18 (3 HD); DR 5/silver

Fort +4 Ref +11 Will +9; evasion

Spd 30 ft

Melee mwk rapier +7 (1d6/19-20) and
claw +1 (1d4) and
bite +1 (1d6) or

Ranged shortbow +6 (1d6/x3)

Base Atk +1; Grp +1

Atk Options sneak attack +1d6

Combat Gear potion of cat's grace, potion of
cure light wounds, potion of cure moderate
wounds, potion of magic fang, tanglefoot
bag, smokestick

Abilities Str 10, Dex 21, Con 12, Int 13, Wis
14, Cha 14

SQ alternate form, lycanthropic empathy,
trapfinding

Feats Alertness, Improved Initiative, Iron
Will, Persuasive, Stealthy, Weapon Finesse

Skills Bluff +9, Control Shape +8, Diplomacy
+4, Disguise +6 (+8 acting), Escape
Artist +7, Handle Animal +7, Hide +8,
Intimidate +6, Listen +9, Move Silently
49, Profession (miller) +4, Ride +7, Sense
Motive +4, Sleight of Hand +6, Spot +9

Possessions combat gear, leather armor, +1
buckler, masterwork rapier, shortbow with
20 arrows, cloak of resistance +1, ring of
protection +1, strongbox key, 15 gp

Alternate Form (Su) In human form Cloten's
statistics change as follows:
CE Medium humanoid (shapechanger)
Init +6
AC 18, touch 12, flat-footed 16
hp 15 DR none
Fort +3 Ref +8
Melee mwk rapier +4 (1d6/19-20)
Ranged shortbow +3 (1d6/x3)
Abilities Dex 15, Con 10
Skills Escape Artist +4, Hide +5, Move

Silently +6, Ride +4, Slight of Hand +3

Alternate Form (Su) In dire rat form Cloten's
statistics change as follows:
CE Small animal (shapechanger)

D ———— et e e et et e

AC 19, touch 16, flat-footed 14

Fort +3 Ref +10 Will +8

Spd 4o ft., climb 20 fi.

Melee bite +7 (1d4 plus disease)

Special Atks disease

Skills Climb +13, Hide +12, Swim +13

Possessions Cloten cannot use any of his

possessions while in dire rat form

Tactics: Cloten prefers to fight in
hybrid form. He tries to pick out a
weak opponent and knock that char-
acter out of the fight quickly with his
rapier and bite attacks. He's always on
the lookout for sneak attack oppor-
tunities. If he has time to prepare for
battle, he drinks his potion of magic fang
to make his bite attack more formida-
ble. Though not terribly brave, Cloten’s
recent successes have made him feel
invulnerable and he fights to the death.
If he feels himself in danger, however,
he goes looking for reinforcements.

Development: If any fighting breaks
out in the mill, Cloten quickly drinks
his potion of magic fang and goes to repel
the attackers.

The bookcase holds a few short vol-
umes on geography, history, and lycan-
thropy, but most of the books are old
ledgers from the mill, mostly written
in Cloten’s hand. The ledgers show the
amount of grain taken in and the flour
produced from it, along with all the
mill’s day-to-day expenses. All seems
correct and orderly in the ledgers; how-
ever, the numbers are faked. Cloten has
been cheating the local farmers, just as
they suspect. He skims off about 15% of
all the flour the mill produces and sells
it in other towns. He used disappearing
ink to make notes showing the actual
amount of grain and flour that passes
through the mill. The PCs can read these
notes if they examine the ledgers using
the reading glass from the desk. The
most recent ledger also includes figures
for Cloten’s ill-gotten gains as a wererat.
The numbers include notes of the hauls
from Durmain’s caravan (see area 1) and
from the late militia captain. These notes
also show that Cloten gave half the pro-
ceeds to someone called Largo.

Therealso is an incomplete entry headed
“Lysander,” along with a list of Lysander’s
possessions and their sale values. There
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is an additional blank entry labeled “ran-
som.” This refers to Lysander’s capture (see
area 4 in the Aulbesmil Environs section).
These ledgers, along with Cloten (alive or
dead), would go a long way toward clearing
up the strange events i

If the PCs uncover the information
about Lysander from Cloten's ledger,
Ghini immediately sends them to the
hunting lodge to investigate. The cap-
tain would go herself, but she does
not know exactly what is going on and
doesn't want to risk leaving the town
undefended in e Cloten has hidden
allies that might attack.

If Cloten realizes that the PC
him, he might try a preemptive attack
against them at the inn or their campsite.
If so, he leaves his thugs on guard here
and brings four dire rats to assist him.

Treasure: The sofa d comfort-
able, but is otherwise unremarkable. The

desk contains writing materials (including

several bottles of pale green ink), a supply

of candles (these have gone mostly unused
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since Cloten became
guise kit (well used
with an emerald-tinted lens

a lycanthrope), 2
and a reading glass
The bottle
contains a spe isappearing ink worth
75 gp. Once dry, it can only be read through
a lens with the correct green tint. Cloten's
reading glass can be used to read the van-
ishing ink, and it is worth 150 gp.
Ad-hoc Experience Award: If the
PCs successfully retrieve the informa-
tion from Cloten's ledgers, give them
experience as if they had defeated a CR

3 creature in combat.

Y0. Clofen's Bedehamber

Treasure: Under the bed, Cloten keeps
a locked strongbox that holds the pro-

5 from his legitimate enterprises,
The strongbox holds 200 gp, 25 pp, three
bloodstones worth
doses of oil of taggi

The double doors leading into this
room are kept barred from the inside
at all times.
allows
millstone in area 4F.

I'he trap door in the floor

Cloten to dump grain into the

The room holds about a dozen sacks
of milled flour and two dozen sacks
of grain. Cloten supposedly holds this
material for the baron, but he is planning

to keep about half of it for himself.




Warehouse Doors: 3 in. thick; Hard-
ness 5; hp 30; Break DC 22,

HEMlfing Chamber (EL 3)

This chamber sits right down at water
level. A great millstone, along with shafts
and gears that connect it to the undershot
waterwheel outside, take up most of the
space. An iron lever juts from the floor next
to the north wall.

The lever in the floor starts and stops
the wheel.

Creatures: Two more of Cloten's thugs
are here most of the day, working the
grindstone. Three dire rats, more of
Cloten’s pets, lurk under the grindstone
when it'’s not turning,

Thugs (2): hp 16 each, see page 22.

Dire Rats (3): hp 5 each, Monster Man-
ual 64.

Tactics: No one is allowed in this
room without the permission of Clo-
ten. Both the thugs and the rats assume
any intruders are hostile unless they

are accompanied by the wererat and
attack immediately.

Treasure: Cloten keeps his ill-gotten
gains stashed in the rat’s nest under the
grindstone. It takes a DC 15 Search check
to locate the entrance to the nest; the PCs
gain a +5 bonus on the check if they saw
the dire rats emerging from under the
millstone. A Small character can wiggle
into the nest with little effort. A Medium
character can squeeze in with a DC 30
Escape Artist check.

Inside, the characters find a suit of
masterwork chainmail, 450 gp, six peri-
dots (50 gp each), and a silver armband
with onyx and gold inlay (115 gp).

Development: The denizens of this
room don't emerge to join a fight else-
where unless Cloten calls them forth,
and he must be in here or in area 4E to
do that.

AULBESMTL
ENVIRONS

A band of farmland a few miles wide
surrounds Aulbesmil, and is in turn

surrounded by dense forest. If the PCs
explore the countryside, they'll find sey-
eral areas of interest.

1. Farmsteads

Most farmers around Aulbesmil live in
the town and go out to work their fields
cach day. A few outlying farms have
walled farmyards with a house, a barn,
and a few storage sheds.

During daylight hours the farmers are
out working, and quickly spot and greet
anyone who openly approaches their
farmsteads. The farmers have the same
information as the patrons at the Sylvan
Glade Inn (area 1 in the Town of Aulbesmil
section). They also know that Lysander is
in the area because he spent a few days
visiting the farms and camps on his way
into town. Lysander asked the farmers to
keep the news of his visit quiet, so the
farmers won't mention it unless the PCs
mention the young man by name. If they
do, the farmers tell the PCs they haven't
seen Lysander for a few days, which prob-
ably means he's staying out of sight.
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2. Work Camps
These locations mark cabins or temporary
campsites where people work at tapping
the forest’s bounty. The workers include
lumberjacks, charcoal makers, trappers,
and wild food gatherers (the forest pro-
duces berries, mushrooms, acorns, and
other edibles at various times of the year).
During the day, most of the workers
are in the forest and out of sight, leaving
only one or two dogs at the camp. If the
PCs poke around a little, they can locate
the workers. These people have much
the same information as the farmers do,
and they also report that they've seen orcs
lurking in the woods, though they haven't
seen any recently. They suspect that what-
ever has been stalking people outside the
town has begin preying on the orcs, and

they’re not sorry about that.

3. Owfbear Lair (ELY)

A great tree has fallen across a rocky out-

cropping here, creating a natural shelter

01 sorts.

Creatures: A lone owlbear has moved
in here. It's looking for a mate, but
remains alone for the moment

Owlbear: hp 52, Monster Manual 206,

Tactics: The owlbear attacks any-
thing that ventures too close. When
facing a group of foes, it tries to pick
out an nppurwnr without metal armor
for its first attack. The owlbear uses
improved grab at the beginning of the
fight, but releases its prey and simply
claws and bites if the PCs gang up on
it. It fights to the death.

Development: Inside the lair, the
PCs find numerous bones and a few
corpses, all badly mauled and rotten.
These bodies are actually Cloten's vic-
tims, dumped near the lair (the owl-
bear used to let Cloten's offerings lie

in the forest, but has taken to dragging

them here ever since Ghini, the militia
captain, carried off her predecessor’s
body). The bodies are too far gone to

reveal what killed them, but

loten

stripped them of everything valuable.

Alert players might realize that the

complete absence of valuables indi-
cates that someone has tampered with

the bodies.

. The W \s\"ﬁug 1 O:’f_()(f (E1 3)

building has a low ceiling, with

and a thatched root

T'he Aulbes family has kept a hunting
lodge here for generations. Inside, the
lodge has one room with areas for sleeping,
eating, cooking, and processing game.

Lysander (LG male human aristocrat

l[]?_{'[' 1) came IJ(']'(' :1[]{”[1 two w L't‘i'\‘\
ago along with a few servants to see that
the place was properly maintained and
to investigate the killings in the Aul-
besmil area.

Cloten got wind of Lysander's com-
Ing and sent a gang of orcs to attack the
lodge. All Lysander’s servants were killed.
F-m'!lill;ltt.']\_r for [.In;irjiiri‘. the orcs had
orders not to kill him.

Creatures: Lysander lies tied up in

the center of the lodge, where his cap-
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tors can keep an eye on him. The orcs
are not gentile captors, and Lysander
lies helpless, currently at o hit points.
Five orc warriors survived the attack on
the lodge.

Orc Warriors (s5): hp 5 each; Monster
Manual 203.

Tactics: One orc keeps watch outside
the lodge at all times. The remaining
orcs wait inside, sleeping, eating, or
just loafing while they await new orders
from Cloten. At the first sign of trouble,
the orcs inside pair off and each group
leaves by the front and back doors. They
hope this tactic confuses their enemies.
In battle the orcs throw their javelins at
foes they can't reach, then move in and
use their axes. The orcs flee if three or
more of them fall in combat.

Treasure: Each orc has five shiny new
gold pieces—a down payment from
Cloten. In addition, an unlocked chest
in the lodge contains gear looted from
Lysander and his servants. This includes
5 suits of masterwork studded leather
armor, 5 masterwork longswords, two
potions of cure light wounds, two vials of
antitoxin, and two vials of silversheen. If
Lysander survives the fight, he insists
that his equipment be returned to him,
though he gives the PCs the potions and
the silversheen and promises a further
reward for his rescue.

Development: The orcs speak only
Orc. If the PCs take prisoners and
interrogate them in Orc, they happily
spill their guts in return for freedom
(they offer their shiny gold coins as an
additional incentive). If the PCs agree,
the orcs tell then that the “ratman”
from town (Cloten) sent their chief
a message and hired them to attack
and capture the “pretty boy” here
(Lysander). The orcs don't know how
Cloten got his information, but their
chief says the big rat is pretty well
connected. All of what the orcs say is
true, but they have no more informa-
tion for the party.

If the PCs revive Lysander, he tells
them that he was planning to visit Aul-
besmil for some time, just to look after
the lodge. He decided to come quietly,
however, when he heard about the kill-
ings. Apparently, his mission wasn't as
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secret as he thought, because a few nights
after he arrived the orcs attacked.

If the PCs return to Aulbesmil with
Lysander in tow, Ghini quickly depu-
tizes them to assist with Cloten’s arrest
(assuming the miller is still at large).

She accompanies them to the mill if

the PCs desire it, but allows them to
take on Cloten themselves if they wish.
In the latter case, she gives a fighting
character her silversheen. Ghini does
not allow Lysander to accompany the
group. She orders Lysander to rest
and to take command of the militia in
case she does not return and Lysander
reluctantly complies.

CONCLUDING THE
ADVENTURE &

Once the PCs defeat Cloten and rescue
Lysander the adventure is effectively
over. If the owlbear is still in the area,
Ghini urges the PCs to go and deal
with it.

After some deliberation, Baron Aulbes
agrees to allow the PCs to keep any trea-
sures they found in the mill. They also
receive 500 gp if they defeated the owl-
bear, along with a 500 gp reward from
the baron for rescuing his nephew, and
an additional soo0 if they were able to
kill or capture Cloten. In addition, each
PC also receives a silver ring with the
Aulbes crest (worth zo gp) to signify the
baron's favor.

The PCs may finish the adventure
with one remaining unanswered ques-
tion: Who is Largo? This person might
be the wererat who infected Cloten or
merely part of the criminal network
Cloten had joined. The PCs might be
able to pick up additional clues from
Cloten's ledgers or simply by waiting
at the mill until one of Cloten’s crimi-
nal contacts comes calling. &

Skip Williams hails from D&D's birthplace:
Lake Geneva, Wisconsin. After 20 years or
so working full-time in the game industry
as a writer, game designer, editor, conven-
tion organizer, and magazine columnist,
Skip is back in rural Wisconsin, where he
keeps busy with a garden and orchard and
occasionally concocts dastardly plots like
the one in this adventure.

SCALTNG THE
ADVENTURE
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eep within the forbidding
a reaches of the Barrier Peaks

lies a mysterious forgotten
valley. At the end of the Hateful Wars, an
entire army of orcs and goblins fled into
the valley with the treasures they had res-
cued from their abandoned homes. They
were never seen again. Every attempt to
recover the treasure has failed, for no
one has ever returned from the hidden
vale. Will your expedition succeed where
the rest have been destroyed, or will you
succumb to the horrifying reality of the
valley's secret?

“The Hateful Legacy”is a D&D adven-
ture for four 1zath-level characters. It
explores one of the forgotten legacies
of the Hateful Wars. The adventure
is set in the northern Barrier Peaks of
the GREYHAWK campaign setting and
uses materials from the old GrEYHAWK
Adventures hardback by James M. Ward

published by TSR in 1988. The section in
that book on Csipros Erd (the Geysers of
Death) is an excellent read and provides a
great deal of flavor for the back story, but

is not necessary to run this adventure.

ADVENTURE
BACKGROUND

Scholars remember the Hateful Wars as
a chapter in history in which the Small
Folk drove the euroz (orcs) and jebli
(goblins) from their homes in the Lort-
mil Mountains. If the war represents a
chapter in history, then the fate of San-
dor the Headstrong, prince of the Kettite
province of Polvar, is a mere footnote. No
fewer than two armies led by Lord San-
dor pursued the fleeing savages through
the Bramblewood Forest and into the
valleys and foothills of the Barrier Peaks
to retrieve the wagon-loads of treasure
they brought into the mountains. The

first army took horrible losses. The sec-
ond disappeared entirely, along with the
prince, and was never heard from again.

The evil now hidden in the valley of
Csipros Erd originated centuries before
the Hateful Wars, when a Baklunish
druid named Kazgorva was thrown out
of his enclave for his amoral and vio-
lent ways. His adherence to neutrality
left no room for tolerance and led him
to condemn all others whose philoso-
phies did not agree with his own. Cast
out by his fellow druids, he eventually
discovered the valley of Csipros Erd, long
abandoned by its original Flan inhabit-
ants, and became its guardian. Unfor-
tunately, he was unaware of the extent
of the valley's geothermal activity and
the toxic gasses that were released from
sterile lakes within the valley whenever
tremors occurred. Kazgorva died when
one such tremor released the deadly gas
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before he was of sufficient level to resist
the poison. Slain by the very sanctuary he
had chosen to protect, his body fell into
one of the pools of bubbling mud.

The encasement of mud preserved the
druid’s body, and his own malevolent
spirit leant it animation as he rose some-

time later as a powerful druidic mummy

lord and resumed his mission as pro-
tector of the valley. When the euroz and
jebli fled into the valley pursued by San-
dor’s army, Kazgorva created a powerful
earthquake that unleashed a great storm
of gas that destroyed both forces. When
the survivors of Sandor’s force returned
a few months later equipped to resist the

poison gas, Kazgorva enlisted the aid of

tribes of hill giants and ogres dwelling
in the mountains surrounding the valley.
This powerful giant force surprised and
easily overwhelmed Sandor’s expedition.
To reward his minions, Kazgorva created

another earthquake, releasing another

torrent of gas and felling the giants who
had so ably served their purpose. Once
again his natural sanctuary was safe from
intrusion. Eighty-four years have passed
since the destruction of Lord Sandor,
and trespassers have once again entered
the valley.

ADVENTURE SYNOPSIS

The adventure begins as the characters
arrive in the valley of Csipros Erd. An
awakened dire ape ranger and his pri-
meval animal minions wait to welcome
the PCs, having just completed a mission
outside the valley for the druid. After
this, the characters locate the valley's
entrance, itself guarded by an ancient
Flan cliff dwelling now inhabited by a

tribe of ogres led by a giant. The cliff

dwellers hurl missiles at the party and
toss boulders into the small sterile lakes
at the cliff base. This introduces the party
to the deadly gasses of the valley as a
cloud is released in their midst.
Fighting their way past the cliff-dwell-
ing giants, the party enters the valley
proper and discovers clues about the
tragedies that occurred here. At a cen-
tury-old campsite, they find the remains
of Sandor's second expedition and the
giants who obliterated them. They also
find that Sandor the Headstrong has not

rested easy and now exists as an angel of
decay, forever coveting the treasures that
were denied him in life. Deeper in the
valley they must contend with more gey-
sers as well as the denizens of this lost
world that have proven hardy enough to
exist among the valley’s poisonous emi:-
sions. Finally, they reach the old treasure
wagons of the orcs and goblins, next to
the geyser pool where Kazgorva lost his
own life. Here they must deal with the
mummy lord as well as his chief hench-
man, a vilewight who was once the orc
shaman-chief that led his tribes to their
fate in Csipros Erd. After sending these
lost souls into oblivion, the party can
finally close the last chapter of the Hate-
ful Wars.

ADVENTURE HOOKS

There are several ways the party can

become involved in this adventure.

» The party comes upon a burned-down
inn on the Irafa Road as they travel
through the Bramblewood Forest. All
of the inn's patrons, including several
adventurers, have been torn apart.
Among them are a number of slain
dire animals. The attack was fairly
recent, and the PCs can track the
perpetrators west through the forest
until they catch up to them at the very
entrance to the valley.

« Lord Sandor the Headstrong's legacy
has not been completely forgotten.
The current lord of Polvar discovered
records of his predecessor’s folly in the
archives. Within were tantalizing hints
of a great treasure that the former lord
of Polvar sought on his “secret” expe-
dition. The nobleman makes discreet
inquiries into finding a group who can
carefully investigate this legend. An
influx of treasures would greatly ben-
efit his province in its influence with
the beygraf] but the lord does not want
to tip off the Bisselites or the powerful
Mougqallad merchant consortium and
forfeit his claim. In this instance the

party can be agents serving the lord of
Polvar, spies for the Mougallad who
have caught wind of the lord’s machi-
nations or allies of the Knights of the
Watch suspicious about reports of the
covert gathering of troops in Polvar.

» The grand mufli of the Yatils received
a vision and has declared that there
exists a valley of death in the Barrier
Peaks and that the master of this val-
ley is anathema to the True Faith. In
the name of the True Faith, this val-
ley must be cleansed of its heresy.
Many of the loyal followers sent by
the grand mufti traveled to the Valley
of the Mage and fruitlessly sacrificed
their lives attempting to root out the
archmage Jaran Krimeeah. The PCs,
however, are instead sent to search the
Bramblewood for a different valley.

« The dwarves of the Lortmils dis-
covered through divination that an
important religious icon (an anvil
sacred to Moradin) lost in battle dur-
ing the Hateful Wars was actually car-
ried away by the orc lord, Urgush. They
have managed to trace his flight across
Bissel and through the Bramblewood
Forest. However, they lost his trail
where he entered the mysterious foot-
hills of the Barrier Peaks. This hook
works especially well if the party con-
tains any of the Small Folk (dwarves,
gnomes, or halflings).

CHAPTER ONE: THE
MOUNTAIN PASS

The adventure begins as the party
breaches the western fringe of the Bram-
blewood Forest at the foot of the Barrier
Peaks. Up the slope lies a second thicket
barring the entrance of the valley itself.
Within this thicket the party runs afoul
of one of Kazgorva's servitors and his
animal minions.

THE VALLEY ENTRANCE
(EL 11)

A great cleft in the mountainside reveals
a hidden valley entrance beyond a final
thicket of trees. The slope climbs consid-
erably and the thorn-laden yarpick trees
are intermixed more and more with high-
land conifers.

As the party proceeds up the for-
ested slope, a DC 20 Spot check reveals
recent traces of blood on the foliage. If
the party notices these, they are not sur-
prised when ambushed by Zorgus and




his animal companions. Otherwise they
must make Spot checks opposed to the
ambushers’ Hide checks (at +4 due to
concealment in the undergrowth, +1 per
10 feet of distance).

Creatures: Kazgorva's most faithful
servant is the awakened dire ape ranger
Zorgus. The druid recently learned of a
survivor of the ambush on Sandor’s sec-
ond expedition 84 years ago. This was a
dwarfsentry who abandoned his
post prior to the attack and dis-
appeared into a distant dwarven
hold beyond the druid's reach.
Recently, the old dwarf'steeled his cour-
age and commissioned a party to explore
the lost valley and recover the treasures
that he imagined still lay unclaimed. He
arranged to meet the party at an inn on
the Irafa Road. The druid’s animal spies
kept tabs on his progress, and Kazgorva
sent Zorgus with a force of animals to
destroy the inn and all within. As they
return from their successful strike on
the inn, Zorgus spots the party climb-
ing the slope and decides to ambush
them. All that remains of Zorgus's force
are two dire wolverines and three dei-
nonychuses. Zorgus's animal companion
was killed in the fight, and he has not yet
taken the time to summon another one,
His remaining minions all bear minor
wounds from the previous engagement.
ZorGus CR 10
Male awakened dire ape ranger 6
Monster Manual 62
N Large magical beast (augmented animal)
Init +2; Senses low-light vision, scent; Spot

+12, Listen +11
Language Common
AC 21, touch 11, flat-footed 19
hp 112 (13 HD, currently 99)

Fort +13 Ref +12 Will +7

Spd 30 fi. climb 15 fi.

Melee mwk greatclub +19/+14/+9 (2d8+9) and
bite +13 (1d8+3) or

2 claws +18 (1d6+6) and

bite +13 (1d8+3)

Ranged mwk composite longbow
+15/+10/+5 (2d6+6/x3) or
mwk composite longbow +13/+13/+8/+3
(2d6+6/x3) or
mwk composite longbow +9/+9/+9
(2d6+6/x3)

ZORGUS

Space 10 ft. Reach 10 ft
Base Atk +13; Grp +23
Atk Options favored enemy +4 (humanoid

[human]) +2 (giant), Improved Overrun,
Manyshot, Power Attack

Special Atks rend 2d6+9

Combat Gear potion of neutralize poison

Ranger Spells Prepared (CL 3rd)
1st—Ilongstrider, speak with animals

Abilities Str 22, Dex 15, Con 16, Int 11, Wis
12, Cha 10

5Q wild empathy +6

Feats Alertness, Endurance, Improved
Overrun, lron Will, Manyshot, Power
Attack, Rapid Shot, Toughness, Track

Skills Climb +14, Hide +7, Jump +8, Listen +11,
Move Silently +9, Spot +12, Survival +10

Possessions +1 mithral breastplate,
masterwork greatclub, masterwork
composite longbow (+6 Str bonus) with
27 arrows
Deinonychuses (3): hp 34 each (cur-

rently 32, 28, and 21); Monster Manual 60.

Dire Wolverines (2): hp 45 each (cur-
rently 41 and 40} Monster Manual 66.

Tactics: When he spots the party,
Zorgus casts speak with animals
to better
longstrider on himself. He then climbs

coordinate tactics and
a nearby tree, using its branches for
concealment, and readies his bow. The
ambush begins when deinonychuses
and dire wolverines charge from
opposite sides of the trail to flank the
party. Zorgus uses his bow to snipe at
any open targets (readying to disrupt
spellcasting as necessary). If the battle
turns against his companions, he leaps
the 30 feet from his perch (using Jump
to try to lessen the falling damage).
The party briefly catches sight of an
armored dire ape swinging a greatclub
before the mayhem truly begins, All
of these creatures willingly give their
lives rather than allow anyone to enter
their valley.
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THE ROCK TOWER

I'he entrance to the valley is a narrow gap
petween two i:l;_l;_{(::! outcroppings of the
flanking mountains. Atop the northern
outcrop stands a ]ligh tower of natural
rock. Within this formation are natural
hollows that were inhabited long ago by
aclifft-dwelling Flan tribe. The remnants
of their dwellings still exist in the rock
shelters and spire. Now however, it is
occupied by a tribe of ogres, descendants
of the tribes that helped Kazgorva destroy
They

Sandor's r'V|||-tii1itu’I so long

o0,
ag

remain here above the valley's entrance,
but superstitious dread prevents them
from making more than infrequent vis-
its to the \..“:‘_\ itself to hunt, A hill glant
chieftain leads the ogres. They guard the
valley's entrance and attack any who

to pass below other than the native ani-

mal inhabitants of the va

I'he two lakes seem to contain pure

water, but are actually tainted. Anyone
a DC

become poisoned

drinking from them must make

17 Fortitude save or

itial damage 1d6 Con; secondary

damage 1d6 Con). A character can make

a DC 15 Survival check to recognize the

taint in the water and warn others away

nless the party has
cloak of im

from drinking it

approached unde

isibility
or is actively hiding, the watchers in

the rock tower auto

y notice them
ind the ogres and hill giant prepare to

ittack as described under area 1 below.

1. CLIFF DWELLINGS (EL
12 OR 15)

that
De 1 118 T Ii! 1 1CE
T ne remnant
1 v 1 1dCK )
1elt the cr i I

This rock shelter is no longer used

as a dwelling, but the ogre tribe cur-
rently inhabiting the area does use it
as a defensive position from which to
attach

crumbling dwellings have long since

those in the valley below. The
been stripped of anything valuable or
useful other than the dried remains of
an old hemp-fiber sandal or the chipped
core of a stone tool., The ]1.|'_'l| to the west
hugs the clifl face for several miles, trav-
eling along the upper slopes of the val-
ley and into the mountains; it does not
descend into the '-.'\l||z'_\. I'he 0gres use
this track for hunting and gathering. A

DC 15 Survival check identifies m

1Y

The

old giant tracks coming anc go1n

cliff is 100 feet above the valley floor,

and the trail below passes between the
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cliff base and the lakes. The cliffs are of
crumbling stone and require a DC 20
Climb check to scale.

Creatures: There are always five ogres
on guard duty here, day or night. These
ogres are members of the warrior soci-
ety in area 5 and bear ritual tattoos and
markings on their faces and bodies. If the
tribe has been alerted to the approach
of intruders, the hill giant chief is also
present (this raises the EL to 15), When
the ogres spy intruders in the valley, they
wait until they are between the first lake
and the rock face to begin firing their
shortbows. They are too large to receive
cover from the low walls. The hill giant
takes chunks of the crumbling rock wall
and throws them into the lakes below
(no attack roll necessary). As the boulders
disturb the lakebeds, a release of poison
gas is triggered. This colorless, odorless
gas rises from the lake surface to settle
onto the trails around the lakes . The
poison covers the entire valley entrance
in an invisible cloud 500 feet long and
40 feet high for 6 hours. The effect of
this gas is equivalent to a cloudkill spell
(DC 20), though it settles over the lakes,
which are the lowest points in the area,
rather than moving. After having thrown
a couple rocks into each lake, the hill
giant tires of the exercise and returns
to area 10 to let the ogres finish off any
survivors unless the party has made itup
to this level. After the lakes release their
gas, their waters turn blood red in color
for several weeks.

Ogre Barbarian 4 (s5): hp 79 each; Mon-
ster Manual 199. They have shortbows
with 20 arrows each instead of javelins:
+6/+1 ranged (1d8/x3).

Mulligorb: hp 213; see area .

2. OGRE VILLAGE (EL 16
IF ALARM IS SOUNDED)

At the base of the rock spire to the east is
a small box canyon. Here are more of the
mud-brick dwellings of the ancient build-
ers. Carved stairs lead away through narrow
crevices in the rock to the west and north. A
heavy wooden gate secured from this side
bars the northern stair. Beside the gate is
a two-story tower of the same mud-brick
construction pierced with windows on its

upper floor. To the south a small cave opens
in the rock wall. At the eastern end of the
canyon is a ledge twenty feet high with a
hollow in the rock face behind it. A wooden
ladder provides access to this ledge. The
remnants of old cook fires and shards of
broken pottery litter the ground.

This was the main village of the
ancient Flan builders and now serves
the same purpose for the ogre tribe. The
ogres fear their chieftain’s pet in area 7
and have erected the gate of rope and
logs to prevent it from entering the vil-
lage proper. An ogre always sits as look-
out atop the tower in area 3 and shouts
an alarm if it spies anyone entering the
village. If they hear the alarm, the inhab-
itants assume the spinosaurus from area
7 has broken in and react accordingly. In
this case the shaman and his servants
remain in the tower (area 3) to defend
it from within. The ogres of the warrior
society (area s) charge out to do battle
while the ogres in area 6 pull up the lad-
der to defend their ledge. If still alive,
the hill giant emerges on the ledge in
area g and pelts intruders with thrown
rocks.

Wooden Gate: 8 in. thick logs lashed
together with heavy 4-in.-thick rope;
Hardness o; hp 8; Break DC 23, (The
gate has low hit points because the ropes
securing the logs together can easily be
cut to disassemble it.)

3. SHAMAN’'S TOWER
(EL 9)

The original Flan inhabitants of the can-
yon built this tower of stone and mud
bricks. The tower stands 30 feet high,
and the only entrance is a square hole
cut in the tower’s stone roof. A ladder
stored within the tower is lowered when
the inhabitants wish to allow anyone
entry. The tower has two levels above
ground. Each is 15 feet high. The floor of
the second level is composed of cut logs,
their ends protruding beyond the tower’s
outer wall. Ladders connect each of the
levels through a hole cutin the floor. The
second level of the tower has three small
windows cut in the walls 20 feet above
the ground. A sub floor exists beneath
the tower. This low-ceilinged chamber

is accessible through a secret trapdoor
in the floor above (DC 20 Search check
to locate), and a short ladder descends to
the floor 7 feet below. This chamber was
a kiva used by the original Flan inhab-
itants, a circular ceremonial chamber
below the ground. The walls of this room
have been scraped clean of the original
artwork and decorated with crude char-
coal drawings of the ogre deity Vaprak
the Destroyer.

Stone and Mud Brick Walls: 2 ft. thick;
Hardness 7; hp 120; Break DC 30; Climb
DC18.

Creatures: The tower is currently
inhabited by an ogre mage named Kar-
bul who serves as the tribe's shaman,
though he does not actually have any
divine spellcasting abilities. Serving him
are three ogre “adepts” who are nothing
more than typical members of their
species. Karbul once ruled the tribe as
the power behind the throne, but when
Mulligorb slew the previous chief and
took control the shaman found himself
left out of the power structure. He and
his adepts defend their village, but if
adventurers go directly after the chief-
tain Karbul stands aside and may even
assist them if the odds look favorable
or he has the opportunity to broker an
arrangement. In defense of the tower,
the adepts hurl javelins through the sec-
ond floor windows (gaining cover from
below), and Karbul alternates between
using offensive spell-like abilities and
becoming invisible on the tower roof.

Karbul, male ogre mage tribal sha-
man: hp 47; Monster Manual 200.

Ogres (3): hp 29 each; Monster Manual
199.

Treasure: Stashed in the hidden kiva
at the base of the tower are the treasures
Karbul has managed to keep from Mul-
ligorb's scrutiny. They consist of 12 gold
ingots worth 50 gp each, 3 chrysoberyls
worth 100 gp each, a bag of powdered
diamonds worth 1,000 gp, a ceremonial
shield made from part of a monstrous
scorpion carapace inset with chips of
amethyst and onyx worth 50 gp, and a
lesser strand of prayer beads.




4. ANCIENT BURIAL (EL 4)

This dim, cool cave seems a silent sanctu-
ary in this ogre-infested canyon. Ancient
whorls and animistic patterns decorate the
walls in fading ochre. A low ledge carved
into the east wall holds a still humanoid
form wrapped in the tattered remnants of
a rough blanket. A tantalizing glimpse of
copper jewelry set with precious stones and
the glint of gold sparkles through tears in
the ancient fabric.

This cave looks like an undisturbed
ancient Flan burial chamber. Actually
this cave is nothing more than the ogre
tribe’s garbage disposal. The ancient pic-
tographs are authentic, but nothing else
is as it seems.

Creature: The occupant of this small
cave is @ mimic. It is an extremely old
specimen that actually lived when
the Flan were still here. From them it
learned to create its present shape as the
corpse, stone ledge, and a portion of the
surrounding wall. Being old and sleepy it
is content to subsist on the garbage that
the ogres throw in here, It is more than
happy, however, to dine on any fresher
fare that presents itself,

Mimic: hp 68; Monster Manual 186.

Treasure: Concealed beneath the
mimic are actual Flan treasures it has
hoarded for centuries: an ancient beaded
mask with copper and obsidian inlays
worth 150 gp, a copper ceremonial knife
worth 25 gp, a jade pectoral incised with
the image of a dire bear worth 275 gp,
and a hematite mirror with 13 tiny fire
opals cemented into small holes drilled
around its perimeter worth 2,800 gp.

5. WARRIOR SOCIETY
LODGE (EL 13)

This low structure of mud bricks has seen
many repairs and has a new roof of wooden
poles. Above its two doorways are the skulls
of some large horned lizard or dragon
decorated with feathers and painted with
ritualistic designs in ochre.

This refurbished Flan dwelling serves
as the lodge for the warrior society of
this ogre tribe. It is separated into four

chambers, two of which have been cut
into the rock wall behind the lodge.
Four or five ogre barbarians share space
in each of the chambers, which are fes-
tooned with all sorts of totems, fetish
items, and medicine amulets.

Creatures; The warrior society consists
of nineteen heavily tattooed ogre bar-
barians, but there are only seven here at
any one time; at least four of these are
always asleep. Five more of the ogres
are always on guard at the cliffs (area 1),
one in the watch post (area 10), one in
the lower caves (area 8), and the rest out
hunting. If an alarm is raised, the three
wakeful ogres emerge ready for battle in
two rounds. The sleeping ogres emerge
in four rounds (they sleep in their armor
as part of their society’s code). The mem-
bers of the lodge have foresworn mate-
rial possessions, so they have no real
valuables other than their equipment.

Ogre Barbarian 4 (7): hp 79 each; see
area 1.

6. TRIBAL SHELTER (EL 9)

A wooden ladder climbs twenty feet to a nat-
ural rock shelter in the canyon wall. The rocky
overhang is stained black with the smoke
from generations of cook fires. Crude scrib-
blings of animals and esoteric shapes adorn
the walls, though it is unclear if the current
inhabitants or much older occupants drew
them. Furs and debris litter the floor. A rock
stair cut into the wall rises to the east.

This rock shelter serves as the commu-
nal living quarters for the members of the
ogre tribe who are not part of the warrior
society and do not serve as adepts to the
shaman. The entire place is a smelly mess
of past fires, the remains of meals, poorly
made pottery, and unwashed clothing,
The wall to the ledge can be climbed with
a DC 15 Climb check.

Creatures: A total of 35 male and
female ogres inhabit this area, though
only nine of them should be considered
combatants. The rest are young children,
the aged, or the sick and infirm. Those
capable of combat do not get involved in
any engagements in area 2. Rather they
pull up the ladder, huddle the noncom-
batants into the back of the rock shelter,

and throw javelins at any who try to sur-
mount the ledge. If their attitude can be
changed from unfriendly to helpful, they
allow characters to pass by unmolested
if they go straight to the stairs leading to
area 10,

Ogres (9): hp 29 each; Monster Manual
199.

Treasure: The meager treasures that
this isolated tribe has managed to collect
are spread around this area and consist
of 435 gp, 1,100 sp, 690 cp, a dozen moss
agates worth 10 gp each, a strangely irreg-
ular blood red freshwater pearl worth 150
gp for its unique appearance, two nice
dire bear pelts worth 200 gp each, and a
finely painted piece of ancient Flan pot-
tery that has somehow survived intact
worth 2,500 gp to a collector,

7. BOX CANYON (EL 13)

A sloping draw down from the mountains
opens into this box canyon. Trees and
shrubs grow along the fringes, and the
light soil supports sturdy grasses. All is not
right in this idyllic setting, however. The
rock walls show scarring from what appear
to be claw marks twenty feet up, and the
half-eaten remains of a freshly killed griz-
zly bear dangle from the top branches of
a pine tree.

The northern slope leads higher into
the mountains. A successful DC 15 Sur-
vival check locates a scattering of Gargan-
tuan lizardlike tracks, and a DC 25 Knowl-
edge (nature) check can identify them as
those of a bipedal dinosaur much larger
than even a tyrannosaurus. Two open-
ings cut through the stone walls of the
box canyon are located behind conceal-
ing scrub brush and trees. These can be
located with a DC 13 Search check. A DC
30 Spot check notices a window in the
face of the rock spire 100 feet above.

Creature: This dell serves as the abode
of Mulligorb's erstwhile pet, a spinosau-
rus—the last of its kind in the valley.
Mulligorb has managed to lure it into
lairing here by leaving fresh kills for
it to devour. The dinosaur is currently
out hunting in the mountains and val-
ley below, but there is a cumulative 20%
chance that it returns each round the




party spends in this area. The dinosaur

stands over 4o feet tall and walks biped-

ally, though its longer arms allow it to

move as a quadruped as well. A large,

sail-like, ribbed fin rises from its back,

and it has a long head with sharp teeth

setinto its crocodilelike jaw. It begins its

attack by using its bellow, which alerts

Mulligorb, If he still lives, he climbs

down to area 8 to join the guard there

and await the party.

SPINOSAURUS CR13

Monster Manual 1172

N Gargantuan animal

Init +1; Senses low-light vision, scent; Spot
+18, Listen +17

AC 16, touch 7, flat-footed 15

hp 210 (20 HD)

Fort +18 Ref +13 Will +8

Spd 40 ft.

Melee bite +25 (3d8+13) and
2 claws +22 (3d6+6)

Space 20 ft. Reach 20 ft.

Base Atk +15; Grp +40

Atk Options improved grab (bite)

Special Atks bellow (DC 20), swallow whole,
trample (DC 33; 2d8+19)

Abilities Str 36, Dex 13, Con 23, Int 2, Wis
15, Cha 10

Feats Alertness, Improved Natural Attack
(bite), Improved Natural Attack (claw),
Multiattack, Power Attack, Snatch,
Weapon Focus (bite)

Skills Listen +18, Spot +17

Bellow (Ex) When a spinosaurus bellows (a
standard action), it inspires terror in all
creatures within 30 feet that have fewer
Hit Dice. Each opponent must make a DC
20 Will save or become shaken for 5d6
rounds. A creature that successfully saves
is immune that spinosaurus’s bellow for
24 hours. The save DC is Charisma-based.

Swallow Whole (Ex) A spinosaurus can
swallow a grabbed opponent that is at
least two size categories smaller than
itself with a successful grapple check.
Once inside, the opponent takes 2d8+10
points of bludgeoning damage plus
1d8+4 points of acid damage each
round. A creature can climb back into
the spinosaurus’s mouth by making a
successful grapple check. Alternatively,
a swallowed opponent can cut its way
out by dealing 25 points of damage to

the gullet (AC 20) with a light slashing

or piercing weapon. Once the creature
escapes, muscular action closes the hole,
another swallowed creature must cut its
own way out. A spinosaurus’s gullet can
hold 2 Large, 8 Medium, 32 Small, or 128
Tiny or smaller opponents.

Trample (Ex) As a standard action the
spinosaurus can trample opponents that
are at least one size category smaller
than itself. This attack deals 2d8+19
bludgeoning damage as the dinosaur
moves over the creature. A trampled
opponent can attempt either an attack
of opportunity at a—4 penalty or a DC 33
Reflex save for half damage.

8. LOWER CAVES (EL 7
OR 15)

This series of small caves leads to a natu-
ral shaft that penetrates the center of the
rock spire. A ladder of extremely thick
wooden poles ascends go feet to area 9
above. The floor of this area is always
damp with small puddles, since rain falls
down the shaft all the way from area 10
and collects here, evaporating slowly in
the cool cave.

Creatures: A single ogre from the war-
rior society stands guard here. It is terri-
fied of the spinosaurus and will not leave
the rearmost room for fear that the dino-
saur will try to squeeze in after it. If Mul-
ligorb has been alerted by the dinosaur
he descends here to stand with the ogre
against any intruders, raising the EL of
the room to 15.

Ogre Barbarian 4: hp 79; see area 1.

Mulligorb: hp 213; see area 9.

9. CHIEFTAIN’S TOWER
(EL 15)

Stairs curve upward through the rock for
sixty feet before entering a natural cave that
has been enlarged to its current dimen-
sions, with a twenty-foot-high ceiling. A
wide ledge looks out over the village eighty
feet below, and a natural window in the
rock, roughly three feet wide by five feet
high, looks out over another small canyon
one hundred feet down. The ladder from
the lower caves rises through a hole in the
floor of a small side cave, with another lad-

der rising forty feet to the very top of the
rock spire.

These rooms once served as the home
of the Flan tribal elders. The stumps of a
few mud brick walls still remain, but the
area’s current inhabitant smashed these
long ago. The ceiling of these caves is
stained black with old soot, and several
specimens of ancient Flan rock art still
exist. Dire animal furs are strewn in the
rear portion of the caves and serve as the
giant’s bedding and furniture. Bits of half-
eaten food and less-identifiable remains
have thoroughly soiled these pelts.

Creature: This series of caves now
serves as the home of the hill giant chief-
tain, Mulligorb. His tactics are described
at the various locations of this lair, but
one of his favorites is to stand on his
ledge and hurl rocks at intruders in
area 2 below. He keeps a stash of sev-
eral dozen rocks stacked on the ledge.
He does not concern himself overmuch
with the collateral damage caused by
errant boulders smashing the roofs of
his ogre servant’s dwellings. If he is still
alive when the party enters his lair, he
rages and attempts to do battle on the
ledge overlooking area 2. If he can bring
the combat to the precipice edge, he tries
to bull rush or Awesome Blow the PCs
over the edge.
MuLLIGORB CR15
Male hill giant barbarian 8
Monster Manual 123
CE Large giant
Init +2; Senses low-light vision; Spot +8,

Listen +9
Languages Common, Giant
AC 24, touch 11, flat-footed 22; improved

uncanny dodge
hp 209 (20 HD) DR 1/—

Fort +19 Ref +8 Will +7
Spd 50 ft.
Melee mwk greataxe +27/+22/+17/+12

(3d6+13/x3)

Ranged rock +18 (2d6+9)

Space 10 fi. Reach 10 ft.

Base Atk +17; Grp +30

Atk Options Awesome Blow, Cleave,

Improved Bull Rush, Power Attack
Special Atks rage 3/day




Abilities Str 28, Dex 14, Con 21, Int 11, Wis
8,Cha9

SQ rock catching, trap sense +2

Feats Awesome Blow, Cleave, Combat
Reflexes, Improved Bull Rush, Power
Attack, lron Will, Weapon Focus (greataxe)

Skills Climb +16, Hide +4, Jump +16, Listen
+9, Spot+8, Survival +9

Possessions masterwork chain shirt,
masterwork greataxe, giant’s bag

Rage (Ex) When Mulligorb rages, his
statistics change as follows:

AC 22, touch 9, flat-footed 20

hp 249

Fort +21 Will +9

Melee mwk greataxe +29/+24/+19/+15
(3d6+16/x3)

Ranged rock +18 (2d6+11)

Grp 432

Abilities Str 32, Con 25

Skills Climb +18, Jump +18

Treasure: In the northeast corner of

this cave complex is an ornately deco-
rated trunk of magically-treated brass. Its
panels are molded into scenes of dwarven
miners working in a great subterranean
city. The keyhole is in the gaping mouth

of a stern-faced dwarven warrior. Mul-
ligorb retrieved this trunk from the orc
wains on a rare foray into the valley. The
orcs, of course, stole it from the dwarves
of the Lortmils at some time in the past.
Mulligorb managed to locate the key as
well, so he has never set off the Trap. The
key is hidden behind a rock in area 10.
The trunk holds both the treasures Mul-
ligorb originally found here in addition
to those he has managed to collect over
the years. These treasures include 8co
gp. 3,500 sp, three black star sapphires
worth 1,000 gp each, and a full suit of +2
[full plate wrapped in silk worth 2c0 gp.

Trap: The brass trunk is trapped with
an insanity mist vapor trap. If the chest
is opened without using the proper key,
a spray of insanity mist vapor fires from
the seams of the chest filling a 10-foot-
by-10-foot area.

Insanity Mist Vapor Trap: CR §;
mechanical; touch trigger; repair reset;
gas; never miss; onset delay (1 round); poi-
son (insanity mist, DC 15 Fortitude save
resists, 1d4 Wis/2d6 Wis); multiple targets

(all targets in a 10-ft.-by-10-ft. area); Search
DC 25; Disable Device DC 20.

Magically-Treated Brass Trunk: 1 in.
thick; Hardness 18; hp 75; Break DC g4s;
Open Lock 30.

10. WATCH POST (EL 7)

This high point is at the very tip of the rock
tower, one hundred twenty feet above the
village and two hundred fifty-five feet above
the valley floor. It is little more than a flat
mesa at the top of the spire, with a natu-
ral shaft running down its center. A ladder
runs up this shaft providing access to this
platform. The view is astonishing, provid-
ing the entire panorama of the forest below,
the surrounding mountains, and even the
valley itself. Though details are difficult to
discern from this distance, several geysers
of superheated water can be seen explod-
ing from the rocks of the valley floor.

A DC 20 Spot check made while exam-
ining the valley notices some kind of
flying creature (one of the harpies from
area C). A DC 25 Search check reveals
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a small niche in the rock concealed
beneath a stone. Within is an ornate
brass key with the bow fashioned to
resemble a dwarf’s head. This is the key
to the hill giant’s trunk in area g and
bypasses the Trap if used.

Creature: One of the warrior soci-
ety ogres is always stationed here,
lying on its stomach so as to keep a
low silhouette. It keeps watch over the
approach to the valley, though it has a
good field of view in any direction. If
it spots anyone approaching, it shouts
down the shaft to the hill giant who
prepares the ambush described in area
1. Even if combat occurs in the rest of
the tribal complex, it does not leave its
post, fearing the giant's wrath more
than any intruders.

Ogre Barbarian 4: hp 79; see area 1.

CHAPTER TWO: THE
CSIPROS ERD

The Csipros Erd is an isolated valley on
the extreme fringe of explored lands.
Guarded by the expanse of the menacing
Bramblewood Forest, located behind a
hidden entrance in the midst of the for-
bidding Barrier Peaks and their many
foothill valleys, and filled with many
hazards—both natural and unnatural—
the valley has remained inviolate since
the coming of Kazgorva. The valley has
been largely untouched by the outside
world and remains a primeval sanctuary
inhabited by beasts rarely seen in the
outside world.

The valley is dotted with many active
geysers. Some are obvious or surrounded
by pools of boiling water and bubbling
mud, but others lie concealed by the sur-
rounding rocks and undergrowth until
they burst forth suddenly in a scalding
shower. Copses of hardy trees, mainly
bristlecone pine, grow in the valley, but
among them are the rotting remains of
many fallen trunks, felled by hurricane-
force winds released by massive explo-
sions of gas from the lake at the valley's
head. Eruptions of this magnitude only
occur after major seismic events, the last
such being when Sandor pursued the
orcs and goblins into the valley in 510
cy (85 years ago). At that time the trunk
of nearly every tree in the valley was

snapped like a twig, though the flora has
grown back significantly since then.

The walls of the valley climb steeply
for several hundred feet into the lower
reaches of the Barrier Peaks, though they
can be scaled with relative ease (DC 10
Climb check). Most of the inhabitants
of the valley are capable of making this
climb and frequently hunt the slopes
or retreat to the heights when tremors
occur in order to escape the poisonous
fumes in the valley below.

Every three hours spent in the val-
ley there is a 20% chance of a random
encounter. Roll d% and consult the table
below if an encounter is indicated. These
random encounters can occur in the sur-
rounding mountains as well, but treat
any result of a geyser as no encounter.

Roll Result

01-04 Colossal monstrous scorpion

05-15 1d2 dire bears

16-20 2d4 ghasts

21-25 3d4 steam mephits

2638 1d6+6 dire elk

3950 Geyser

51-55 1d4+2 deinonychuses

56-70 Harpy archer

71=75 1d3 ogre barbarians

76-84 1d4+4 dire apes

85—90 3d4q ooze mephits

01-95 Tremor

96—00 Spinosaurus

Colossal Monstrous Scorpion: hp 300;
Monster Manual 288. Several of these
monsters call the valley home. They
spend most of their time in rocky fis-
sures at the mountain base but emerge
to hunt.

Dire Bear: hp 105; Monster Manual
63. These beats hunt the dire elk of
the valley and lower slopes. They are
extremely aggressive.

Ghast: hp 29; Monster Manual 119. These
wandering predators are all victims of
the valley's poison gasses. They were
originally either humans from Sandor’s
first army or orcs or goblinoids from
Urgush’s horde. They differ from typical
ghasts in that rather than having the nor-
mal ghast stench, their bodies give off the
poison gas of the valley. All within 10 feet
must succeed on a DC 2o Fortitude save
or suffer the effects as described under

the Rock Tower above. This special attack
increases their CR by +1.

Steam Mephit: hp 13; Monster Manual
184. These creatures inhabit the many
geysers and boiling pools of the val-
ley and only emerge to harass those
nearby for sport. If half are killed, the
others retreat. Their elemental physi-
ology renders them immune to the
poisons of the valley.

Dire Elk: hp 114; Monster Manual I1
75. These great herd animals roam the
valley and lower slopes in ever-dwin-
dling numbers. They have become
extremely aggressive as a result of the
large number of predators in their
habitat. There is a 50% chance that 1dz2
of those encountered are calves, which
the herd will protect at all costs. If you
do not have access to Monster Manual
II replace these with bison from the
Monster Manual and double the num-
ber encountered.

Geyser (CR 3): These hidden hazards
are not easily identifiable like those
marked on the map. They could appear
as either a simple pool of water or mud,
or even as a small fissure in the ground.
A DC 18 Spot check followed by aDC 15
Survival check notices the telltale signs
and allows a PC to avoid the hazard alto-
gether. Anyone coming within 20 feet
of one of these locations triggers an
eruption by the vibrations of their foot-
steps. These eruptions of steam last 1d4
rounds and deal 3d6 points of fire dam-
age to anyone within 30 feet (Reflex save
DC 15 half). There is a 30% chance that
2d4 mephits inhabit the geyser (choose
steam, ooze, or a mix of both).

Deinonychus: hp 34; Monster Manual
60. These deadly predators hunt the val-
ley in packs. The druid Kazgorva some-
times uses them as shock troops and
assassins against those he sees as threats
to his valley.

Harpy Archer: hp 103; Monster Manual
151. These are members of the flocks
described in area C. They take a few pot
shots at intruders and return to their fel-
lows to report.

Ogre Barbarian: hp 79; Monster Manual
199. These are members of the tribe at
the Rock Tower out hunting. See area1
for details.




Dire Ape: hp 35, Monster Manual 62.
These territorial beasts roam the valley
and attack anything they see as a threat
(including adventurers).

Ooze Mephit: hp 19; Monster Manual
183. These inhabit the valley's boiling
pools of mud. They are immune to the
valley’s poisons and react as the steam
mephits above. They are different from
standard ooze mephits in that their
breath weapons do fire damage due to
the boiling temperatures of their mud
bodies rather than the acid damage typi-
cal of their kind.

Tremor: A minor temblor strikes the
area. If the PCs are climbing, they must
make new Climb checks at a —5 penalty
to avoid falling. If they are on the valley
floor there is a 10% chance that 1d3 qui-
escent geysers within 3o feet suddenly
burst to life. In addition to the effects
and damage described under Geysers
above, these also unleash some of the
poisonous gas of the valley in the same
area of effect. See the Rock Tower for the
effects of this gas. The gas itself begins
flowing at 10 feet per round downhill
immediately after the eruption.

Spinosaurus: hp 210; see area 7. If this
creature has already been slain, treat this
as no encounter.

A.SANDOR’S LAST
STAND (EL 15)

Protruding from the soil and scrub grass
on the shores of a small lake are the bony
remains of humans and giants intermixed
with the broken remains of wagons, bones
of draft animals, and the corroded rem-
nants of an assortment of weapons. It
seems that a great battle occurred here that
had few, if any, survivors. Near the water's
edge an overturned wagon with one intact
wheel thrusts out of the mud. The ancient
remains of a humanoid are still chained to
the wheel, as if it was tortured or perhaps
left here as a warning:

This is the site where Sandor’s sec-
ond expedition was overrun by giant
and ogre attackers in the night. They
were slaughtered to a man—all except
Sandor, a great warrior in his own
right, but no match for the overwhelm-

ing giant foes. The giants captured him
and chained him to a wagon wheel with
a couple of their heavy flails so they
could make sport of him. Before they
could enjoy themselves, the gas cloud
sent by Kazgorva hit the camp and
killed them all.

Creature: Sandor remains chained to
the wagon wheel, though his spirit does
not rest easy, ever longing for the trea-
sures denied him in life and for revenge
against the living who might still lay
claim to them. His spirit fed from the
death and rot around him, and granted
him new life as a powerful undead crea-
ture called an angel of decay. The animals
of the valley have instinctively avoided
the undead abomination, but anyone
approaching within 4o feet of his resting
place or attacking from a distance pro-
vokes him to action. As a free action he
easily breaks away from the rotten wagon
wheel and closes with the party.
SANDOR THE HEADSTRONG CR15
Angel of decay
Libris Mortis 83
CE Large undead
Init +6; Senses darkvision 60 ft.; Spot +29,

Listen +29
Aura rotting aura (15 ft. radius; Reflex DC

29, Will DC 29)

Language Abyssal, Common
AC 28, touch 15, flat-footed 26
hp 172 (26 HD) DR 10/admantine and magic
Immune undead traits
SR 24
Fort +14 Ref +18 Will +26
Spd 30 f. fly 50 ft. (poor)
Melee* 2 claws +20 (2d6+18) and
2 wing slams +15 (1d6+11)
Space 10 ft. Reach 10 ft.
Base Atk +13; Grp +30
Atk Options Cleave, Power Attack, rotting touch
*includes adjustments for a 5-point

Power Attack
Abilities Str 37, Dex 14, Con —, Int 20, Wis

20, Cha 18
SQ unholy grace
Feats Ability Focus (rotting aura), Cleave,

Combat Reflexes, Great fortitude,

Improved Initiative, Iron Will, Lightning

Reflexes, Power Attack, Toughness
Skills Concentration +29, Diplomacy +6,

Hide +18, Knowledge (arcana) +29, Listen

+29, Move Silently +26, Search +29, Sense
Motive +29, Spellcraft +31, Spot +29,
Survival +5

Rotting Aura (Su): When Sandor is not
flying, rivulets of vile corruption stream
from his body, constantly regenerating
and renewing a pool of odiferous rot all
around him. This pool covers a 15-foot-
radius spread. Any corporeal creature
standing on the ground within that area
takes 5d6 points of damage (DC 29 Reflex
save half) each round as its flesh decays.
Additionally, the creature must make a
DC 29 Will save or be nauseated for 1
round. The save DCs are Charisma-based.
Each round that a creature takes damage
from his rotting aura, Sandor heals 5
points of damage per victim.

Rotting Touch (Su): If Sandor hits the same
foe with two or more of his natural
attacks in a single round, he rots that
opponent’s flesh. This effect automatically
deals an extra 1d6+6 points of damage
and heals Sandor of 5 points of damage.
Treasure: At the base of the wagon

wheel where Sandor was chained sits the
necklace of adaptation the giants ripped
from his throat prior to torturing him.
A DC 23 Search check and an hour's sift-
ing through the soil of the battlefield
can locate another 230 gp and 580 sp of
Kettite mint, 2 potions of lesser restoration,
a wand of fly (23 charges, CL 6th), and a
potion of water breathing. These are all that
have survived of the items brought by
the expedition in hopes of counteracting
the valley’s deadly gas (the potion of water
breathing won't help against the gas, but
the bearer didn't know that).

B. GEYSERS OF DEATH
(EL 3)

At each of these points one or more
of the valley's geysers are clearly vis-
ible with even a cursory inspection.
They erupt every 1d2o minutes unless
a tremor occurs, in which case they
erupt immediately. See Geysers under
the random encounters above for
details of their effects and chances for
mephit infestation. If a tremor occurs,
these geysers produce poisonous gas as
described under Tremors and the Rock
Tower above.
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C. HARPY PATROL (EL 14)

At each of these locations flies a patrol
of three harpy archers. These creatures
dwell in the surrounding mountains
and are relative newcomers to the area.
Kazgorva encountered them and enlisted
them as aerial watchers for his valley. If
they spy intruders, they begin combat
with their captivating song from 280
feet in the air. They then descend to 100
feet and make attacks with their compos-
ite longbows. They try to avoid getting
tangled in a melee if possible, If the party
retreats and leaves a captivated character
behind, the harpies carry him away to
a high mountain ledge to consume at
their leisure.

Harpy Archers (3): hp 103 each; Monster
Manual 150.

D. THE TREASURE WAINS
OF URGUSH (EL 15)

A series of geysers blast this small lake with
terrific plumes of superheated water every
few minutes. The lake itself bubbles and
boils with heat. Around the shore of the

lake lie several mud pools, some likewise
bubbling. Leading up to the shore in a long
column are the rotted remains of dozens of
overturned wagons and the bones of hun-
dreds of humanoids and animals. Amidst
the mud, bones, and wreckage the glint of
gold and jewels gleams here and there, still
unclaimed after all these years.

These are the remains of the final
members of Urgush’s horde after their
long flight from the Lortmil Mountains.
Seeking sanctuary from the Small Folk
legions and the harrying armies of ruth-
less profiteers (such as Sandor of Polvar),
they entered this valley, unknowingly
marching to their doom. Here on the
shores of this lake they prepared to
make their stand, but were cut down
by a poisonous wind that swept down
the valley with hurricane force. Urgush
himself swore an oath to Gruumsh as he
fell choking into the mud, not far from
the spot where Kazgorva died many cen-
turies before. Since then, the gleaming
treasures carried by the euroz and jebli

have lain untouched by any save curious
animals of the valley.

The geysers in this small lake are much
larger than those the party may have
seen elsewhere in the valley. They always
erupt simultaneously every 1d1o rounds,
and their area of effect encompasses the
lake and everything within 50 feet of the
water’s edge to a height of 100 feet. The
eruptions always last for but a single
round. Their effects are otherwise iden-
tical to those described under Geysers in
the Random Encounters above. Though
the lake itself is fairly shallow (averaging
about 5 feet deep) and relatively easy to
move through. Anyone entering one of
the boiling pools of water or mud takes
2d6 points of fire damage per round of
exposure.

Creatures: Caked in mud at the
edge of the pool lies the mummy lord
Kazgorva. He has long since learned
of the party's intrusion into his val-
ley through his many animal spies and
has waited to confront them here at his
place of strength. Though Kazgorva is
a mummy lord, he does not resemble




a typical mummy since his preserva-
tion occurred as a natural result of
his encasement in mud. He resembles
a withered and desiccated corpse;
his skin permanently stained a tarry
black, covered in mud that continually
sloughs from him in great gobbets.
His face is skeletal, with a few strands
of gray hair, a single eye burning with
hate, no nose to speak of, and broken,
stained teeth visible in a lipless mouth.
Because of this moist coating of
mud, Kazgorva does not have the
typical mummy’s vulnerability
to fire. He does not have an
animal companion, nor does
he retain his ability to
wild shape.

Druid Spells
Prepared
(CL 12th, +10
ranged touch)

6th—antilife
With Kazgorva is his most powerful shell*,
servant; the remains of the orc leader empowered
Urgush, a terrible vilewight. This hid- flame strike (DC
eous creature is also mud-caked, but is 20)(2)
still recognizable as having once been a sth—baleful polymorph
half-orc. He has leathery, desiccated flesh (DC 21), call
and sharp, needlelike teeth. In addition, lightning storm (DC 21)
his abdomen has been torn open to insect plague, wall of thorns
reveal writhing, leathery intestines, each 4th—air walk, dispel magic (2),
ending in small, bile-dripping mouth. freedom of movement*
3rd—greater magic fang (2)*, poison
KAZGORVA CR13 (DC 19), protection from energy,
Male mummified human druid 12 wind wall
Libris Mortis 111 and—barkskin (2)%, bull’s strength,
NE Medium undead (augmented cat's grace, resist energy (2)*
humanoid) 1st—entangle (DC 17), faerie fire (3),
Init +5; Senses darkvision 60 ft.; Spot +17, longstrider®, produce flame, speak with
Listen +17 animals
Aura despair (DC 19) o—detect magic (3), guidance, read
Language Common magic, virtue
AC 31, touch 11, flat-footed 30 *already cast
hp 83 (12 HD); DR 5/— Abilities Str 22, Dex 12, Con —, Int 6, Wis
Immune undead traits 22,Cha 17
Resist fire 30 SQ spontaneous casting (summon nature's
Fort +11 Ref +8 Will +15 ally spells), wild empathy +15
Spd 40 ft. " Feats Empower Spell, Great Fortitude,
Melee slam +20 (2d6+10 plus mummy rot Improved Initiative, Improved Natural
[DC 19]) Attack (slam), Skill Focus (concentration),
Base Atk +9; Grp +15 Weapon Focus (slam)

KAZGORVA

Skills
Concentration +18,

- 9"

Knowledge (nature)
+10, Listen +17,

- Spellcraft +13, Spot +17,
E Survival 15
Possessions +3 leather

armor

Despair (Su) Any creature
that views Kazgorya must
make a DC 19 Will save or
be paraylized with fear for
1d4 rounds. Whether or not
the save was successful, that
creature cannot be affected by
Kazgorya's despair ability for
24 hours.
Mummy rot (Su) See the Monster Manual
page 190 for a description of this ability.

URGUSH CR13

Male vilewright cleric 10 (Gruumsh)

Book of Vile Darkness 183

NE Medium undead

Init +3; Senses darkvision 60 ft.; Spot +12,
Listen +14

Languages Abyssal, Common, Giant, Orc

AC 28, touch 13, flat-footed 25; Dodge, Mobility

hp 148 (22 HD)

Immune undead traits

Resist fire 30

Fort +12 Ref +11 Will +20
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Spd 30 ft,

Melee 2 claws +21 (1d6+8 plus energy
drain) and
bite +19 (1d8+5 plus energy drain) and
tendril bites +19 (1d6+5 plus energy drain

and disease)
Base Atk +13; Grp +19
Atk Options Combat Expertise, Spring
Attack, feat of strength, improved grab
(claws)
Special Atks create spawn, dark channel (DC
22), rebuke undead 7/day (+6, 2d6+14 HD,
10th level)
Cleric Spells Prepared (CL 10th [CL 11th for
evil spells], +17 ranged touch)
sth—flame strike (DC 19), righteous might®,
spell resistance

ath—dimensional anchor (2), divine power,
freedom of movement*, unholy blight®
(DC 18)

3rd—dispel magic, invisibility purge, magic
circle against good®*(2), prayer

2nd—bull’s strength, death knell,
desecrate®®, hold person (DC 16), silence,
spiritual weapon

1st—bless, entropic shield, protection from
good®, sanctuary (DC 15), shield of faith

BY GREC A. VAUGHAN

(2)
o—detect magic (3), guidance, read magic,
virtue
D domain spell; Domains Evil, Strength
*already cast
Abilities Str 22, Dex 16, Con —, Int 16, Wis
18,Cha 18
SQ spontaneous casting (inflict spells)
Feats Ability Focus (dark channel), Combat
Expertise, Combat Reflexes, Dodge,
Improved Initiative, Mobility, Multiattack,

Spring Attack

Skills Climb +14, Concentration +25, Hide
+16, Knowledge (arcana) +16, Knowledge
(religion) +13, Listen +14, Move Silently
+26, Spellcraft +18, Spot +12

Possessions bracers of armor +4, 4 vials of
unholy water and 20 pounds of silver dust
(spell components for descecrate)

Dark Channel (Sp) Once every other round,
Urgosh can channel negative energy into
a line of cold, black energy 30 feet long.
Everyone in the area takes 8d8 points of
damage (Reflex DC 22 half).

Disease (Ex) Any creature hit by the
vilewight's intestinal tendrils must make
a DC 16 Fortitude save or contract life

blindness. The incubation period is 1 day,
and the disease causes the victim to be
unable to percieve living creatures—such
creatrues are treated as invisible, silent,
and odorless to the victim.

Energy Drain (Su) Any living creature hit
by any of Urgosh's natural attacks gains
two negative levels. For each negative
level bestowed, Urgosh heals 5 points of
damage. If the amount of healing exceeds
his maximum hit point total, he gains
any excess as temporary hit points. It is
a DC 20 Fortitude save to remove these
negative levels.

Improved Grab (Ex) If Urgosh hits a Medium
or smaller creature with his claw attack,
he can attempt to start a grapple as a free
action that does not provoke attacks of
opportunity. If he successfully grapples a
creature, he can automatically hit with his
tendril bite attacks on subsequent rounds
while the creature remains grappled.

Create Spawn (Su) Any humanoid slain by a
vilewight becomes a wight (see Monster
Manual 255) in 1d4 rounds. Such wights
are under the command of the vilewight
that created them and remain enslaved

BET WIZARDS
OF THE COAST PAID THAT DA
TO SAY IT, JUST TO BOOST
SOURCEBOOK SALES,

GREAT NEWS, GUYS! THE HALF-PRICE BOOK STORE
GOT A SHIPMENT OF D20 STUFF! I BOUGHT A

WHAT IS THIS?! | LOWERED
THE CHALLENGE RATINGS BY HALF AD
YOU ALL STILL BIT IT AFTER ONLY TWO




until its destruction. They do not possess
any of the abilities they had in life.
Tactics: Kazgorva and Urgush both
rest in one of the mud pools that is
not boiling, since they do not have any
normal resistance to fire damage. While
submerged in the mud they are also pro-
tected from the scalding fallout from
the geysers. They are aware of the party's
presence through Kazgorva's many ani-
mal spies who bring him reports. When
Kazgorva learns that the PCs are draw-
ing near, he casts antilife shell, freedom
of movement, greater magic fang, barkskin,
resist energy (fire), and longstrider on him-
self and greater magic fang, barkskin, and
resist enerqy (fire) on Urgush. Meanwhile,
Urgush casts freedom of movement and
magic circle against good on himself, magic
circle against good on Kazgorva, and des-
ecrate on the lake. The mummy lord has
researched a derivative of greater magic
fang that functions on undead creatures.
All of these spell effects have been incor-
porated into the above stat blocks. If
Kazgorva learns that the PCs favor spells
of a particular energy type besides fire,
he also casts protection from energy (that
energy type) on himself. When Kazgorva
believes combat is imminent (and if he
still has time) he casts bull’s strength and
cat’s grace on himself; while Urgosh casts
spell resistance, entropic shield, bless, and two
shields of faith (one for each fo them),
Kazgorva opens combat with a summon
nature’s ally VL. If one of the opponents
is a cleric, Urgush uses a rebuke attempt
to bolster Kazgorva against turning. The
two then try to keep the PCs at arms

THE PORTENT

length for as long as possible while they
harry them with ranged attack spells and
dark channel. Urgosh tries to cast both
divine power and righteous might before he
enters melee. Both undead try to remain
within the area of the desecrate for as long
as possible.

Treasure: The treasures of the orc
wains have been scattered on the ground,
picked through by scavengers, and
buried by the actions of the geological
forces at work in the valley. As a result,
some effort is required to recover them.
A search of at least two hours uncovers
the treasure: 3,900 gp, 325 Pp, 15,400 sp,
9,800 cp, a gold ewer shaped like a dragon
with ruby eyes worth 3,500 gp, a leather
bag with seven emeralds worth 1,000 gp
each, a stoppered bronze urn worth 10
gp holding 36 bloodstones worth 50 gp
each, a large aquamarine worth 650 gp,
a left-handed platinum spiked gauntlet
worth 250 gp, a +2 dwarven urgrosh, an orc
double axe with one adamantine axe head
and one +1 vicious cold iron axe head, a staff’
of evocation (35 charges), and the anvil of
the Lortmil Mountains (see sidebar). The
dwarven clans of the Lortmils will pay
a 20,000 gp reward for the return of the
last item.

E. THE ERD LAKE

This wide, shallow lake of sterile, crys-
tal-clear water is called death, for here
is the source of the great disasters that
have befallen the valley so many times.
The water is tainted like the lakes in area
1, and whenever a large tremor disturbs
this lake, it releases a massive explosion

4: " MOUNTAINS

- Created by clerics of Moradin, this®
. lesser artifact serves as a holy relic ded-
. icated to the king of the dwarven gods.
L It is rumored that it was used to forge
. many legendary magical weapons of

‘the dwarves. Used by an individual
" with Craft (weaponsmithing) or Craft
% (armorsmithing), it allows weapons
L and armor of extremely fine qualit
“to be made. Masterwork items can b
"made at half the cost, requiring a C

C of 10. If the smith succeeds o

Zraft DC of 25 the item has receiy
the special blessing of Moradin and

gains a +1 enhancement bonus at'n

of deadly gas that pours down the val-
ley in a hurricane-force wind, leveling
everything in its path until it reaches the
end of the basin and the lakes beneath
the rock tower. Denizens of the valley
that are able scramble at least 100 feet
up the valley slopes can escape certain
death. The heavier-than-air gas lingers
in the valley for days before finally dis-
sipating enough to allow animal life to
return. From this location Kazgorva cast
an earthquake spell from a scroll years ago
in order to eradicate the invasion into
his valley. Only a major tremor results in
an effect this devastating, but disturbing
the bottom of this lake can still release
smaller amounts of gas that cover a 500-
foot-diameter cloud 4o feet high identi-
cal to that described in area 1. Whenever

PETER BERGTING
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this occurs, the lake turns blood red in
color for several weeks.

CONCLUDING THE
ADVENTURE

Having defeated the guardians of the
valley, the party gains a considerable
amount of lost treasure. Yet much
of the treasure that Sandor so rashly
pursued remains hidden within the
valley. Some of it was carried away by
scavenging animals, while other por-
tions have sunk into the muck of the
valley floor. A future adventure could
involve the characters conducting a
major excavation in the hostile terrain
of the valley and the attendant hazards
involved in locating these treasures
and then removing them under the
noses of the governments of Ket and
Bissel. If you used an adventure hook
involving political intrigue with the
Baklunish or the Knights of the Watch,
the adventure can be continued as a

Y GREG A. VAUGHAN

mission to recover the treasures for
their employer or to thwart the efforts
of another power group. Finally, a tribe
of mercenary harpies inhabits the
mountain peaks around the valley that
has undoubtedly been paid with large
amounts of the lost treasure. A party
could choose to search out their nests
and eradicate them to recover more of
the lost treasures of the Lortmils.

Greg A. Vaughan's previous DUNGEON cred-
its include: “Tammeraut’s Fate" (#106), “Tor-
rents of Dread” (#114), and the Istivin: City
of Shadows Campaign Arc (#117, #118, and
#119). He is also the author of “Kings of the
Rift," part 10 of the Age of Worms Adventure
Path, which will appear in issue #133.

ADVENTURE ¢
*‘The Hateful Legacy” is designed fo .
. four 12th-level characters, but it can
be adapted for use by 10th-1ath-level
.. characters. Reduce the number of
igre barbarians encountered to no
‘more than three at one time. Spread
the rest out between the numbered
encounter areas. Reduce the hill
giant’s barbarian levels by one or two
%3s necessary. Change the spinosau-
® rus to an advanced tyrannosauru
“Reduce the frequency of random
“wencounters in the valley, and allow
| the party more opportunities to rest
and recover. Reduce the number
vharpies encountered at any one time
. to two. Replace the angel of decay with
21 Hit Die mohrg. Reduce the ch
acter levels of Kazgorva and Urgus

by one or two as n!c:ssary.

dE /by Aaron Williams

If any fighting
occurs in area 43, the
Ogre Overlord calls
for re-enforcements
from area 55.
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THE START OF
ENCOUNTER

HEAP! IT WOULD'VE BEEN
NICE TO KNOW THAT AT

THE
TEXTI

And it would
have been nice if I'd
gotten an MBA instead
of majoring in En llsh

and Mythology,
here we are.

"ARTHUS DRAMESMERE, AGE THIRTY-
ONE, PASSED Ay LAST SATURDAY WHLE
DEFENDING A SMALL VILLAGE FROM
FIRE. HE HAS NO KNOWN FAMILY. HE
CAME FROM LANDS TO THE WEST, A
CRUSADING HERO FOR HIS RELIGIOUS
ORDER. A FRIEND TO THE WEAK AND
SCOURGE OF THE OICMED, ARTHUS WILL
BE MISSED, NO BURIAL CEREMONY IS
PLANNED, DUE TO IMMOLATION."

| =
TO BE DELIBERATE.

"THE FIRE WAS BELEVED

SEE PAGE
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(&' BY RICHARD PETT

ison by my tendering, and her people black-

ened by the taint of what lies beneath—a

stain I have nurtured. This place is my babe,
and my dead blood courses through its veins.
It is my gift to Kyuss, that this land should
be ruled by a god—and I, Lashonna, shall
be his bride.”

e of Redhand” isa DunGEONS

ned for four

15th-level characters. It i
installment of t

VA WIDERMANN ,

re]atxvc]y few combat encounters. The
climax of the adventure involves a ban-
quet wherein the PCs must impress the
decadent ruler of a city of bandits with
their social skills, not their fighting prow-
ess. Characters who show up at this event
dressed in bloody, battered armor will be
turned away at the door, so at some
during this adventure, the PCs

to buy new clothes. Issue

presents guideli

do to dress to impre

rious bonuses on l]u ir Diplo-

you can also run “T

Prince of Redhand”
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THE PRINCE OF REDHAND

Adventure Backgrouno
In the months leading up to his dis-
appearance, the wizard Balakarde
became obsessed with Kyuss and the
Age of Worms. As he learned more
about the ancient prophecies, he also
grew increasingly paranoid, to the
extent that he ceased confiding in close
friends like the archmage Manzorian.
He told no one of his discovery of the
sinister connection between the Ebon
Triad and the cult of Kyuss, nor did he
divulge his theory that the Ebon Triad
itself seemed to have been founded in
the town of Alhaster. His research led
him there, where he attempted to con-
tact a woman named Lashonna, one of
Prince Zeech’s most trusted advisors
and the foremost authority on the
town’s occult affairs.

Unable to secure an audience with
Lashonna when he first arrived, Bala-
karde began his own investigations into
the cult, investigations that led him to
believe that a hidden shrine of the Ebon
Triad (perhaps the original such shrine)
existed somewhere under the town of
Alhaster. What he discovered was some-
thing far more than a simple shrine—he
discovered the Well of Triptych Knowl-
edge, the site where ancient minions of
Kyuss known as avolakia first developed
the Ebon Triad as a sort of “cover cult”
for their own nefarious ends.

Balakarde was unable to fully explore
the complex, before he encountered a
potent magical creature the avoloakia had
nurtured to serve as a “mock aspect” of
the Overgod the Ebon Triad so desper-
ately sought to create. As he fled, Bala-
karde ordered his own guardian to remain
behind in the Well's entrance room, in the
hope that if the Triad discovered the well,
they would be destroyed by what he left
behind rather than retain access to such a
potent and dangerous ally.

Given a few more months, or even
weeks, Balakarde would certainly have
discovered the fact that Lashonna herself
was much more than a mere advisor to
the Prince of Redhand. She is, in fact, a
vampiric silver dragon whose allegiance
to Kyuss stretches back over 1,500 years.
Once allied with a reclusive sect of druids
who fought against Kyuss, Lashonna was

captured and transformed into a vampiric
minion of the Wormgod by Dragotha, the
undead dragon who served as Kyuss'voice
and proxy. Over the next several centuries,
Lashonna succumbed to the Wormgod's
evil taint and became Kyuss' most power-
ful priest. And as her devotion to Kynss
grew, so did her hatred and jealousy of
Dragotha. While she did most of the work
organizing events for the Age of Worms
(including the foundation of the Ebon
Triad with the aid of the avolakia of the
Wormecrawl Fissure), Dragotha was con-
tent to remain in his lair. Now that the Age
of Worms is imminent, one of Lashonna'’s
final steps is to remove Dragotha from
the equation so that she can take his place
at Kyuss’side.

When she returned to Alhaster and
learned of Balakarde's discovery of the
Well of Triptych Knowledge, she imme-
diately realized he was a perfect patsy for
testing Dragotha's strength. She agreed
to meet with him and fed him enough
knowledge about Dragotha's connection
to Kyuss that Balakarde eagerly set off
to the Wormcrawl Fissure. His eventual
fate is detailed in the Age of Worms
adventure “Into the Wormcrawl Fissure.”
Meanwhile, Lashonna learned much of
her enemy by serying upon Balakarde
during his last adventure. She now feels
she can defeat Dragotha by sending a
properly armed party of adventures into
his lair.

In the intervening years, Lashonna
used her pawn Zeech to see to the con-
struction of a huge ziggurat. Her use of
dream spells and her subtle manipula-
tion of their conversations has con-
vinced Zeech that the construction of
such a monolith would guarantee him a
righteous place at Hextor’s side, when in
fact it simply serves as a foundation for
the manifestation of a new Spire of Long
Shadows, the last component necessary
to bring Kyuss back into the world and
begin the Age of Worms.

Adventure Synopsis

The characters return to the Fortress of
Unknown Depths to report their findings
in Kuluth-Mar to Manzorian. Afterward,
the archmage reveals that he and his
allies have discovered where Balakarde

went after his time in the jungle. He trav-
eled to the town of Alhaster to seek the

advice of a woman named Lashonna. As
far as Manzorian can tell, she was the last
person to see Balakarde alive. It's prob-
able that Lashonna remembers meeting
Balakarde a decade ago, and might know
more about his fate (or at the very least,
the fate of his notes on Kyuss and the
Age of Worms).

The PCs have several days to explore
Alhaster and get to know its denizens
and dangers. They find Lashonna is
unavailable, but also quickly learn that in
a few days, Prince Zeech intends to throw
an invitation-only party at his palace to
commemorate the twentieth anniver-
sary of his rule over Alhaster. From what
the PCs learn, Lashonna will certainly
be at this event, and it appears to be
the only point at which anyone outside
of her immediate circle of allies could
conceivably get a chance to speak to her.
Securing invitations to the festival ends
up being one of several things the PCs
can do in the first half of this adventure,
They can also investigate the presence of
the Ebon Triad in Alhaster, discover the
lair of the black dragon responsible for
attacking Diamond Lake, and may even
uncover the secrets hidden in the Well of
Triptych Knowledge.

The last part of this adventure details
Zeech'’s gala and banquet, in which the
PCs meet the movers and shakers of this
province of the Bandit Kingdoms and
finally get a chance to approach the mys-
terious Lashonna.

“The Prince of Redhand” is an unusual
adventure in that the PCs aren't expected
to defeat the enemy. Rather, the thrust of
this adventure is to introduce the play-
ers to the city of Alhaster, as it plays an
important role in the campaign’s climax
If the PCs are ultimately successful in
preventing the Age of Worms, they could
even end the campaign as the inheritors
of Prince Zeech’s crown, becoming the
rightful rulers of Alhaster and the entire
province of Redhand. “The Prince of
Redhand" is thus a tour of the PCs' future
home, before they even know they're in
the housing market. Throughout this
adventure, choices the PCs make and
alliances they forge gain them Authority




Points. Keep track of these points, since
the number of points they accrue now
can have a significant impact on their
chances for success in the final adven-
ture, “Dawn of a New Age.”

Adventure Hooks

The primary goal for the PCs in “The
Prince of Redhand” should be track-
ing down what happened to Balakarde.
While they were exploring the ruins of
Kuluth-Mar in “The Spire of Long Shad-
ows,” Manzorian and his allies Agath,
Celeste, and Eligos spent their time
researching the Ebon Triad, Kyuss, and
the cause of Balakarde's disappearance.
After the PCs report upon their experi-
ences in Kuluth-Mar, Manzorian reveals
to them the results of their research.

Although they've learned little about
Kyuss himself (certainly nothing that
the PCs didn’t learn in greater detail
from their explorations of Kuluth-Mar),
they did manage to unearth some infor-
mation about the Ebon Triad. In several
of the scrolls and books in Manzorian's
vast library, they found references to
Ebon Triad activity, most of which had
short notes written by Balakarde in the
margins—notes that repeated over and
over his suspicion that the Ebon Triad
was little more than a front for the cult
of Kyuss. Even more curious, in every
book and scroll that mentions Ebon
Triad activity, Balakarde has underlined
the word “Alhaster.” It would seem, from
reading these notes, that a surprising
number of Ebon Triad leaders hailed
from this town in the Bandit Kingdom
nation of Redhand.

On a hunch, Celeste searched
Manzorian's library for books about the
city of Alhaster and found only one—A
History of Alhaster. An outdated book
about the city’s history, it was written by
a cleric of St. Cuthbert named Rhorsk
only a few months before a despotic ruler
named Prince Zeech seceeded from the
Shield Lands. One section of A History
of Alhaster recounts the emergence
and influence of a cabal of Hextorian
heretics who attempted to establish an
underground cult somewhere in the
city, a cult dedicated to the ascension
of their god into something greater.

This cult made particular use of what

they called “the Writhing Dead.” The

cult was defeated with the aid of one of

Alhaster’s greatest spellcasters, an elven

noble named Lashonna, but its leaders

escaped persecution. In the margins

of this account, Balakarde made a

fairly extensive note, a copy of which

Manzorian hands to the PCs to study.

The best route, Manzorian suggests,

is to check up on the leads Balakarde

indicates in his notes,

If you aren't running “The Prince of
Redhand” as part of the Age of Worms,
the goal of this adventure can change
dramatically. Used in conjunction with
this issue’s Backdrop on the city of
Alhaster, you can set the PCs’ goals in
town to be any number of things. Some
possible examples include:

+ The PCs have heard rumors that potent
and unique elixirs can be found some-
where in Alhaster, and come seeking
them for themselves or for a patron.

« The PCs may discover that one of
the evil organizations they've fought
against for the entire campaign was
founded in a secret chamber below the
town of Alhaster. If they can locate this

chamber, they can hopefully find out
how to defeat this group.

« After making a name for themselves
elsewhere, the PCs find themselves
invited, out of the blue, to Prince
Zeech's celebration. Zeech has heard of
their exploits, and wants them to attend
simply to show off to his allies how
well-connected he is. When the PCs
arrive in Alhaster, they'll discover that
until the festival, they won't be able to
speak to Zeech, and will have to spend
a week trying to stay out of trouble.

PART ONE:
ALHASTER—CITY OF
SCOUNDRELS

The town of Alhaster is presented in
detail on the fold-out map that accompa-
nies this issue, and in the Backdrop arti-
cle that begins on page 78. The method
by which the PCs arrive in Alhaster is
unimportant—if they ask Manzorian for
aid, he'll be able to lead them to a paint-
ing in his study that depicts the Alhaster
skyline as viewed from the road known
as the Toilway that runs to the east from
the main gates. Characters who concen-
trate on this painting treat the gates of
Alhaster as studied carefully for the pur-
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poses of teleportation (Alhaster is only
a little more than 300 miles away from
Manzorian's Fortress, so it's well within
range of teleport), and can use this route
to travel to the city. Other methods, such
as sailing over the Lake of Unknown
Depths or taking the long way around
on horseback are possible as well; what-
ever method the PCs choose, the only
time constraint is the date on which
Zeech's gala is to occur—which, if you
can arrange it, should be a week after the
PCs arrive in town (no matter what day of
the year they happen to arrive).

As the PCs explore Alhaster, strive to
present the city’s atmoshpere as one of
desperate festivity—everywhere the PCs
turn in Low Alhaster, they'll be con-
fronted by hanging banners bearing the
symbol of Hextor and laborers desper-
ately preparing for the coming festivals.

This part of the adventure is organized
into a selection of events the PCs expe-
rience during their first week in town
while they wait for the opportunity to
speak to Lashonna at Zeech's Anniversary
Celebration. Feel free to omit or add any
encounters as befits your style of play,
but remember that the primary goal of
“The Prince of Redhand" isn't to defeat
a monster or recover a magic item—it
is to introduce the PCs to a new base of
operations that may end up being their
new home.

Finally, if the characters attempt to
track down Balakarde, they'll find his trail
has grown cold in the years since he vis-
ited Alhaster. Gather Information checks
are met with blank stares, but the use of
magic like commune or divination can gain
some information. If the PCs try to track
Balakarde with magic, you can use the
following details concerning his visit to
Alhaster to respond to their spells.

When Balakarde arrived in Alhaster, he
asked for an appointment with Lashonna
and ended up having to wait a week. He
spent this time investigating the pres-
ence of the Ebon Triad in town, and also
managed to track down the remains
of the St. Cuthbert priest Rhorsk, the
author of the book on Alhaster’s history.
His investigations led him to the Well of
Tryptych Knowledge, and there he found
proof that the cult of Kyuss invented the

Ebon Triad. He also found a powerful
creature the cult of Kyuss had created to
serve as an oracle of sorts for the Ebon
Triad, and after he was forced to flee
from this creature he left one of his own
creations in the complex to prevent other
Ebon Triad members from exploiting it.
He then had his meeting with Lashonna,
and she sent him onward to the Worm-
crawl Fissure to seek more information
about Kyuss,

Discern location fails to locate Balakarde,
as he is currently dead and his soul has
been shattered into three bickering ghosts,
none of which retain enough of the whole
to qualify as Balakarde anymore—as long
as his soul persists in this state, even wish
and miracle are powerless to locate him.
The best the PCs can do at this point is to
piece together his trail. Eventually, they'll
have a chance to rescue him during “Into
the Wormerawl Fissure.”

Authority Points

As this adventure progresses, the PCs
have numerous opportunities to make
an impression on the citizens of Alhaster.
News spreads quickly, and the arrival of
characters as powerful as the PCs makes
the town sit up and take notice. The
characters’ reputation in Alhaster can be
measured by the amount of Authority
Points they've accrued.

In the following events and encoun-
ters, you'll be told when to award (or
remove) Authority Points to the group
As they gain Authority Points, the party
becomes more well-known. Generally,
you should award everyone in the group
the same amount of Authority Points,
but in some cases, certain characters may
accrue more as a result of their specific
actions. There is no maximum to the
number of authority points a character
can accrue. At any one time, a charac-
ter has an Authority score equal to the
amount of points he has accrued plus his
Charisma modifier.

Later in this campaign, characters will
need to make Authority Checks. This is
a dzo roll modified by the character’s
Authority score. These checks feature
prominently in “Dawn of a New Age,”
where they are used to determine the
outcome of several situations where the

PCs are forced to take command during
the doom that comes to Alhaster.

Rumors in Alhaster
Characters who listen to idle chatter in
taverns, ask local merchants about cur-
rent events, or otherwise ask around
town are certain to learn something
interesting, even if what they learn isn't
always true. Use the following table to
randomly determine a rumor that the
PCs might overhear.

Alhaster Rumors

ds
Roll Rumor

1 “Prince Zeech didn't invite the
high-priest of Hextor to his banquet
because he's looking to replace
the old man! Wonder who Prince
Zeech has in mind to take his place?
Certainly it's someone he DID invite
to the banquet!” (False; Zeech didn't
invite the high-priest simply because he
thinks of himself as the high-priest—the
cleric who holds that title in the church
is nothing more than his mouthpiece.)

2 "“Acouple of my stupid friends heard
that the dragon what lives under
the Traitors’ Graves got killed. They
went out there to loot her lair, and |
haven't heard from them since. Did
| mention they were stupid?” (True;
this dragon was actually lithane, but
her lair is far from undefended.)

3 “There's something strange about
the Church of Blessed Deliverance.
My cousin heard someone crying in
the chapel one day, but wasn't brave
enough to look inside. | think the
place is haunted.” (True; an undead
cleric, once a priest of the church, lurks
in its partially collapsed cellar.)

4 “Lady Lashonna’s lived in Alhaster
for decades, since before our
beloved prince gained control. She’s
the only one he seems to defer to.
Some people think they're lovers.
Personally, | think the prince is a
wonderful man who is simply being
polite to one of his most famous
subjects.” (True, although as much as
Zeech might want it otherwise, he and
Lashonna are not lovers.)

5 A patrol of Blessed Angels seized




a cratefull of the latest copy of

the Sinchaser Report and took the
bookseller who had stored the crate
in his shop into their Aerie a week
ago. No one’s heard from him since.
Good riddance, | say!” (False, although
the Blessed Angles often spread rumors
like this to keep the unknown writers

of this antiestablishment newsletter on
their toes.)

6 “Something needs to be done
about that high priest of Kord.
He's always leering at people
and spreading dissent. | heard
he’s planning to organize a riot
using magic, and plans on using
it to disrupt things during Prince
Zeech'’s banquet!” (False.)

7 “The Ebon Triad might not be as
active in town as it once was. That's
certainly due to Prince Zeech's skill at
rooting out those heretics. | heard tell
they had a dragon working for them
at one point, but that it was slain by
a group of heroes recently on the far
side of the Nyr Dyv." (True; this dragon
was lithane.)

8 “I'm not sure that allowing the
Scarlet Spire such autonomy in the
disposal of the dead is a great idea.
| heard they're building an army
of undead in chambers below the
boneyard and plan to use these
monsters to stage a coup. |'m sure
Prince Zeech knows what he’s doing
in letting them handle the disposal
of the dead, but still..." (False.)

Event 1: Arrival in
Alhaster

However the PCs arrive at Alhaster, they
find the city bustling with activity. The
locals have been anticipating the festivi-
ties of Zeech's Anniversary for months—
even those who aren't invited to the gala
itself are looking forward to the numer-
ous other events (parades, sales, street
performances, and so on) Zeech prom-
ised the populace. A feeling of mirth and
exciternent fills the air, but the longer the
PCs stay in town, the more they should
come to realize that much of this joy is
feigned. The promised parades end up
being little more than shameless propa-
ganda marches for Zeech or displays of

wealth by the nobles. Sales end up being
minor discounts for specially imported
goods of questionable quality, and even
with these discounts, most people can't
afford to spend much. Street perfor-
mances tend to be tired affairs and pale
imitations of events the PCs may have
already seen in the Free City. And over it
all hangs the feeling that it’s only Alhast-
er’s richest inhabitants who are actually
having fun—for everyone else, the festivi-
ties only mean more work and toil. Yet to
complain is to invite a visit by the brutish
Watchers or the sinister Blessed Angels,
so the populace rarely complains.

Visitors to Alhaster are expected to
enter the city via the docks or one of the
three gates along the eastern wall. As
they do, a passively disinterested hob-
goblin guard (a member of the Watchers)
gives the group a cursory glance to check
for anything that might mark a visitor as
a rabble-rouser (open display of good-
aligned faith, dangerous-looking animals,
and large numbers of armed soldiers are
three great ways to get unwanted atten-
tion at this stage). They ask the nature of
the visitor’s business in town, but for the
most part no one really cares why some-
one's come to visit Alhaster. In a place
where pirates, bandits, smugglers, and
worse walk the open streets without fear,
the guards really have little interest in
stopping people at gates to harass them.
Zeech prides himself on not charging
docking or gate taxes to visitors, since
he has little need to raise money when
all he needs to do is seize the property of
one of his citizens when he needs a little
extra cash.

When the PCs enter town, the char-
acter with the highest Diplomacy skill
should make a DC 15 Diplomacy check—
everyone else in the group can aid this
character's roll with DC 10 Diplomacy
checks of their own. The primary DC
increases by +5 for every character who
might strike the guard as a “rabble-
rouser” (such as a paladin or good cleric
openly displaying their faith, a druid or
ranger who wants to bring a large animal
into town, or a quiet cloaked spellcaster
who carries a staff made of bones and
skulls). If the Diplomacy check is failed,
the guard demands a tax in the amount

of 100 gp. Failure to pay this tax results
in the guard denying the group entrance
to the city. If the PCs pick a fight or try
to enter the city anyway, the Watcher (a
6th-level hobgoblin fighter) tries to stop
them (unless successfully Intimidated).
The PCs have little to fear from a single
Watcher, or even a patrol of a half-dozen,
but if they continue to make spectacles
of themselves, they'll be confronted
by a group of four Blessed Angels who
attempt to capture or kill the trouble-
makers. In the end, characters who are
more interested in fighting their way
through Alhaster aren't going to make it
far, so for the remainder of this adven-
ture it is assumed that they at least try to
avoid causing too many confrontations.

Alhaster is openly tolerant of any char-
acter race, but certain classes may find it
more difficult to get things done in this
town. Needs and concerns regarding the
specific classes are touched on below.

Barbarian, Fighter: No one bats an eye
at anyone who appears to be a barbar-
ian or fighter—in fact, Alhaster’s social
climate of “might makes right” means
that those who wear lots of armor or
carry lots of weapons find it easier to get
what they want. These characters gain a
+2 bonus on all Diplomacy, Gather Infor-
mation, and Intimidate checks made in
town against the lower class and the
city guard (both Watchers and Blessed
Angels). A character who is not a barbar-
ian or fighter can disguise himself as
one (and get this bonus) with a DC 20
Disguise check.

Bard, Rogue: Bards and rogues should
feel most at home in Alhaster of all the
character classes, for this town is truly
one where their skills can shine. Most of
the merchants and nobles in town feel
a particular kinship to characters who
appear to be entertainers, swashbucklers,
or criminals. These characters gain a +2
bonus on all Diplomacy, Gather Infor-
mation, and Intimidate checks made in
town against business owners, nobles,
and criminals. A character who is not a
bard or rogue can disguise himself as
one (and get this bonus) with a DC 25
Disguise check

Cleric, Paladin: Clerics of Hextor, Wee
Jas, and Kord don't raise eyebrows if they
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display their faith openly, as these dei-
ties have functioning churches in town.
Hextorian clerics gain a +2 bonus on
Diplomacy, Gather Information, and
Intimidate checks made against the
lower class, while those of Wee Jas gain
the same against the nobility. Clerics of
Kord gain no particular bonuses, and
are often greeted with smirks and cruel
jokes since the church of Kord in town
is hardly awe-inspiring. Clerics of most
other deities typically pass unmolested.
Any cleric of a good deity who publicly
proclaims his affiliation finds himself
shunned by almost every facet of the
town—the guards are more suspicious,
the locals are afraid to be seen speaking
to them, and the nobles find them quaint
but foolish. Such clerics suffer a —4 pen-
alty on all Charisma skill checks made
against citizens of Alhaster. Clerics of
Hieroneous and paladins are particularly
vilified in this town, and they suffer a -8
penalty on these checks instead. Zeech
has decreed that all religions (even that of
Hieroneous) are welcome in his city, but
the city’s reaction to good clerics doesn't
bear out this proclamation.

Druid, Ranger: Druids and rangers
(and any class that seems to be more
at peace in the natural world, or is fol-
lowed everywhere by a loyal animal
companion) have a stigma of being
“country folk.” Alhaster is very much
an urban environment, and locals typi-
cally treat these classes with a mixture
of amusement and curiosity.

Monk: Monks are rare in Alhaster,
and those who are here are universally
regarded to be agents for the notorious
Scarlet Brotherhood far to the south.
These rumors are enough, however, that
obvious monks can enjoy the same ben-
efit as a barbarian or fighter (see above).

Sorcerer, Wizard: Arcane spellcasters
are fairly uncommon in Alhaster, yet they
are not particularly hated. Neither are
they particularly loved. Characters who
are obviously arcanists receive no par-
ticular benefit or hindrance in town.

Event 2: Seeking
Lashonna

One of the first things the PCs should
attend to in Alhaster is to attempt to

make contact with Lashonna. Finding
her home is easy. A DC 10 Gather Infor-
mation check is all that's required to
learn that her estate is known as Mistwall
Manor (area 28). Getting an appointment
to visit her is another matter,

The approach to Mistwall Manor is
protected by a 12-foot-high stone wall.
The entrance to the estate grounds is a
small gatehouse attended at all times by
a well-dressed guard (LE human male
rogue 4) who politely informs any would-
be visitors that Lashonna is currently
indisposed, and will be so for some time.
If the PCs wish to schedule an appoint-
ment to meet with the lady, the guard
cheerfully informs them that the soonest
Lashonna can meet with visitors is in two
months, With a DC 15 Diplomacy check,
the guard suggests that if the PCs really
need to talk to her that badly, they should
see if they can secure invitations to
Zeech's Anniversary Banquet—Lashonna
is scheduled to be in attendance there.

Event 3: Invitation Only
It shouldn't take long for the characters
to realize that a big event is coming to
Alhaster. Banners bearing the coat of
arms of Alhaster (a variant of the sym-
bol of Hextor) fly from countless roof-
tops. The streets are filled with street
performers and merchants offering 10%
discounts on their wares. A DC 10 Gather
Information check is all that's required
to learn what's coming—Prince Zeech
has announced a city-wide celebration to
commemorate the zoth year of his rule.
While dozens of parades, performances,
and other events are scheduled to take
place, the most impressive will doubt-
less be the Grand Banquet, an invitation-
only gala hosted at the prince’s palace.
Everyone who's anyone in Alhaster will
be at this prestigious event—if the PCs
ask specifically about Lashonna, the
universal opinion is that she'll be there,
since she's Zeech's most trusted advisor.
Some people even whisper that the two
are lovers.

Securing invitations to the Grand Ban-
quet is easier said than done. Zeech made
sure that only a very select group of people
would be in attendance, and there simply
aren’t a lot of invitations floating around.

A DC 15 Gather Information check is
enough to determine that a certain num-
ber of nobles (mostly those from other
provinces in the Bandit Kingdoms) who
were invited will not be attending, and
that rather than risk having empty seats
at his banquet table (scandal'), Zeech has
given these rejected invitations to Armhin
Loratio, the owner of the Deluxury (area
21), trusting him to find suitable folk to fill
the available slots. Many have approached
Armbhin for a chance at the invitations, but
so far, he has rejected all hopefuls.

There are enough invitations available
at the Deluxury to cover all of the PCs,
but they'll need to do more than simply
show up in order to secure them. Zeech
has asked Armhin to look for “heroic
types,” since he thinks that the presence
of heroes at his table can only enhance
his popularity. Armhin demands to per-
sonally meet everyone in the group who
wants an invitation, and asks each PCa
series of related questions about their
names, their accomplishments, and their
future goals. Have each player make a
Diplomacy check while talking to Arm-
hin (or a Bluff check if they're trying
to trick him with false tales). Note the
results of these checks in secret, but no
matter what the PCs roll, they'll all be
given invitations. After the invitations
are given, Armhin takes the character
who had the highest Diplomacy or Bluff
check aside and confides in him that he's
the only one Armhin really thinks will
fit in, and that the behavior of the other
characters is on this PC's shoulders. If
the others cause any problems, this char-
acter will be the one to pay the price.

For the most part, these skill checks
and threats are little more than smoke
and mirrors to impress upon the PCs the
importance of the event. Once the PCs
secure their invitations, they can learn
a little more about what's expected of
them at the party with Gather Informa-
tion checks. A DC 20 check is enough
for them to learn that they are expected
to dress well for the occasion, and that
weapons are certainly not allowed
(although armor, if well cleaned, is)
A DC 30 check is enough to learn that
Zeech often expects gifts at his parties, as
a way for those lucky few who are invited




to thank him for his generosity.
These gifts should be significant,
worth at least 2,000 gp apiece.

Authority Point Reward: Grant
each character an authority point
when they receive their invita-
tions to Zeech's party.

Event 4: The Hungry
Priest (EL 10)

Another lead the PCs received is
the name Rhorsk, the author of
A History of Alhaster. Characters
who ask about him in town learn
nothing of use as no one knows
him. If the PCs reveal he was a
cleric of St. Cuthbert, their ques-
tions are instead met with deri-
sion and mockery, and they are
told, “None of them type still live
here, despite the fact that Zeech
decreed their church should be
left untouched. The place is fall-
ing into ruin, a daily reminder
that Cuthbert has no place in
Alhaster. You know, some folk
say the place is haunted!”

The one-time church of St.
Cuthbert is known as the Church
of Blessed Deliverance (area 23),
and it does indeed still stand, if
only barely. The building was
partially burned 20 years ago, and
now its sagging, blackened walls
bear numerous signs that read,
“Condemned by the Order and
Ineffable Wisdom of Almighty Prince
Zeech—Entry Prohibited!”

Entry into the ruins is indeed prohib-
ited, and if the PCs take no precautions
to hide or disguise their exploration
of the ruin, they are confronted 1d4+4
rounds later by a Blessed Angel who
teleports into the area to demand they
leave this “monument to past failures.”
The erinyes does not expect resistance
(unless the PCs are already known to be
trouble-makers); if attacked, she tele-
ports back to the Angel'’s Aerie, gathers
three other Blessed Angels, and then they
all teleport back here in 1d4 rounds to
attempt to arrest the PCs.

Ifthe PCs enter the church with stealth
(requiring only a passably good plan
and a DC 10 Hide check if the church
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is approached from an alleyway), they’ll
be able to explore the interior at their
leisure. Little of interest remains, but
a DC 15 Search check reveals a partially
hidden doorway that was once buried
under rubble. A character with Track can
determine with a DC 30 Survival check
that the rubble was cleared several years
ago, about the time that Balakarde would
have been in town. The door is of heavy
stone but is not locked.

Beyond is a short but very steep circu-
lar stairway leading down to a small crypt
below the church. In places the ceiling
sags ominously. Despite the appearance,
the crypt is fairly sound, structurally
speaking. Bones are scattered in tangled
heaps all over the floor, and the twelve
tombs that surround the central cham-

ber have been violated. The brick-
lined crypt walls have been torn
down and narrow, claustrophobic
tunnels have been dug through
the stony earth. A DC 23 Spellcraft
check reveals these tunnels were
created by repeated applications
of stone shape. The tunnels create a
meandering network of cramped
crawlways that eventually open
into the equally cramped sewers
and tangled smuggler’s tunnels
beneath Alhaster.

Creature; The crypt has served
as the home of a pitiful creature
named Rhorsk for the last twenty
years, Once a cleric of St. Cuth-
bert, he became trapped in this
basement after bandits set fire to
the church above and barricaded
the door leading down here. He
survived longer than he should
have only because he resorted
to eating some of the “fresher”
bodies that were interred down
here with him. Eventually star-
vation claimed his maddened
soul. He rose the next night as an
undead monster. Such was the
extent of his madness and his
sins against his ancestors that he
became a gravetouched ghoul, a
more powerful type of ghoul that
retains fragments of its abilities
and personality from life.

Rhorsk created the tunnels
that lead to the sewers, and uses them to
scavenge for food. He avoids the Alhaster
Boneyard due to a reasonable fear of the
Wee Jas clerics who patrol the place,
instead claiming the rotting dead of the
Alhaster Harbor as his banquet. His late-
night scrabblings and howls of despair
have given rise to the rumors that the
church is haunted.

When the PCs arrive, Rhorsk is softly
moaning to himself—if he hears any-
one entering his crypt he clambers up
the largest mound of bones and imme-
diately begins shrieking in gibberish at
anyone who enters his home. Rhorsk is
a cowardly creature, and does not initiate
attacks unless intruders approach within
10 feet or he is himself attacked. He
appears as a twisted, feral, gray-skinned
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man with large jagged fingernails, sharp
teeth, red eyes, and festering skin. His
body seems frail and emaciated save for
his belly, which is disturbingly round and
full. He wears the tattered remnants of
once fine robes of St. Cuthbert over his
magic chain shirt, the only possessions
he still retains from life.

Rhorsk is unaware of the passing of
time after his death, in his madness he
believes he is still flesh and blood and that
his chosen meals are not the bodies of the
dead but in fact gifts from St. Cuthbert to
keep him alive until he can rebuild the
church above. Proof to the contrary fills
him with terror and forces him to attack.
Rhorsk still receives clerical spells, but
despite his belief that he serves St. Cuth-
bert, his spells in fact come from a differ-
ent source entirely—they are granted by
an obscure ghoul deity who took a mock-
ing interest in Rhorsk's fall from grace.

RHORsK CR10

Male human gravetouched ghoul cleric 9

CE Medium undead

Libris Mortis 104

Init +3; Senses darkvision 60 ft; Listen -1,
Spot-1

Languages Common, Celestial

AC 21, touch 13, flat-footed 18

hp 58 (9 HD)

Immune undead traits

Fort +6, Ref +6, Will +3

Spd 30 fi.

Melee bite +7 melee (1d6+1 plus ghoul fever

and paralysis) and
2 claws +5 melee (1d4 plus paralysis)
Base Atk +6; Grp +7
Special Atk rebuke undead 6/day (+16,
2d6+14)
Spells Prepared (CL 9th; CL 10th for chaos
and evil spells; +9 ranged touch):
sth—dispel law™, spell resistance, wall of stone
4th—air walk, control water, chaos
hammer® (DC 19), tongues

yrd—dispel magic, magic circle against
law”, stone shape (3)

2nd—aid, bull’s strength, cat’s grace,
hold person (DC 17), shatter® (DC 17),
silence (DC 17)

1st—bless, command (DC 16), entropic
shield, obscuring mist, protection from
law™, sanctuary (DC 16), shield of faith

o—detect magic (2), guidance (2), read
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magic (2)

D Domain Spell; Domains Chaos, Evil; C

chaos spell

Abilities Str 12, Dex 16, Con —, Int 15, Wis 4,
Cha 21

SQ spontaneous casting (inflict spells), +2
turn resistance

Feats Alertness, Combat Casting, Craft
Wondrous Item, Multiattack, Scribe Scroll,
Skill Focus (Knowledge [history])

Skills Concentration +12, Heal +9,
Knowledge (history) +17, Knowldge
(religion) +14, Listen -1, Spot —1

Possessions +2 chain shirt

Ghoul Fever (Su) Disease—bite; Fortitude
save DC 19, incubation period 1 day,
damage 1d3 Con and 1d3 Dex. A
humanoid who dies from this disease
becomes a ghoul at the next midnight (or
a ghast if 4 HD or higher).

Madness (Ex) Rhorsk uses his Charisma
score to determine his spell save DCs,
bonus spells, and his highest-level spells
he can cast.

Paralysis (Ex) Victims hit by Rhorsk’s bite or
claw must make a DC 19 Fortitude save or
be paralyzed for 1d4+1 rounds. Elves have
immunity to this paralysis.

Tactics: Rhorsk should pose little
threat to the PCs; he does what he can if’
escape isn't an option, opening with one
or two spells but resorting to his feral
nature after a few rounds, biting and
clawing at victims until he is destroyed.

Development: Rhorsk’s initial atti-
tude is hostile—in order to make him
talk, the PCs will need to make him
at least friendly with a DC 40 Diplo-
macy check. He won't talk if turned or
rebuked, but if commanded by a cleric
that channels negative energy he'll
become helpful. Likewise, spells like
control undead and command undead can
secure his cooperation. Killing Rhorsk

and then resurrecting him cures his
madness and also makes him helpful.
If asked about the book he wrote in
life, Rhorsk grows thoughtful and wist-
ful. If asked about his account of the cult
of Hextor heretics, he actually grows a bit
agitated, and admits that there’s a little
more to that story than he recorded. In
truth, all of the heretics were captured
and executed, but in interrogating their
bodies afterward via speak with dead, he

discovered that they had actually been
set on their path by a mysterious contact
known to them only as Mother Maggot.
This mysterious figure gave the cultists
the worm-eaten undead they used to
cause so much trouble, and apparently
promised more support if they were suc-
cessful in their crusade against Alhaster.
Rhorsk never found out what Mother
Maggot's true goals in Alhaster were,
but he did discover that the heretics met
Mother Maggot in a subterranean room
under a house in the southeast section of
the city. Rhorsk kept an eye on the region
for months afterward, but since nothing
new developed he assumed Mother Mag-
got had moved on to other projects. He
can supply the PCs with the house's exact
address (following his directions brings
the PCs to Sinner’s Sanctum-—area 10).

If asked about Balakarde, Rhorsk can
verify that the strange man visited him
“just recently” (to Rhorsk, a span of sev-
eral years is little different than several
days). He also asked questions about
the Ebon Triad and seemed particularly
interested in what Rhorsk knew about
Mother Maggot.

If controlled or made helpful, Rhorsk
can even guide the PCs to the exact house
under which Mother Maggot’s chambers
were hidden. He may also offer to heal
the party’s wounds, but in his madness
he doesn’t realize he's swapping out
spells to cast inflict wound spells on those
he thinks he's helping,

Ad-Hoc Experience Award: If the
PCs manage to successfully interrogate
Rhorsk and learn the location of the
Well of Triptych Knowledge, award them
experience points as if they had defeated
a CR 15 creature in combat. Do not award
them this bonus if they've already dis-
covered the Well by other means.

Event 5: Heroic
Competition

The PCs aren't the only “heroes” Zeech
wants at his feast. He's already invited the
leader of a group of hobgoblin mercenar-
ies who have served his needs numer-
ous times in the past. This hobgoblin
is a loud and bombastic fighter named
B'kruss. He is attended at all times by his
cohort, a surprisingly clean hobgoblin




sorcerer named V'juss. A raucous raven
always seems to perch on B'kruss’ shoul-
der—this is Garg, V'juss’ familiar. B'kruss

calls his band of bandits the Knights of

Redhand, and their accomplishments in
Redhand (and the neighboring provinces)
have earned them a place of notoriety
in the region. The Knights of Redhand
are staying at the Ogre's Hideout (area
13), but B'kruss and V'juss spend a fair
amount of their time in the days before
the banquet wandering the streets and
looking for trouble. It doesn't take them
long to learn that a group of heroes from
the south has managed to weasel their
way onto the invitation list, at which
point they seek out the PCs.

Introduce B'kruss at some point after
the PCs have received their invitations
while they are moving about the streets
of Alhaster. When the hobgoblins find
the PCs, B'kruss bows before them
and greets them as guests. His smile is
wide, but a DC 15 Sense Motive check
is enough to see that his politeness is
a facade. B'kruss asks the PCs where
they are from, and observes that their
home is a place he had heard is violent
and lawless—unlike Redhand. B'kruss
immediately follows up his questions
by asking what it is that the heroes have
done that's so impressive that they got
themselves invited to Zeech's party. No
matter how the PCs reply, B'kruss does
his best to belittle their claims, noting
how he and his boys have accomplished
even greater tasks here in Redhand. This

encounter should play out as a contest of

one-upsmanship, and eventually B'kruss
asks one of the PCs to step forward to
prove their skills to him.

B'kruss isn’t looking for a fight—he's
a hobgoblin, but he has little desire to
attract the attention of the Blessed
Angels. Instead, he proposes a friendly
contest between himself and one of the
characters. If the party refuses to meet
his challenge, the hobgoblins walk
away laughing, and are sure to bring
up this incident during the feast. Of
course, B'kruss suggests contests that
he excels at; sample challenges include
the following,
« “Hobgoblins are the greatest riders of

all. It'’s a well-known fact. I bet I can

outride any one of you!" In
this contest, B'kruss chal-
lenges one of the char-
acters to a mounted race
around the city. B'kruss'
mount is named Gris-
tlegape, a tremendous
dire boar stabled at
the Ogre's Hideout.
The PC is allowed
to use any mount
of his own in this
race, as long as the
mount doesn't fly.
B'kruss proposes
to start the race at
the statue of Zeech
in the market-
place (area 2z), run
up Crow Road, turn
onto Arena Street all
the way to the arena
itself, wind through the
alleys north to the Toilway,
and then return to the statue in the
marketplace. This race isn’t about
speed as much as it is about navigating
around numerous obstacles that get
in the way (pedestrians, other mounts,
piles of rubble, merchant stalls). You
can simulate the race by having B'kruss
and the PC make seven opposed Ride

checks. The first to win at least four of

these checks wins the race.

"I once had to leap over a thirty-foot-
wide chasm filled with lava to getto a
cowardly dragon. I reckon you would'a
fallen to your death.” For this wager,
B'kruss leads the PCs to a nearby
alleyway and picks two three-story
buildings on opposite sides of a side
street. The two buildings are thirty
feet apart. He and the challenged PC
are to head up to the roof and then

make the 3o-foot leap from one roof

to the other. B'kruss takes the time
to strip off his breastplate to increase
his Jump check. There's enough room
up there to get a running start, but

it's still a DC 30 Jump check to make

the leap. To simulate the danger of

lava, B'kruss’ allies clutter the street
below with their weapons, arrows, jag-

ged timbers, and other bits of pointy

rubble they gather from surrounding

B'kruss

alleys. A fall deals 3d6 falling dam-
age and incurs 1d4+1 attacks from
the improvised spikes (+10 melee,
1d4+4 damage). The higher Jump DC
achieved is the winner (assuming the
check was also high enough to clear
the gap).

« “We hobgoblins have a special way

to decide this type of problem. We
call it the Mindless Courage of the
Dreadful Mauling!” This contest is a
timed event in which one participant
(B'kruss) attempts to grapple and pin
his dire boar mount for a minimum of
three rounds. The hobgoblins setup a
makeshift corral using commandeered
wagons to form a forty-foot-radius
circle. B'’kruss goes first, and the chal-
lenged PC has to beat B'kruss’ time in
grappling the dire boar and keeping
it pinned. B'kruss uses his dire boar
mount in this match and is quick to
point out that if the mount is hurt at
all, the match is forfeit. Gristlegape
the dire boar has participated in this
contest many times before, and takes
to it with a squealing glee—B'kruss is
no more safe from accidental goring at
the tusks of his own mount than are
the PCs.

If the PCs win one of these contests,

B'kruss and his allies grow sullen and
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quiet. They know Detter than to take
their confrontation up a notch, but
nurture private hatreds of the PCs
that may have repercussions later in
the adventure.

Creatures: B'kruss is a sneaky hob-
goblin captain who is in charge of the
Northern borders, a region constantly
harried by Reyhu orcs. He uses these
brutal enemies to ensure that his own
agenda is followed in the land. His
methods are brutal and his justice long
and cruel. His cohort V'juss is quiet
and observant, and plays the role of a
subservient minion well despite his
deeply hidden desire to murder B'kruss
and seize command of the Knights of
Redhand for himself.
B'kruUSS CR14
Male hobgoblin fighter 14
LE Medium humanoid (goblinoid)

Monster Manual 153
Init +3; Senses darkvision 60 ft.; Listen -1,

Spot-1
Languages Common, Goblin
AC 27, touch 15, flat-footed 24
hp 119 (14 HD)

Fort +12, Ref +7, Will +3

Spd 30 ft. in armor (40 ft. base)

Melee +2 spell storing bastard sword
+20/+15/+10 (1d10+9/17-20)

Base Atk +13; Grp +20

Atk Options Mounted Combat, Ride-By

Attack, Spirited Charge, Trample
Combat Gear potions of cure moderate

wounds (2)

Abilities Str 16, Dex 17, Con 16, Int 10, Wis
8,Cha12
Feats Exotic Weapon (bastard sword),

Greater Weapon Focus (bastard sword),

Greater Weapon Specialization (bastard

sword), Improved Critical (bastard sword),

Improved Grapple, Improved Unarmed
Strike, Leadership, Mounted Combat,
Ride-By Attack, Skill Focus (ride), Spirited
Charge, Weapon Focus (bastard sword),
Weapon Specialization (bastard sword)

Skills Jump +21 (+29 without armor), Move
Silently +3, Ride +23

Possessions combat gear, +3 breastplate, +2
heavy steel shield, +2 spell storing bastard
sword (vampiric touch, CL 10), gauntlets of
ogre power, ring of protection +2, boots of
striding and springing

V'juss CR 10
Male hobgoblin sorcerer 10
CE Medium humanoid (goblinoid)
Monster Manual 153
Init +2; Senses darkvision 60 fi.; Listen +0,
Spot +0
Languages Common, Goblin, Orc
AC 13, touch 12, flat-footed 11
hp 55 (10 HD)
Fort +6, Ref +5, Will +7
Spd 30 ft.
Melee mwk dagger +5 (1d4-1/19-20)
Ranged mwk light crossbow +8 (1d8/19-20)
Base Atk +5; Grp +4
Combat Gear staff of fire (24 charges)
Spells Known (CL 10th, +7 ranged touch):
sth (3/day)}—feeblemind (DC 18)
4th (s/day}—dimension door, lesser globe of
invulnerability
3rd (7/day)}—fireball (DC 16), haste,
vampiric touch
2nd (7/day)—continual flame, invisibility,
Melf’s acid arrow, summon swarm
1st (7/day}—burning hands (DC 14), charm
person (DC 14), color spray (DC 14),
feather fall, magic missile
o (6/day)—arcane mark, detect magic,
detect poison, mending, message, ray of
frost, read magic, resistance, touch of
fatigue (DC 13)
Abilities Str 8, Dex 15, Con 16, Int 12, Wis
10, Cha 17
SQ summon familiar (raven named Garg)
Feats Combat Casting, Enlarge Spell,
Improved Counterspell, Spell Penetration
Skills Bluff +16, Concentration +16,
Diplomacy +5, Intimidate +5, Move

Silently +6, Spellcraft +14
Possessions combat gear, masterwork

light crossbow with 20 bolts, masterwork

dagger, amulet of natural armor +1, dark

velvet robes worth 250 gp

Gristlegape, dire boar: hp 52; Monster
Manual 63.

Ad-Hoc Experience Award: If the PCs
manage to best B'kruss’ challenge, award
them XP as if they had defeated a CR 15
creature in combat.

Event 6: The Justice of
Zeech

Run this event the first time the PCs
visit the Alhaster Marketplace—this
event should give new arrivals in town
a good idea of Alhaster’s flavor and the

strange sense of law and swift resolution
for which Zeech is notorious.

A large crowd has gathered at the western
end of the market. Angry shouting wells
up from the mob, and it appears that their
hatred is directed at a trio of figures who
stand on a gallows, nooses limp around
their covered faces. Standing nearby is a
tall man, a symbol of a gauntleted hand
clutching six downward-pointing arrows
emblazoned on the front of his black robes;
he holds up a hand and the crowd quickly
falls silent. When the man speaks, his voice
is shrill but filled with conviction.

“By the Grace of his Most Beautiful
Majesty Prince Zeech, | condemn these
wicked heathens to their fate—they are
fortunate that Prince Zeech is merciful, for
had | the power, their deaths would last a
fortnight. And so by His Decree, let these
heretics go to their maker!”

Shouts of “death to the Ebon Triad!"
well up from the crowd as the robed figure
turns to his left and pulls a lever. Trap doors
snap open in the gallows floor, and the
three hooded figures drop, kicking for a
few moments before hanging still.

There is little that the PCs can do to
interrupt this public execution without
causing a scene or attracting the atten-
tion of the Blessed Angels. The three men
being executed are indeed members of
the Ebon Triad—low ranking cultists that
bungled an operation in the Free Cityand
managed to escape back to Alhaster only
to be turned over to Zeech by Lashonna,
who was eager to see them punished
and to continue to give Zeech the false
impression that he is still fully in contral
of the city. The executioner himself’is an
acolyte of Hextor who really knows little
more than the fact that he was granted
the honor of pulling the lever on these
three heretics.

What should intrigue the characters
more is the fact that the Ebon Triad
seems to have a presence here in town.
If they ask around about the Ebon Triad,
the PCs quickly learn that no one in town
wants to talk about them at all apart from
cursing and spitting. Prince Zeech has
all but declared war on the Ebon Triad,
and as a result none of Alhaster’s citizens




want anything to do with the group and
take great pains to malign their name at
every opportunity. Unfortunately, no one
really seems to know much about them.
Once the bodies are executed, they
are brought out to the Traitors' Graves
and strung up on poles. This is standard
practice for disposal of Ebon Triad bod-
ies—what the people of Alhaster don't
realize is that this effectively just returns
their bodies to the Triad, since for many
years a powerful draconic ally of the
Triad has laired below these graves.

PART TWO: THE
WELL OF TRIPTYCH
KNOWLEDGE

Two locations in Alhaster are likely to
draw the particular attention of the PCs:
the Well of Triptych Knowledge and
Ilthane’s lair under the Traitors’ Graves.
The PCs can learn of these locations in
numerous ways; via rumor, by speaking
to Rhorsk, via divination magic, or even
at one of the two sites themselves. They
might not learn of their existence until
later in the campaign, and could come
back here to investigate at later dates as
well. Exploration of these two sites is not
required for the successful completion
of the Age of Worms Adventure Path,
although exploring them wraps up some
of the earlier plotlines for the PCs and
should give them additional resources
to utilize in the battles to come.

The Well of Triptych Knowledge is
where Lashonna, working with an avola-
kia envoy from the Wormcrawl Fissure
named Mahuudril, founded the tena-
cious cult known to the PCs as the Ebon
Triad. At the core of their machinations
is a unique outsider bred and shaped by
Mahuudril and Lashonna to serve as a
focus for the misguided faith and devo-
tional energy of the heretics they recruited
from the churches of Hextor, Erythnul,
and Vecna to populate the cult. Once the
Ebon Triad was established, its agents
spread throughout the world, working
unknowingly to advance Lashonna's plans
and make way for the Age of Worms. As
the Ebon Triad grew, Lashonna withdrew
from the project, leaving the day-to-day
organization of the cult’s actions and
goals to Mahuudril, whom the heretics

knew only as a mysterious cloaked figure
called Mother Maggot.

Today, the Ebon Triad'’s opera-
tions are winding down. The
Age of Worms is at hand,
and those Ebon Triad cult
cells that still operate wait
patiently for the manifesta-
tion of their Overgod. The
aspect of this Overgod waits
within the Well of Triptych
Knowledge—a physical mani-
festation of their misguided
faith and devotional energies
similar to the one the PCs fought
at the end of “The Three Faces of
Evil,” only much more potent and
dangerous, as this ebon aspect has
been nurtured not by one single
Ebon Triad cult, but by them
all.

Once the Age of Worms
begins, Mahuudril intends to
grant control over the Ebon
Triad to the ebon aspect,
while she herself maintains
control over it. By discovering
and destroying this manifesta-
tion, the PCs can disrupt the Ebon
Triad cult once and for all.

The dungeon complex known as the
Well of Triptych Knowledge lies directly
under a sickhouse known as Sinner's
Sanctum (area 10). This squat building
was built just under 10 years ago at the
behest of Zeech the divine (secretly at the
request of Lashonna), and has a single
heavy timber door. Within, the incense-
laden air fails to cover the unmistakable
stink of sickness. A dozen poor souls, all
in advanced stages of illness, are tended
by a solitary woman named Furpotia (LN
female human expert 2), an eccentric and
half-mad woman chosen by Lashonna to
tend the sick precisely for her insanity.
Those who come to Sinner’s Sanctum do
not come to get well. They come to die.
The threat of sickness and the rumors
about the crazy old woman who tends
the sick here are enough to keep anyone
from looking too closely at the building,
which is as Lashonna wishes it since the
entrance to the Well of Triptych Knowl-
edge is hidden in this building beyond a
secret trap door.

Mahuuomril

Furpo-
tia is fanatically
loyal to Prince
Zeech,and fully expects
him to send a healthy sup-
ply of potions of remove dis-
ease as soon as he can afford
the expense. She's been waiting for nearly
a decade now, but she knows Zeech won't
forget his promise. She doesn't allow
visitors to the Sanctum unless they're
obviously sick, in which case she tries
to get the poor soul to lie down and wait
for Zeech's medicine to arrive. The only
exception is that she allows an acolyte of
Wee Jas to stop by every few days to col-
lect the dead. To the healthy, Furpotia's
initial attitude is unfriendly—she must
be friendly before she allows anyone into
her sickhouse. If she or her wards are
attacked, she begins shrieking and flees
into the streets amid cries of “MURDER!"
A group of four Blessed Angels arrives
within 1d4+6 rounds to investigate.

If a character offers to use magic to
heal her wards of their sickness, Furpotia
is naturally suspicious. Unless she's first
made friendly, she interprets the PCs’
attempt to help as an attack and reacts
as detailed above. If the PCs manage to
befriend the crazy woman, she thanks
them for their aid but refuses to leave
the sickhouse, even if all the current
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The Well of Triptych Knowledge

wards are cured. “There’s more sickness
to come, dearies. My place is here.”
Furpotia is an elderly woman with
ragged hair and an almost feral look in
her eyes. She dresses in rags and spends
her days concocting “potions and salves”
to administer to her wards. Unfortunately,
these potions are little more than ran-
cid water and paste made from random
plants that have no medicinal qualities
(and indeed, often hasten the departure
of those who take them). Furpotia’s only
possession of value is a periapt of health,
given to her by Prince Zeech himself

B0 DUNGEON FEBRUARY 2006 ol

(actually Lashonna magically disguised as
Zeech)as a token of his thanks for caring
for Alhaster's sick. Furpotia thinks the

periapt is merely a token of thanks from

the prince, and ironically doesn't know of

its magical properties. She interprets her
continued health as proof that she has
been “chosen” for her work.

The entrance to the Well of Triptych
Knowledge is a hidden trap door in the
back of the house. It can be found with a
DC 25 Search check. Now that the Ebon
Triad is firmly established in the world,

its members haven't returned to this

area. When the cult was in its infancy
they utilized sleep spells on the sick and
on Furpotia so they could come and
go without being noticed. (Balakarde
used a similar tactic to enter the place
and search it at his leisure.) If shown
the trap door, Furpotia is genuinely
shocked, but she refuses to go down the
iron ladder. “That hole just feels wrong,
dearie. None of old Furpotia’s business
can be down there.”

The shaft leads down 100 feet to a
domed chamber (area 1).

1. The Hall of Gathering
(EL 13)

The walls of this domed chamber are made
of red brick and lined with stone beams that
arch up to a point directly overhead where
the shaft leads back up ta the sickhouse. An
iron ladder descends from this shaft into
the middle of the room’s floor. The cham-
ber itself is empty, save for several rotting
prayer mats strewn about. Each of these
mats bears a simple black triangle. A five-
foot-wide hallway leads east, and a large
heap of tangled rope lies in its entrance.

This chamber is where the archi-
tects of the Ebon Triad spoke to those
they had chosen to be the leaders and
priests of the cult. These heretics were
taught the beliefs of the Ebon Triad, and
were given copies of a book called the
Way of the Ebon Triad that would serve as
their guide once they were in the world,
leading their own cults. Lashonna and
Mahuudril succeeded beyond their
expectations with the cult, and today,
the Ebon Triad is a self-sustaining orga-
nization that truly believes in its goal to
unite Hextor, Erythnul, and Vecna into
a supreme overgod. So powerful is their
belief now that their clerics receive spells
from prayer not from Kyuss, but from
the power of their own devotion.

Creature: Balakarde fully intended
to return to this dungeon after he fin-
ished exploring the Wormcrawl Fissure,
and planned on bringing several allies
to defeat the ebon aspect that dwells in
area 4. In order to slow or prevent other
members of the Ebon Triad from utiliz-
ing the Well until then, he left one of his




most potent servants here to guard the

site. Unfortunately for the PCs, this hang-

man golem can't really tell the difference

between adventurers and cultists.
A hangman golem can collapse into

a pile of rope. As a full-round action, it

piles up into the shape of a 10-foot-tall

humanoid. The golem attacks as soon

as anyone enters this area. It does not

pursue characters out of the dungeon.

HANGMAN GoLEM CR13

N Large Construct

Monster Manual 111 69

Init +2; Senses darkvision 60 ft., low-light
vision; Listen +0, Spot +0

AC 27, touch 11, flat-footed 25

hp 129 (18 HD); DR 10/adamantine

Immune magic; construct traits

Fort +6, Ref +8, Will +6

Weakness vulnerability to fire

Spd 30 ft. (can't run)

Melee 2 slams +20 (2d8+8)

Space 10 ft.; Reach 20 fi.

Base Atk +13; Grp +25

Atk Options constrict 2d8+12, improved grab

Special Atk rope whirlwind, strangle

Abilities Str 26, Dex 14, Con —, Int —, Wis
11,Chal

SQ unravel

Immunity te Magic (Ex) A hangman golem
is immune to all spells, spell-like abilities,
and supernatural effects that allow spell
resistance, except as follows. Animate rope
hastens the golem (as if by the haste spell)
for 5 rounds. Rope trick paralyzes the
golem for 1 round (no save).

Rope Whirlwind (Ex) Every 1d4 rounds, a
hangman golem can extend a number
of ropes and spin, making a single slam

attack against each creature within 10
feet. A hangman golem can't use its
improved grab ability in conjunction with
this ability.

Strangle (Ex) When a hangman golem
grapples a living opponent, it can make
a strangle attack as a standard action
against the foe it grapples. The hangman
golem and its foe make opposed grapple
checks (or the foe can oppose with an
Escape Artist check). If the hangman
golem exceeds its opponent’s check by 10
or more, it squeezes the breath from him.
In addition to taking constrict damage,
the foe is dazed for 1 round if it fails a

DC 19 Fortitude save. The save DC is
Constitution-based.

Unravel (Ex) Once per day as a standard
action, a hangman golem can unravel its
form to become a heap of tangled ropes
that fills a 10-foot-by-10-foot area. While
in this form, it cannot attack or move,
but it gains fast healing 10. A hangman
golem can reform into its humanoid
appearance as a full-round action.

2. Guardian Niches

These alcoves once served as guardposts
for potent undead minions of the cult of
Kyuss. These undead have been returned
to the Wormcrawl Fissure now that the
Well has served its purpose, A DC 20
Search of these alcoves is enough to find
a couple of long-dead dried green worms
in the corners.

3. The Well of Triptych
Knowledge

A fifteen-foot-wide pit yawns at the end
of the short passage. The walls are lined
with bricks and caked with mold and
less-identifiable encrustations, and in the
places where these growths aren't too thick,
strange figures and runes are visible carved
into the bricks.

The well is 300 feet deep, its walls
covered with runes and pictographs
written in avolakia. A DC 20 Knowl-
edge (dungeoneering) check identifies
the writing and its source (the avola-
kias are nightmarish intelligent worms
with the capability to assume humanoid
form), but does not decipher its mean-
ing. Avolakia writing uses its own alpha-
bet—a combination of hieroglyphics
and curved tangles that doesn't resem-
ble any other known language. If trans-
lated by someone fluent in this obscure
language (or by magic), the carvings are
revealed to be monstrously vile prayers
to Kyuss. These prayers can be studied
with an hour's worth of work, and con-
tain a wealth of lore about Kyuss and his
avolakia minions.

A recurring theme in the prayers is the
mention of a ceremony known as The Rav-
enous Awakening. This ritual involves the
animation of huge numbers of undead

who are then led like cattle into vast ban-
quet halls, where they present themselves
to the feasters for consumption.

Further study reveals that while the
avolakias worship Kyuss above all things,
they also believe that his power is wax-
ing. The passages suggest that Kyuss
himselfis trapped in some form of large
stone monolith. He managed to partially
escape this prison once, 1,500 years ago,
but he was unable to maintain his free-
dom for longer than a few short months
before the defeat of his armies by a force
the avolakia refer to only as the Enemy
forced him back into his monolithic
prison.

More obscure mentions include refer-
ence to a location (phonetically translated
as M'theskuss) called the Writhing Tab-
ernacle, the place the avolakias seem to
hold as the most holy site of Kyuss. Men-
tion is also made of their great ally and the
Voice of Kyuss, the Consort of the Five-
Faced One, the eternal dragon Dragotha.
M'theskuss and Dragotha are detailed
further in “Into the Wormcrawl Fissure.”

Ad-Hoc Experience Award: If the PCs
decipher these runes, award them expe-
rience points as if they had defeated a CR
15 creature.

4. The Overgod’s Court
(EL 17)

The well empties through the ceiling of an
immense chamber, its domed roof a full
fifty feet over a black floor worn smooth
by the passage of countless creatures.
Alcoves in the north and south wall hold
wretched statues of worm-like monsters
coiled around pillars of skulls and bones. A
single object occupies the room's eastern
half—a huge statue of a three-headed, six-
armed monster. It towers thirty feet high, a
powerfully built creature missing two of its
left hands and one of its right. The figure
seems to be made of some strange stone
that looks almost like leather in places, and
the one good eye in its gaunt, skeletal face
seems wet, soft, and almost alive.

The worm statues in the alcoves are
depictions of avolakias, and are little
more than unhealthy-looking statues.
The “statue” in the center of the room
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is something more. A DC 20 Knowledge

(religion) check reveals aspects of Hex-

tor (the six arms), Erythnul (the bestial

shape and face) and Vecna (the missing
eye and hands) in the statue. Characters
who have played “The Three Faces of

Evil" doubtless recognize the statue as

a depiction of the Overgod, an aspect of

which they fought and killed at the end

of that adventure.

Creature: The statue of the overgod is
not a statue at all, but a primal manifesta-
tion of the faith and devotion of the entire
Ebon Triad, waiting patiently here in the
depths of the Well of Triptych Knowledge
for the Age of Worms and its appointed
time to emerge into the world above. As
soon as the ebon aspect sees intruders in
its temple, it lurches into hateful life and
does its best to destroy the intruders.
THE OvErRGOD CR17
Advanced Ebon Aspect
NE Huge outsider (evil)

DunGeoN #125

Init +4; Senses darkvision 60 ft.; Listen +36,
Spot +36

Languages Abyssal, Common, Infernal

AC 26, touch 8, flat-footed 26

hp 285 (30 HD); DR 15/magic and good

Immune cold

Resist acid 10, fire 10; SR 26

Fort +22, Ref +17, Will +20

Spd 40 ft,, climb 20 ft.

Melee* bite +30 (3d6+21/19-20) and
3 claws +28 (1d6+15/19-20)

Space 15 ft.; Reach 15 ft.

Base Atk +30; Grp +49

Atk Options Awesome Blow, Cleave,
Improved Bull Rush, Power Attack

Special Atk bloodthirst of Erythnul, standard
of Hextor

Abilities Str 33, Dex 10, Con 20, Int 12, Wis
16, Cha 20

SQ blessing of Vecna

Feats Awesome Blow, Cleave, Improved
Bull Rush, Improved Critical (bite),
Improved Critical (claws), Improved
Initiative, Improved Natural Attack (bite),
Multiattack, Power Attack, Weapon Focus
(bite), Weapon Focus (claws)

Skills Climb +52, Concentration +38,
Intimidate +38, Jump +48, Knowledge
(religion) +34, Listen +36, Sense Motive
+36, Spellcraft +34, Spot +36

Bloodthirst of Erythnul (Su) Once per day
as a free action, the Overgod can enter a
terrific fury for the duration of one round.
During this round, the Overgod gains
damage reduction 15/epic, fast healing
20, and a +8 profane bonus on attack rolls
and damage rolls.

Standard of Hextor (Sp) Once per day as a
free action the Overgod can cast spiritual
weapon (caster level 20th) as a spell-like
ability. The weapon that appears is Hextor's
flail. The spiritual weapon attack has a
+33/+28/+23/+18 attack roll and inflicts
1d8+5 points of force damage per hit.

Blessing of Vecna (Su) If a caster fails
to overcome the Overgod’s spell
resistance with a spell, the Overgod
heals damage equal to twice the level
of the spell or effect.

*Includes adjustments for 10-point
Power Attack

4. The Vault

The wall that separates this chamber from
area 4 appears no different than any other
wall. A DC 30 Search check is enough to
reveal that the wall itself'is hollow. It can
be breached with magic or force.

The chamber beyond this room is
one of several vaults kept by Lashonna
throughout the world. This vault is used
to store treasure and funds to finance the
Ebon Triad. She has also taken to storing
magic items that may some day aid her
in a battle against her nemesis, Drago-
tha. The air in this vault is long-stale and
without oxygen, so characters who enter
the chamber without breaching the wall
between it and area 4 must hold their
breath or suffocate.

Brick Wall: 2 ft. thick; Hardness 8; hp
180; Break DC 37.

Treasure: Four chests the size of
steamer trunks contain the bulk of the
treasure in this room; each is arcane
locked at caster level 13th, but none of
them are trapped. The contents of these
four chests are as follows.

Chest 1: 20 leather bags, each contain-
ing 1,000 gp.

Chest 2: A leather bag containing 1,000
pp. 9 leather bags each containing 2,000
gp in assorted gems.

Chest 3: Several racks containing
potions and other magical elixirs. In

all, this chest contains 10 potions of cure
moderate wounds, 10 potions of undetectable
alignment, 10 potions of nondetection, and
10 elixirs of truth.

Chest 4: This chest contains several
magic items, most of which Lashonna
recently gained from other victims of her
vampiric hunger. She knows what they
all do and can identify them by sight, but
has yet to decide which members of the
Ebon Triad have pleased her enough to
deserve these awards. The items include
a ring of evasion, a rod of flame extinguishing,
a wand of lightning bolt (23 charges, caster
level 8th), a wand of haste (19 charges), a belt
of dwarvenkind, a cloak of arachnida, a harp of
charming, and a small silk pouch contain-
ing four beads of force.

Also kept here is a large leather-bound
ledger bearing no title. The contents are
protected by a secret page spell (caster
level 13th) that make the ledger seem to
be nothing more than an out-of-date list
of the vault’s contents. In fact, the ledger
is an exhaustive list of the members of
the Ebon Triad, including its numerous
allies and the locations in which these
individuals live. Characters who peruse
these secrets doubtless recognize some
of the names that have had lines drawn
through them: “Theldrick,” “Loris Rak-
nian,” “Faceless One." The ledger gives
only one entry for Alhaster: “Ilthane—
Traitor's Graves.” Other entries in the
ledger can enable future strikes against
the Ebon Triad as you see fit. The PCs
can actually use this book as a checklist
for all the remaining Ebon Triad cells
in the world. The only members who
aren't mentioned in the text are the cult’s
architects, Lashonna and Mahuudril.

Lashonna immediately recognizes
any of the items from this chamber
if the PCs display them openly in her
presence. She must make a Bluff check
to maintain her composure and to pre-
vent a successful Sense Motive from
determining her cleverly hidden star-
tled reaction. She denies recognizing
the object in any event, and figures that
by letting the PCs maintain possession
of these treasures they'll have a better
chance of defeating Dragotha. She plans
to reclaim the items from their bodies

once the Age of Worms begins.
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Ad-Hoc Experience Award: Discover-
ing the true nature of the ledger effec-
tively gives the PCs the tool they (or
anyone else) need to wipe out the Ebon
Triad, and is worth experience points as
if the PCs had defeated a CR 18 creature
in combat.

PART THREE:
ILTHANE'S LAIR

The second site likely to invite PC investi-
gation is Ilthane’s Lair. They can learn that
the black dragon they defeated in “A Gath-
ering of Winds" lived under the Traitors'
Graves in several ways. They might piece
two and two together after hearing ramors
on the streets, they could discover its loca-
tion after reading the ledger in the vault
of the Well of Triptych Knowledge, or they
could even divine its location via magic.
It's entirely possible the PCs won't discover
the location of llthane’s Lair until later in
the campaign. Manzorian might even use a
sending spell to alert them of the lair's prox-
imity after he or one of his agents discov-
ers the information while they continue to
research the Ebon Triad back home.

Of course, there’s also the chance that
the PCs can stumble upon the lair by
accident. In their investigations of the
Ebon Triad, they are certain to learn that
members of the cult who are captured
and executed are put on display on the
Traitors' Graves. If the PCs wish to inter-
rogate one of the most recent bodies
via speak with dead or similar methods,
they'll need to find the body out on the
lowisland itself; at which point they may
well be assaulted by Ilthane'’s brood.

The Traitors’ Graves (EL 14)

This low, sodden hummock of mud and
rocky soil rises only a few feet above the
dark brown waters of the slowly-flowing
river. Here and there, tangled patches of
wiry undergrowth grow, interspersed with
muddy pools of water. Wooden frames in
the shape of a Y protrude from the island
here and there, and on some of them
still hang the rotting bodies of traitors
executed for heinous crimes. A startling
number of crows perch on these frames
or hop along the ground, where they hunt
bugs and worms.

The Traitors’ Graves are mentioned in
the Alhaster Backdrop (area 39). This low
island in the Eel River can be reached at
low-tide via a soggy strip of land that con-
nects it to the mainland (although some
wading in hip-deep water may still be
required). At high tide, the island itself is
surrounded by the muddy waters of the
Eel River. Watchers who bring bodies here
for display typically approach via skiff.

The island itself is pocked with
muddy pools of water in which thou-
sands and thousands of mosquito
larvae writhe. The air is infested with
these pests, to the extent that anything
that wanders the island must make a
DC 10 Fortitude save each minute to
avoid becoming sickened by the thick
humming clouds. In addition, a visit
to the Traitors' Graves brings with it
threat of contracting a variant form of
cackle fever spread by mosquito bites.
A DC 16 Fortitude save is enough to
avoid catching the fever. This save
must be made once per visit to the
graves. Any creature with at least a
+1 natural armor bonus or any form
of damage reduction is immune to
both the threat of nausea and disease.
Watchers who make the trip out here
with bodies carry amulets of natural
armor +1 to ward off the mosquitoes.

Criminals who have been deemed trai-
tors to Alhaster (including all members
of the Ebon Triad) have traditionally been
put on display here, their bodies strapped
to a Y-shaped frame so that travelers along
the Eel can look upon them and mock
their fates. The three Ebon Triad cultists
recently executed (see event 6 above) were
scheduled to be put on display here as
well, but the Watchers who were sent out
to arrange this didn't quite make it.

Until recently, a large hidden cavern
below this island served as the lair of a
crafty black dragon named Ilthane. A
pawn of Dragotha, Ilthane’s purpose here
was to keep an eye on Lashonna and the
Ebon Triad, a job she performed with
surprising skill. She was even contacted
by the Ebon Triad recently to handle a
problem to the south with some adven-
turers and a pesky wizard—unfortunately
for Ilthane, these adventurers would be
her doom.

A DC 15 Search of the island (likely
after the PCs deal with the Creatures)
turns up a skiff beached in the reeds
along the western face of the island.
This was the skiff the Watchers used to
reach the island. The three bodies of
the executed Ebon Triad cultists still
lie heaped in the skiff’s bow. If the right
questions are asked with speak with dead,
any of these bodies can hint at the loca-
tion of the Well of Triptych Knowledge.
None of these cultists has actually been
to this site, but they've heard rumors of
its existence in southeast Alhaster.

The entrance to Ilthane’s lair is a clev-
erly hidden trap door covered with mud
and wiry undergrowth. A DC 25 Search
check uncovers it, but it weighs about
1,000 pounds—easy enough for a dragon
like Mthane to lift, but the PCs might
have a little trouble if they don't have
the four black dragons help them lift the
heavy door. Under the door, a ten-foot-
wide shaft drops 5o feet to a cavern below
the island.

Creatures: After the dragon’s defeat at
the Whispering Cairn in “A Gathering
Of Winds,” Ilthane's Lair has remained
empty until recently. Upon hearing of
their mother’s demise, four of Tithane's
young returned to her lair to try to
claim her treasures as their own. These
four dragons bickered and fought over
the greatest prize, a fabulous alchemical
laboratory that had been infused with
the spirit of a watery genie known as
a marid. This imprisoned marid knew
many alchemical secrets, and it was
under his guidance that Ilthane was
able to craft the strange elixirs she used
to augment herself, her offspring, and
her minions.

Unfortunately, the four dragons broke
the laboratory apart, and the marid’s spirit
was able to escape into the surrounding
area. The interaction of the genie’s soul
with the large supplies of rare and exotic
alchemical supplies gave birth to a mon-
strous amalgamation of acid, mud, magi-
cal compounds, and necromantic fury.
The resulting creature, an acidwraith,
drove the four dragons out of the lair and
has lurked therein ever since.

The four dragons have since formed
a tenuous alliance, and have tried twice
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to defeat the acidwraith on their own
to no success. Their current plan is to
trick other creatures into entering the
lair and defeating the acidwraith for
them, at which point the dragons intend
to swoop in and finish off their likely-
wounded pawns. Alas, the four juvenile
black dragons haven't quite figured outa
good way to lure anyone out here. When
the patrol of Watchers arrived recently,
the dragons forced them into the lair
but were disappointed to see the acid-
wraith defeat them with ease. Now, as
the PCs arrive at the island, the dragons
try again.

Ilthane’s brood are somewhat more
dangerous than typical juvenile black
dragons, as she performed several
alchemical experiments on them as
hatchlings. One of the side-effects of
these experiments resulted in their
eyes, which now smoke with a glowing
green vapor.
ILTHANE'S BrooOD (4) CR 10
Advanced juvenile black dragons
CE Medium dragon (water)

Monster Manual 70
Init +6; Senses blindsense 60 ft., darkvision

120 ft., keen senses; Listen +20, Spot +20
Languages Draconic
AC 25, touch 10, flat-footed 25
hp 142 (15 HD)

Immune acid, paralysis, sleep
Fort +12, Ref +11, Will +9
Spd 60 ft., fly 150 ft. (poor), swim 60 ft.
Melee bite +20 (1d8+4) and
2 claws +17 (1d642) and
2 wings +17 (1d4+2)
Base Atk +15; Grp +19
Atk Options Flyby Attack
Special Atk breath weapon (60 ft. line, 8d4
acid damage, Reflex DC 20 half)
Spell-Like Abilities (CL 4th)

3/day—darkness (40-ft. radius)

Abilities Str 18, Dex 14, Con 16, Int 10, Wis

11, Cha 10
SQ water breathing
Feats Alertness, Flyby Attack, Hover,

Improved Initiative, Multiattack, Weapon
Focus (bite)

Skills Hide +20, Move Silently +20, Listen
+20, Search +18, Spot +20, Swim +30
Tactics: As the PCs arrive on the

island, the four dragons slither up from
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Ilthane’s Lair

The Traitors’ Graves

the waters nearby and demand an audi-
ence with the characters. They tell the
PCs that their lair has been invaded by
a tremendous creature, and if they can
kill the monster, the dragons are will-
ing to reward them handsomely. The
dragons are poor diplomats and even
worse liars, so when they refuse to settle
on exact terms before the monster in
their lair is slain, or when a PC sees
through one of their Bluff checks when
they promise not to betray them, the
dragons instead try to physically force
the PCs into the lair.

The dragons fight together, but won't
risk their lives for their kin. If reduced to
fewer than 30 hit points, a dragon flees to
the north and does not return.

IIithane’s Lair (EL 16)

This earthen-walled cavern reeks of sharp,
bitter chemicals strong enough to water
the eyes and steal the breath, The walls
of the cavern are a tangled mess of roots
mud, and stone. Water drips constantly
from the walls, gathering in puddlt's on

the floor and collecting in a fuming pool
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to the east. North of the cavern entrance
four large glass canisters once stood,
although they have been shattered and
their contents allowed to wash away. To the
northeast, a ledge is heaped with smashed
containers, crates, and other unrecogniz-
able ruins. To the east, a second ledge is
similarly cluttered, only this time with
alchemical equipment and large, ruined
tables of stone and wood.

This is where the dragon Ilthane lived,
kept her treasure, and whiled away the
hours with her enslaved marid genie
creating and refining alchemical con-
coctions and fabulous elixirs. Many of
these inventions were quite potent, with
the capability to grant permanent boosts
to ability scores, enhance breath weap-
ons, grant immunity to acid, and other
impressive effects. Sadly, when Ilthane’s
brood arrived, their bickering led to the
accidental release of the marid’s soul and
the creation of a foul undead monster
that destroyed most of these creations.

The chemicals in the air of this room
burn and irritate. Any creature in this
cavern must make a Fortitude save each
round to avoid being sickened by the
acrid tang—creatures with any resis-
tance to acid whatsoever are immune
to this effect.

The large pool of tainted liquid
in the east is actually a pool of toxic
chemical waste created by the spill-
age of the glass tanks of liquid to
the west. The stuff deals 1d6 points
of acid damage per round of expo-
sure except in the case
of total
which

immersion, T,
10d6
points of acid dam-
age per round. Those

who drink the liquid

deals

or breathe the fumes
around it (which
extend to five feet
from the surface of
the pool) become poi-
soned (Fortitude DC
15, initial and secondary
damage 1d4 Con).
Creature: The
wraith dwells in the large
pool of toxic liquid. The

acid-

horrific undead creature is insane with
rage—given time, it may be able to collect
its thoughts enough to focus its anger, at
which point it could become a dangerous
regional menace. For now, the thing knows
only hatred, and anything it sees entering
its lair becomes the focus of its wrath.
Acidwraith: hp 143; see Appendix.
Treasure: Most of Ilthane’s treasure
has been ruined by the acidwrath’s cor-
rosive presence. Thousands of corroded
and useless coins and pieces of jewelry
lie strewn about the cavern. Nevertheless,
a few items of value survived. It takes a

DC 25 Search check and a half hour of

work to uncover this treasure.
The minor baubles (coins, surviving

jewelry, and a mithral shield) are worth

4,000 gp in all, but the true treasures to
be found here consist of three potent
elixirs. Each vial is made of adaman-
tine, and each elixir grants a perma-

nent boon to the drinker. One
elixir grants a +1 inherent
bonus to Constitution

and a +1 inherent bonus to Strength.
The second grants a +2 inherent bonus
to Charisma. The last elixir grants a per-
manent increase of +3 to the drinker's

ers his shoulders, forehead, arms, legs,
and abdomen in thick black scales. Each
of these elixirs is worth 55,000 gp and
functions at caster level 17th.

PART FOUR: THE DAY

OF GREAT REJOICING

At dawn on the seventh day of the PCs’
visit to Alhaster, the characters are likely
wakened by a tremendous din. Trum-
pets sound across the city, every drum,
horn, and bell in every place of worship
call out (as instructed) to announce that
the Day of Great Rejoicing has arrived.
The streets throng with happy, smiling
faces, the locals cheer and rejoice, babies
are held aloft and patriotic songs about
the divine mercy of Zeech are sung at
every corner. Those who listen closely or
peer into the eyes of the joyful populace
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can see the unmistakable traces of sad-
ness and despair. Prince Zeech has ruled
Alhaster through two decades of oppres-
and to most of the

sion and debauch
city’s citizens, this festival is little more
than a celebration of two more to come.

Before this event occurs, the PCs
should take the time to ensure they'll be
dressed appropriately. Wearing blood-

stained armor to the event is a sure way

to guarentee that no one will take them

seriously. A DC 20 Gather Information
check is good enough to learn what is
and isn't expected. Armor isn't forbid-
den at Zeech's Gala, although it should
be in good repair, clean, and not terri-
bly out of style. Weapons are frowned
upon—anyone who wears an obvious
weapon to the gala is told that “Prince
Zeech has no gladiatorial fights sched-
uled for tn':d;iy. Leave your weapons at
home.” Accessories and dress should be,
at the minimum, on par with a courtier’s
outfit (30 gp) with at least 50 gp in jew-
elry or other accessories. Such dress is
enough to allow a PC to function with-
out penalty during the gala; characters

who resist dressing to impress suffe
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checks during the gala. Worse, whenever

4 penalty on all Charis

Authority Points are awarded, such slov-

enly PCs have

& chance of I.1||l]]_!_r to
earn any points at all.

It's impossible to overdress for the event.

If you have players who w o go all out
on their character’s appearance, consult
issue #340 of DracoN for numerous addi-
tional ways the PCs can accessorize their
gear and impress the prince

Assuming the PCs have secured invita-

tions to Zeech’s Banquet (and that they've

10w that a

opened and read them), they
few hours before sunset, an official ban-
quet carriage will arrive at their regis
tered lodgings to bring them to Zeech's
Palace (area 33). When it arrives, the
carriage is almost shocking in its deca-

dence—a gold-plated vehicle of incred-
ible size and garish ornateness waits for
the PCs to board.

serve as "horses” for this ostentatious

monstrosity, each dresse n ill-fitting

suits designed to call out r hideous

countenances all the more. The carriage

itself is driven by a lanky, wide-mouthed

man with black robes and a tall black top

hat. A sizeable crowd gathers and gawks
as the PCs board.

The carriage interior is incredibly
sumptuous. The leather seats are padded
with down and _un[\i lanterns burn !"i'.'.l.\-
antly-scented oil. A tray contains sev-
eral crystal decanters of wine and silver
salvers of sweet-meats (these items are
vorth a total of 350 gp if anyone should

like to poc ket ther The driver never

speaks, and once the PCs are aboard takes

them L‘]il'l‘(".|_\ to Zeech's Palace

The Palace

A brief description of Zeech’s Pa

dppears on page 39 ot this issue. As t
,L_[:1|.| unfolds, the guests are led from
one room of the palace to another

events detailed below provide more

detailed descriptions of these are:

Although the goal of this portion of

the adventure is not combat or looting
» note that Zeech's pal-
| pick

Details on Zeech's guards (including

the PCs should

ace 15 far from ea for thieve

the four erinyes devils that serve him as

bodyguards) ippear in the description of

his palace in the backdrop i




PCs found wandering alone in the palace
are discreetly but firmly directed back to
the celebrations by palace guards, and
should this occur more than twice that
PC and any associates are ejected back
onto the street.

Hosts and Guests

Apart from the PCs, Zeech has invited
13 other important guests to this gala.
These guests are detailed in this sec-
tion. Note that in addition to these 13
notables are many bodyguards, personal
servants, heralds, and other hired help.
These servants generally go unnoticed,
but the mass of them certainly can't be
ignored and they help to lend weight and
importance as they cheer (as appropriate)
at the events of the day.

The PCs can interact with these guests
in any way they wish; each is presented
with a description of their appearance,
personality, and goals, so you can deter-
mine how they react to the PCs. Befriend-
ing these important guests can result in
Authority Point awards or other benefits,
but note that some of Zeech’s guests are
not allies to the PCs’ cause, and it's possi-
ble for the characters to give up too much
information about what they know of the
Age of Worms if they're not careful.

Each guest is listed with his or her race,
class and level, alignment, and any skill
check modifiers that may be important
during the adventure; all other statistics
are omitted since combat is not the goal of
this section of the adventure. Full statistics
for some of the guests appear elsewhere
in this adventure or in other installments
of the Age of Worms adventure path; in
these cases, sources for the full statis-
tics are given. At the end of each guest’s
description that person’s initial attitude
toward the PCs is listed, along with the
conequences of successfully changing this
attitude to something different.

Prince Zeech

LE male human fallen paladin 8/
blackguard 8 (“Dawn of A New Age,”
DUNGEON #135)

Skills: Bluff+17, Diplomacy +28, Intim-
idate +15, Sense Motive +22

Appearance: Prince Zeech is a hand-
some man in his early forties, but a life

of decadence and heavy spending has
left him with the countenance of a man
much younger. He wears his hair loose
and just off his shoulders, and dresses at
the cutting edge of the current style.

Personality: Zeech is in a somber mood
during much of the festival, despite the
furious attempts of the nobles and his ser-
vants to cheer him up. His great task (the
construction of the ziggurat and tower) is
not yet complete, and his past is troubling
his dreams. He remains fairly quiet during
the gala, remaining observant and allow-
ing his fool the Ominous Fabler to do
most of the talking on his behalf] listen-
ing closely to whispered words from his
master and announcing them in his own
unique manner. Anyone in close conversa-
tion with Zeech can make a Sense Motive
check opposed by his Bluff check. Success
allows the character to note a terrible sad-
ness hidden under his facade. Discussing
the Prince’s hidden sadness at any pointin
Zeech's earshot immediately offends him
(see below).

Goals: Zeech's initial goal is two-fold—
he wants to find out which of his guests
support the construction of his project,
and he wants to reinforce his image as
being the most powerful and most “cul-
tured” citizen of Alhaster. If every one of
his guests leaves an ally and a stronger
supporter than when they arrived, he'll
count the gala a success. On the morning
of the festival, he learns that the PCs have
secured invitations and hurriedly con-
sults his advisors about them, learning of
their involvement with the Champion’s
Games in the Free City and their ties to
Diamond Lake, but little more. He is an
excellent judge of character, and upon
meeting the PCs realizes that they are
destined for great things. As the gala goes
on, he pays particular attention to them,
hoping to learn everything he can about
them before the night is up.

Offending the Prince: At various
points during the party, it's possible
to personally offend Prince Zeech. If
this occurs, the offending PC must
immediately make a Diplomacy check
opposed by Zeech's Diplomacy check.
Success indicates that Zeech takes the
offense as a good-natured ribbing and
dismisses it with a laugh. Failure indi-

cates that Zeech does the same, but at
the first opportunity he sends a secret
message to the cooks in his kitchens
and has that character’s portion of food
during the feast laced with a special
poison he developed over the years—a
toxin distilled from sea urchins. Zeech
calls the stuff Redhand Tkrus. The stuff
is tasteless and impossible to detect
without magic. Since the effects of this
poison are delayed, you shouldn't ask
for Fortitude saves as the character
eats—simply note how many courses
the PC takes part in during the feast. Six
hours after the feast, the character must
make that many DC 18 Fortitude saves
as his body suddenly seizes up in pain-
ful spasms and begins to rot. Each failed
save results in 1d6 points of Constitu-
tion drain. Creatures slain by Redhand
Tkrus quickly melt away into noxious
green stains, bones and all.

Initial Attitude: Unfriendly. Hostile:
Zeech ejects the characters from the
gala, and sends four Blessed Angels to
assassinate them later in the evening.
Friendly: Zeech asks that character to sit
at his end of the table during the feast.
Helpful: Zeech is so impressed with the
characters that he not only invites them
to sit at his end of the table during the
feast, but also points out their qualities
as things the other guests should strive
for. This nets the party an award of 1
Authority Point, but jealousy creates a—2
penalty on all other Diplomacy checks
made against the other guests for the
remainder of the evening.

The Ominous Fabler, Zeech’s
Fool
CN male spriggan rogue 1z2/bard 2
(“Kings of the Rift," DuNcEON $133)
Skills: Bluff' +20, Diplomacy +10,
Intimidate +17, Perform (comedy) +15,
Perform (oratory) +12, Perform (wind
instruments) 45, Sense Motive +15
Appearance: The Ominous Fabler
looks like a sinister little man who
stands only two-and-a-half feet high. He
constantly clutches a mummified raven
to his chest and always looks nervous.
He's dressed in crimson leather armor
and wears a strange, three pointed but

floppy hat wrapped in black and white




ribbons and studded with gems.

Personality: The Ominous Fabler
follows the Prince everywhere he goes,
using his considerable talents at insults
and sarcasm to mock and belittle the
guests as much as he can. Zeech feigns
shock at these comments and swipes at
the fool with anything handy, but a DC
| 20 Sense Motive check is enough to get
't the idea that the twisted little man is say-
ing what Zeech wants him to say.

Goals: The Ominous Fabler has a secret
goal in Alhaster; he’s in town investigat-
ing the nature of the Age of Worms at the
request of his true patron, a giant king
named Granitebones,

Initial Attitude: Indifferent. Help-
ful: The Ominous Fabler takes note of
the PCs—when they meet him again in
“Kings of the Rift,” he may provide them
some aid.

The Help
LN human commoners 13

Skills: None noteworthy.

Appearance: These overworked men
and women consist almost entirely of
freaks Zeech recently hired away from
Montague Marat. Characters who visited
the Emporium in Diamond Lake may
recognize some of them—fat ladies, pin-
heads, men without legs, women without
eyes, and all manner of deformity is on
display. Zeech fired his regular servants,
retaining only his cooks and guards while
replacing the rest with these folk, with
whom he has a strange obsession. During
the course of the celebration the heroes
should be served wine by Afus, the Man
with No Head (whose face in his chest),
attended by Madam Hog, the Pig Woman
(whose face is more akin to a sow than a
human), and led to their chairs by Ekestra,
the Half-Man (who walks on his hands as
he has no lower body).

Personality: These men and women
may be overworked, but this is the first
time in their lives they've been paid a fair
wage and have been given any privacy;
each has been given their own room in
the palace. They have become quite loyal
to Zeech as a result, and have nothing ill
to speak of him.

Goals: Stay on Zeech's good side.

Initial Attitude: Indifferent. Hostile:
The servant complains to Zeech, who
becomes offended. Helpful: The servant
takes a liking to the PC, and quietly
warns him if he offends the prince.

B'kruss
LE male hobgoblin fighter 14

Skills: Bluff +1, Diplomacy +1, Intimi-
date +1, Sense Motive -1

Appearance: B'kruss is a tall, well-
groomed hobgoblin with a raven perched
on one shoulder.

Personality: The PCs likely met B'kruss
earlier, and know his facade of politeness
and compliments is just that. In fact, the
hobgoblin is a petty thug who'll do any-
thing to achieve his goals.

Goals: B'kruss wants to impress Zeech
at the party and hopefully land some sort
of commission as a bodyguard or assas-
sin. His attempts to curry Zeech's favor
backfire at some point during the party
and he offends the Prince, who has him
poisoned during the feast.

Initial Attitude: Variable—if he humbled
the PCs earlier in event 5, his initial attitude
is indifferent (he views the PCs as foolish
mercenaries barely deserving of his atten-
tion). If the PCs humbled him, his initial
attitude is hostile, and if he's not made at
least indifferent before event 1, he chal-
lenges one of the PCs to a duel before
Zeech at some point before the feast in an
attempt to gain Zeech's favor by defeating
one of them. A DC 15 Knowledge (nobil-
ity and royalty) check is enough for the PC
to realize that he can refuse the challenge
honorably since it's somewhat unseemly
to fight at a party. If the PC accepts the
challenge, Prince Zeech brings his guests
to one of the gardens he uses for dueling
The rules of the duel are up to the PC (as
the challenged) to decide. If the PC fails
to win the duel, he offends the prince. No
matter how this duel turns out, B'kruss
automatically offends the prince—his poi-
soning is assured the instant he makes his
challenge.

Hemriss

LE female half-fiend human rogue
8fassassin 10 (“Dawn of a New Age,
DUNGEON #135)



Skills:
Bluff' +25, Dis-
guise +25, Diplomacy
+29, Sense Motive +24
Appearance: Hemriss is a strange com-
bination of the beautiful and the gro-
tesque. She’s a half-fiend human—
her mother was an erinyes devil,
and rumor holds that her father is
Prince Zeech. She certainly shares
Zeech's piercing blue eyes. Her beauty
is marred by two unfortunate physical
deformities. First, her face is misaligned;
the right half of her face is about a half
inch above the left, giving her nose an ugly
twist and her mouth a perpetual upturned
sneer. Second, her back is hunched with
malformed wings; broken feathers pro-
trude here and here from these mock-
eries, and she tries to cover them with a
fine cloak but isn't always successful. Her
expression is one of bitter cruelty.
Personality: Hemriss is the vile leader
of a traveling band of warrior-gypsies
who wander Redhand enforcing the
secret will of Prince Zeech. It's suspected
that the deformed woman is Zeech's
daughter, but neither has ever publicly
confirmed the relation. Certainly, her
appearance lies at the root of Zeech's

fascination
W da it h

always at the
back of his mind

he can understand
what these
conditions, he can offer
his daughter a cure for
her misshapen form.
Hemriss is quiet and
unassuming during
the party, and is
never far from her
father’s side.

causes

Kilraven

Goals: Hemriss' purpose at the party is
simple—she’s there to watch and observe

for her father, to determine if any of

his guests have ulterior motives and to
defend him if the need arises.

Initial Attitude: Unfriendly. Any Diplo-
macy check to curry Hemriss’ favor that
incorporates compliments on her appear-
ance (well-meaning or otherwise) suffers a
—10 penalty on the check. Hostile: Hemriss
indicates to her father that the PCs may
be trouble, and he immediately makes the

secret order to have their food poisoned.

deformity—

is the hope that if

Helpful: Hemriss quietly entrusts one of the
other PCs with her suspicion that Miszen
has some sinister motives at the party, and
asks the PCs to help try to determine what
her true goals are.

Hoff
NE male dwarf fighter 11

Skills: Bluff—1, Diplomacy-1, Intimidate
+14, Sense Motive +o; Strength check +5

Appearance: Hoff is an almost impos-
sibly fat dwarf with a rosy red nose and
piggy eyes dressed in browns and reds.

Personality: Hoff is foul-mannered
and slightly insane, but he's on his best
behavior during this party, and lets slip
only a few minor profanities here and
there. He's often found near the food, as
he eats and drinks prodigiously.

Goals: Hoff's goals at the party are
simple. He's here to get free food, free
alcohol, and maybe to have a little fun
on the side.

Initial Attitude: Unfriendly. Friendly:
Hoff challenges the strongest-looking PC
to arm wrestle. Resolve this bout as “best
two out of three"” opposed Strength checks.
If beaten, Hoff becomes unfriendly, but if
he wins, he immediately becomes help-
ful. Helpfil: Hoff invites the PC to join his
mercenary band. The repercussions of this
choice are beyond the scope of this adven-
ture, but needless to say, a good character
who works for Hoff can expect to be put
in a situation where his morality is tested
sooner than later.

If Hoff is made helpful, award the PCs
one Authority Point.

Lord Malaven Kilraven
LN male human aristocrat s/fighter 8

Skills: Bluff +11, Diplomacy +13, Intim-
idate +18, Sense Motive +7

Appearance: Lord Kilraven is an iron-
haired, weather-beaten man with a hook
instead of a right hand. He carries him-
self with pride and speaks with a strong,
clear voice.

Personality: Kilraven is the trusty cap-
tain of the West Border Watch, an hon-
orable man who has served under three
generations of leaders within Redhand.
Although his loyalty is to the kingdom
he is dutiful and would never seek to be

called a traitor. He follows the prince’s
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orders as he must. He assumes the PCs
are mercenaries Zeech took a liking to
for some heinous trait, and this assump-
tion colors his initial appraisal of them
in a poor light.

Goals: Kilraven attended the gala only
because he interpreted the invitation as a
direct order from his prince. During the
festival, he plays the role of a bemused
noble to perfection.

Initial Attitude: Unfriendly. Friendly:
Kilraven realizes that the PCs aren't
Zeech's agents, and takes note of their
actions and words. Helpful: Kilraven
secks to befriend the PCs, and given
some privacy, admits to them that
he hopes to live to see Alhaster freed
from Zeech's rule. He believes that the
majority of its citizens are honest folk,
and given the chance, would throw off
Zeech's rule. He doesn't quite ask the
PCs to aid in staging a coup, as he feels
that the time is not yet right, but he will
ask them to stay in contact with him as
things advance.

If Kilraven is made helpful, award the
PCs one Authority Point.

Lashonna
LE very old vampiric silver dragon
(“Dawn of A New Age,” DUNGEON #135)

Skills: Bluff +17, Diplomacy +28, Intim-
idate +15, Sense Motive +22

Appearance: Lashonna's public figure
is that of an incredibly beautiful elven
woman with long silver hair. She is never
seen in public wearing the same outfit
more than once, and her voice is almost
supernaturally charming and soothing
to listen to.

Personality: Lashonna's silken tongue
and grace are known throughout Alhaster.
She is surprisingly easy to get along with,
yet notoriously difficult to learn any-
thing about. Soft-spoken and mirthful,
her disapproving glance alone has been
enough in the past to send those she has
become offended by to commit suicide.

Goals: Lashonna's goals at the party
are simply to be seen; she arrives late and
leaves early, leaving everyone else at the
party grateful and proud that they were at
the same gathering as she. The one thing
that she does not expect at the party are the
PCs, and they'll have a rare opportunity to
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Montague Marat

speak to the mysterious woman at the start
of the next adventure.
Initial Attitude: Helpful.

Mahuudril

CE female avolakia sorcerer 14 (“Into
the Wormerawl Fissure,” DunNcLoN
#134)

Skills: Bluff +36, Diplomacy +42,
Intimidate +38, Sense Motive +18

Appearance: To the people of
Alhaster, Merchantmaster Mahuu-
dril is an exotic and mysterious
human woman in her late fif-
ties with a thin face that has
aged well. She wears her shock-
ing red hair in braids woven around an
elaborate headdress. Her clothes are rich
and royal, and she wears too much jew-
elry. Her expression is mischievous and
sneaky, a young grandmother who's plot-
ting the best way to sneak some candy to
a grandchild. In truth, Mahuudril is one
of the wormlike avolakia—she uses her
polymorph spell-like ability to maintain
her human appearance. If the PCs dis-
cern her true form (with true seeing, for
example) and raise an alarm, she tele-
ports to safety. Forcing her to flee puts a
brief kink in the party, but Zeech is quick
to do what he can to smooth things over.
If the PCs expose Mahuudril’s true form,
the resulting chaos brings the party to
an abrupt end. In either case, the PCs
offend the prince. In the event that the
party ends before the PCs have a chance
to contact Lashonna, she contacts them
herself on the pretense that she wishes to
speak to them about the events that led
to the party’s abrupt end.

Personality: Mahuudril is an enigma—
not many people in town know much
about her, and that's the way she likes it.
Her quick wit and sense of humor make
her easy to like or hate.

Goals: Mahuudril's goal at the party is to
size up what the other movers and shak-
ers of Alhaster have been up to. When she
realizes that the PCs are at the party, she
becomes interested in them but doesn't
want to appear so interested that they
become curious about her in turn. She's
heard rumors of the heroes who have
caused the Ebon Triad so much trouble and
who stopped Loris Raknian's plans for the

Champion’s Games, and while she marks
them as dangerous foes, she does not take
any actions against them at this time.

Initial Attitude: Hostile. Mahuudril
cannot be swayed from her opinions of
the PCs by diplomacy, but she doesn't let
her hatred show to them. In fact, if she
gets the idea that the PCs have taken any
real notice of her at all, she feigns illness
and leaves the party as soon as she can do
so gracefully and without drawing too
much attention.

Professor Montague Marat
N male human aristocrat 9

Skills: Bluff +14, Diplomacy +18, Intim-
idate +4, Sense Motive +14.

Appearance: This wide-faced human
man is in his late fifties. He has rosy cheeks
and a pair of wire spectacles, and is dressed
in a clashing riot of flamboyant clothing
and a strange pointed hat. His expression
is one of vivacious energy and glee.

Personality: Montague Marat is the
former “associate” of Zalamandra (host-
ess of the Emporium in Diamond Lake),
although he abandoned his position some
years ago to seek his fortune elsewhere.
He came to Alhaster and found the place
quite matched his temperament. When
he heard of Ilthane's attack on Diamond
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Lake, he sent a boat to invite his one-
time employees to join him in Alhaster.
In fact, he knew of Prince Zeech's curi-
ous fascination with freaks, and when his
“friends” arrived he hired them away to
the Prince for a healthy profit.

Goals: Montague's primary concern is
to enhance his presence as one of the
newest aristocrats of Alhaster. He does
his best to befriend everyone at the party,
and if the PCs are accepted warmly by
others, he's there to ride their coattails.

Initial Attitude: Friendly (unless the
PCs have already established a different
relationship with the Professor). Help-
ful: Montague feels a kinship for fellow
survivors of Diamond Lake, and offers to
put them up at his expense at the Delux-
ury for a few weeks until they get their
footing in Alhaster.

Miszen Mitchwillow
NE female halfling sorcerer 15

Skills: Bluff +24, Diplomacy +8, Intimi-
date +8, Sense Motive +1

Appearance: Although slightly over-
weight and a little nervous looking,

Mariss Quemp

Miszen remains rather cute in appear-
ance. She's got light brown hair, wears an
amulet made of snake scales and teeth,
and dresses in a black cloak and fine
noble's clothes in dark shades of blue
and green.

Personality: Miszen's a quiet, observant
woman who has an uncanny knack to melt
into the crowd. A well-respected merchant
in the region, rumors of her powerful
spellcasting capabilities abound. Zeech
invited her to the party in an attempt to
curry her favor so he can perhaps secure
the expensive imported goods he enjoys
at a less expensive price.

Goals: Miszen is in fact a spy from
Dorakaa in the Empire of Iuz. Her goals
in the Bandit Kingdoms are to keep an
eye on politics and to advise her leader
accordingly, should he ever wish to move
against one of the provinces. Her role
as a merchant is completely fabricated,
a testament to several months of lay-
ing groundwork for her false identity
and her skill at lies. Anyone in a long
conversation with her about her busi-
Ness Or histur\l' may Sense Motive against
her Bluff check; success indicates that
the character realizes Miszen is hiding
something. At the same time, if she
can make a Sense Motive npplm‘d
by the character’s Bluff check,

she may be able to learn that
the character is on to her.

She hasn't come this far to

risk her cover, so if she
__-gct's the idea that her
cover is in jeopardy,
she politely excuses
herself and teleports
to safety once she's
unobserved.
Miszen has
no further role to play
in the Age of Worms,
so you can develop her
specific role in your cam-
paign as you see fit.
Initial Attitude: Indif-
Helpful:

Miszen may be

ferent.

smitten with a
male halfling
in the party,

.|f!}mll§__‘,h she's

careful to keep business separate from
pleasure, and certainly won't reveal her
secret unless she believes her lover would
be an ally to her cause.

Mariss Quemp
CN male half-orc barbarian 4/fighter 8

Skills: Bluff +1, Diplomacy +1, Intimi-
dale +13, Sense Motive +0

Appearance: Mariss is a half-orc,
although as half-orcs go, he’s actually
rather handsome, with his orc heritage
almost unnoticable. Well-groomed and
always dressed in the finest clothing, his
towering frame still seems as if it would be
more at home in a battle than at a party.

Personality: Mariss is a reformed bar-
barian. He retains the loud, infectious
laugh of his youth and an equally loud
voice, but he’s abandoned his rough and
foul manner for the cultured way of the
aristocrat. He's quite popular with the
other nobles, who can't get enough of his
violent stories and ribald jokes.

Goals: Mariss has grown tired of his
current two wives, and hopes to find
someone new to bring home to Quemp
Manor at this party.

Initial Attitude: Indifferent. Friendly:
Mariss may become smitten with a
female PC, and promises her wealth
and eternal happiness if she consents to
become his bride. If the character agrees,
he demands that the ceremony take
place the very next day at the cathedral
of Hextor. That Mariss already has two
wives doesn’t matter to him, although he
doesn’t bother to mention this fact until
he and his new bride are married.

If Mariss is made helpful, award the
PCs one Authority Point.

Shag Solomon
N male quaggoth aristocrat 6

Skills: Bluff'+7, Diplomacy +11, Intimi-
date +3, Sense Motive +7.

Appearance: Shag Solomon is a true
curiosity. Known as a cultured “wild
man” from the northern pine forests, he
is actually a mild-mannered quaggoth,
a humanoid creature whose kind are
normally known for their bestial fury.
Solomon'’s vicious teeth and jagged claws
contrast with his gentleman’s garb and
cultured demeanor.
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Shag Solomon

Personality: Shag Solomon, normally
calm and collected, has found the move
to Alhaster doesn't fit him. He had
thought his old friend Montague had
found him a legitimate place in Alhast-
er's society, but when he tried to hire
him away to Zeech, Shag refused. Zeech,
happy with his acquisition of more
than a dozen other freaks, allowed the
refusal to stand, and since then Shag's
spent his time at the Deluxury, sulk-
ing and drifting in an opium haze. In
an attempt to rekindle his friendship,
Montague secured an invitation for
Shag to the party.

Goals: Shag initially didn’t want to
go to the party, but once he arrives
he finds the attention the others give
him to be quite refreshing and quickly
settles back into the role of the story-
teller and gentlemanly braggart. His
hidden desire is to replace Montague
in Alhaster's aristocracy, and given the
chance he consults with other aristo-
crats to determine how best this can

be done.
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Attitude:
Indifferent. Help-
ful: Shag Solo-
mon recognizes
of the PCs
their Dia-
mond Lake days,
and promises him
wealth and
if he helps Shag to
become accepted in
Alhaster’s aristoc-

- Initial

one

from

fame

racy.

Toris

G male gnome
aristocrat 11
Skills: Bluff +3,
Diplomacy +17,
Intimidate +3,
Sense Motive +c
Appear-
ance: Toris is an
extraordinarily long-
nosed gnome with a
magnificent handlebar
moustache.

Personality: Of the guests at
the party, Toris is the most naive. He's
also the only noble from an outlying
province in the Bandit Kingdoms who

accepted Zeech's invitation.
Goals:
depressed by the greed, cruelty, and

Toris is unsatisfied and
hate that festers in his own province,
and hopes that Alhaster might harbor a
society more suited to his tastes. As the
gala goes on, he realizes more and more
that Alhaster is much worse than home;
the sight of his blanching face and gap-
ing mouth at some of the more deca-
dent events during the festival is cause
for much mirth among the other guests,
Zeech in particular.

Initial Attitude: Friendly. Helpful: Toris
becomes exceedingly friendly with the
PCs and follows them everywhere, even
after the gala is over, hoping to learn more
about them. If there is a female gnome in
the party, Toris tries to win her love with
expensive gifts (up to a total value of 5,00¢
gp in all) and promises of eternal happi-
ness if she'll only marry him.

If Toris is made helpful, award the PCs

one Authority Point

V'juss
CE male hobgoblin sorcerer 10
Skills: Bluff +16, Diplomacy +5, Intimi-
date 45, Sense Motive +¢
Appearance: A tall, lanky hobgoblin,
V'juss wears long, flowing robes and a bit
too much perfime for a male hobgoblin.
Personality: V'juss is quiet and obser-
vant, and has little to say during the gala.
Goals: As B'kruss’ cohort, Vjuss had
little to say when he was told he was
going to this event. He has a feeling that
B'kruss may bite off more than he can
chew, and is ready to cut him loose at the

right time so he can assume command of

the Knights of Redhand.

Initial Attitude: Indifferent. When
around B'kruss, V'juss takes pains to
support his boss’ opinions, but has none
regarding the PCs himself.

Captain Vulras
CG human male ranger g/rogue 7

Skills: Bluff +15, Intimidate +18, Sense
Motive +9.

Appearance: Vulras is a dark-skinned
man with a small neat goatee. He is dressed
in flamboyant and very expensive robes.

Personality: Vulras commands a band
of rangers to the north who are coldly
efficient and sometimes brutal in their
work against the Reyhu orcs who plague
the northern reaches of Redhand, Yet
for all their brutality, Vulras has man-
aged to retain a strong core of kindness
to his fellows.

Goals: Vulras doesn’t approve of
Zeech's rule, and secretly hopes to md
in overthrowing him at some point. His
goal at this party is to appraise the palace
and city defenses and to look for weak-
nesses in Zeech's character that he might
be able to exploit in the future.

Initial Attitude: Indifferent. Helpful:
Vulras confides in the PCs his dissatis-
faction with Zeech, and hints that if the
PCs ever made a move against him, they'd
find support in Vulras and his rangers.

If Vulras is made helpful, award the

PCs an Authority Point

Events in the Palace
Zeech’s gala is scheduled to last for
twelve long hours of feasting, gaming,

and entertainment. The gala itself is

.
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presented as several events, each with its
own opportunities for the PCs to learn a
little bit about their host or work on their
reputations with the nobles of the city.
The majority of the adventure's Author-
ity Point awards can be earned during
these events, as the manner in which the
PCs present themselves to the nobles and
Zeech himself have the greatest impact
on the city. If the nobles approve of the
PCs, the citizens certainly will as well (at
least, in public they will).

As you run these events, be sure to give
the PCs plenty of time to interact with
the other guests beyond what may occur
during the events themselves.

Event 7. The
Celebration Begins

Beyond the gates of Zeech's Palace is a
steep rising path, flanked by polished
skeletons in gibbets. The path winds up
the rocky promontory upon which the
palace and its grounds are constructed.
When the PCs' carriage reaches the top,
they are asked to decoach and are then led
to the Vertiginous Terrace—a lawn that
overlooks a 200-foot-drop into the Nyr
Dyv. Other guests have already arrived,
and they mill about in small groups, talk-
ing quietly. Several of the guests carry
wrapped gifts for Zeech, and if the PCs
think to ask, they might be able to race
out and find a gift for the prince if they
didn't realize this was expected.

About zo minutes later, Zeech arrives
amid great fanfare with his fool, the Omi-
nous Fabler. Flanked by his deformed
servants, Zeech stands quietly while his
fool steps forth, clutching his mummi-
fied raven, and blows on a strange horn
to attract everyone's attention (a need-
less move, since by this point everyone's
attention is already focused on the
prince). The Ominous Fabler clears his
throat, and then speaks in a surprisingly
strong and deep voice.

"My lords, ladies, and other honored guests!
Prince Zeech bids you welcome, and | trust
you will enjoy the hospitality of his humble
home!" The strange little man looks around,
leers at some of the guests, then flaps his
free arm and lifts the mummified raven up
on his shoulder. Using the dead bird as a

ventriloguist's dummy, he chirps out in a
raspy voice: “You may now present your
gifts to honor the prince!” and then steps
back, giggling quietly as the other guests
reach into folds in cloaks and pockets.

Nothing in the invitetion indicated
that the guests were expected to bring
gifts for Zeech, and unless the PCs real-
ized this before the party and secured
gifts, they’ll either need to scrounge a gift
from their possessions or do some fast-
talking. Any gift worth less than 2,000 gp
runs a chance of offending the prince, as
does giving no gift at all (unless the PC
can successfully Bluff Zeech that his gift
is “on the way” and will arrive the next
day). An unwrapped gift worth at least
2,000 gp is fine, as long as the PC pres-
ents it with a DC 20 Diplomacy check
(otherwise he runs a chance of offending
the prince). The gifts from other attend-
ees include jewelry, bottles of rare wine,
exotic caged animals, and in the case of
Mahuudril, a fiendish horse outfitted
with horseshoes of a zephyr.

Notable in her absence is Lashonna.
Before the party begins in earnest, Zeech
announces that he's heard from Lashonna,
and regrets to inform the partygoers that
business will be keeping her from the
day’s events, but that she plans on arriv-
ing in time for the feast this evening,

Authority Point Award: +1 if at least
one PC gifts Zeech something of little
material value but gets away with it. <1 if
at least one PC lavishes gifts worth over
10,000 gp on him.

Event 8. The
Harlequinade
Mortigicatio

The first true event of the day takes
place immediately after the gift giving.
Servants appear with padded chairs for
each guest and beg them to be seated.

The fool appears again and blows his
strange horn. "My masters! We beg you
to enjoy our little tale—"tis a small thing I
penned myself, a tale of menace, revenge,
lust and death which | have called ‘The Har-
lequinade Mortificatio.”” The fool moves
back, and as he does, the servants arrange
a small stage with a backdrop of a town

=
-

street at night. A wooden moon wafts over
the scene, and suddenly a host of ani-
mated skeletons dressed as clowns march
on stage.

The play is performed in silence, apart
from guests applauding as the skeletal
clowns perform particularly ridiculous
stunts, such as drinking wine, since the
entire cast is composed of actors whose
previous performances annoyed Zeech.
Each met with an accident, and was sub-
sequently animated as a skeleton by the
Ominous Fabler using a wand of animate
dead and his Use Magic Device skill. The
entire play is a curious affair, and it soon
becomes obvious that the whole plot
recounts how each of the skeletons is act-
ing out its own death, always by suspicious
circumstances that aren't quite accidents.

During the play (which lasts for an
hour), servants flutter about with wine
and trays of lightly roasted almond bis-
cuits of exquisite taste. At the play’s end,
the curious actors bow and everyone
applauds, The Ominous Fabler appears,
now dressed as a scarecrow on stilts and
with a hare's skull where his head should
be. He leads guests across the grounds
to the next event, singing a song about
boiling sparrows as he goes.

Event 9. The Handsome
Slaughter of Curious
Avians

Eventually the guests arrive at the Bal-
cony of Expectorance, a wide deck jutting
from the cliffside about twenty feet down
from the palace. The Balcony is sheltered
from the wind and the view of the Red-
hand coastline is even more magnificent
than that from the Vertiginous Terrace.

The fool trundles up onto the balcony rail-
ing, somehow managing to balance there
on stilts as he addresses the guests. “And
now, welcome to the Balcony of Expec-
torance, my friends, and the Handsome
Slaughter of Curious Avians!” Two deformed
servants march out, carrying between
them a large rack of repeating crossbows.
Another group of guests wheel out a num-
ber of cages filled with brightly colored
red birds. “Please, select your weapon, and
make ready to...” Prince Zeech cuts him off
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with a dismissive slap as he steps forward.
The fool teeters, but manages to catch his
balance and clambers down from the ledge
as the prince selects a magnificent-looking
crossbow and says, “I'm feeling particularly
lucky today. If anyone can bring down more
than me, I'll give the lucky soul a thousand
gold coins.”

All of the crossbows are masterwork,
with the exception of Zeech's (which is a
+3 repeating light crosshow). Once everyone
has selected their crossbow, the guests
take turns as the Fabler releases ten of
the brightly colored corollaxes (bright
red exotic birds with the ability to gener-
ate color sprays) into the air. The corollaxes
immediately scatter and begin flashing
sprays of color as they wheel in the air.
Each guest has three rounds to shoot and
bring down as many of the corollaxes as
he can before the birds escape around
the sides of the cliffs. Zeech goes first
and manages to take down six; the other
guests do their best (or in some cases,
deliberately do worse than the Prince),
but none beat Zeech. The PCs are free to
try to beat Zeech if they wish.

As the shoot progresses, servants pass
roasted corollax glazed in honey and
mulled spice wine amongst the guests.

Authority Point Award: +1 if the PCs
win but manage to mollify Zeech with a
DC 25 Diplomacy check.—1 if the PCs win
and gloat.

Event 10. Some Lively
Sports and Baiting

After the slaughter of the curious avians,
the fabler leads the party back into the
house, through a maze of doors and halls,
and eventually down into the extensive
basements. He does so by walking on his
hands the entire trip, finally leading the
group into one of Zeech’s underground
miniature arenas. The guests are directed
to sit on the curved benches surrounding
the sunken fighting pit (which contains
two four-foot-square bird cages swathed
in dark silks), while the Fabler explains
the nature of the event.

The misshapen gnome retrieves a small
oak box from a locked chest and opens
it, withdrawing a pair of silver rings. “And

now, we come to some lively sports and
baiting, my friends! These rings are ensor-
celled with magic such that those who wear
it can direct the actions and movements of
one who has been... specially prepared, as
a receiver.” He hobbles over to the prince
and hands one of the rings to him. “The
prince would like to challenge one of you
to an honest fight, utilizing what lives at
the other end of these rings as proxies. Are
there any of you brave enough to meet the
prince’s champion on the field of battle?"

None of the other guests immediately
rise to the occasion, giving the PCs the
opportunity to challenge Zeech. If none
of the PCs wants to take up the challenge,
Mariss Quemp eventually accepts the
ring and promptly loses to Zeech.

Once a PC puts on the ring, he must
make a DC 15 Fortitude save to resist
being overwhelmed with the disorient-
ing feeling of seeing, feeling, and hearing
through the body of a cockatrice in one
of the covered cages in the arena below.
The Fabler pulls a silk cord and releases
a dozen feral cats into the arena—the
cats immediately begin racing in circles,
fighting and yowling in anger. The Fabler
raises his voice over the rest of the crowd
and announces “If you can create more
ornaments than the prince, and if you
can survive his champion's wrath, you'll
win a most fabulous prize indeed!”

With that, he pulls a second cord and
the cages in the pit below open, allowing
the two cockatrices within to escape into
the arena. The fighting pit is thirty feet
square, and the object is to control one’s
cockatrice and petrify more cats than
the other cockatrice. Once all of the cats
are petrified, the two cockatrices are to
fight one another for the win. Allow the
character who took the ring to control
his cockatrice; he attacks and defends
using the monster's statistics. If the PC
failed his Fortitude save to resist being
overwhelmed, he suffers a—2 penalty on
all attack rolls he makes with the cock-
atrice, and also suffers a —2 penalty to
Armor Class.

If the PC wins, his prize is a golden egg
of great size (valued at 1,000 gp).

During the fight, dishes of eggs are
served—boiled ones of unusual size, eggs

scrambled with fine meats, and even a
strange cocktail of egg mixed with rum.

Cockatrices (2): hp 27 each; Monster
Manual 37.

Feral Cats (12): hp 2 each; Monster Man-
ual z70.

Authority Point Award: +1 if the PC
wins the battle,

Event 11. Bowling the
Devious Heads

After the cockatrice fight, the Fabler
leads the guests back upstairs and out
into a long, narrow garden on the north
side of the palace. By this time, twilight
has fallen, and the garden has been lit
by numerous differently-colored con-
tinual flames cast inside skulls hanging
from delicate silver and golden chains.
Here, a curious game has been prepared.
A mound of differently colored human
skulls has been arranged at one end of
the garden, and the Fabler takes pains to
ensure the guests are arranged in a semi-
circle around this mound of skulls.

“And now, my beautiful friends, we come to
the final game of the evening. | present to
my wondrous prince an unfortunate crimi-
nal named Jack,” announces the Fabler, as
he hands the prince a human skull that
has been painted black. “And to the rest
of you, | present these delicate treasures!”
The Fabler indicates the stack of differently
colored skulls. “The prince shall throw Jack
to the far end of the garden, and the rest
of you shall toss a chap of your own. The
thrower who comes the closest to Jack shall
be declared the winner!”

Zeech makes his throw, and Jack lands
near the far end of the garden, about 50
feet away from the party-goers. Each guest
selects one of the colored skulls from the
pile and then makes a ranged attack roll
to try to come as close to the skull as pos-
sible. Each guest takes a shot, along with
each of the PCs who wishes to play. Record
the results of their ranged attacks—the
character who rolls the highest gets clos-
est to Jack (possibly by knocking other
skulls out of the way). The distance and
the skull’s awkward balance work together
to impart a —14 penalty on the attack roll.
For sake of ease, you can simply roll 1dzo




and assume that the resulting number
is the final result of each of the guests’
attack rolls, but you should make the PCs
roll for real.

The winner of this competition receives
a necklace with a small silver skull with
ruby eyes worth a total of 2,500 gp.

During the sport, servants pass around
gingerbread men without heads. The eve-
ning grows late as the game ends, and the
sun sinks behind the horizon

Authority Points: +1 if one of the PCs
wins the competition.

Event 12: Setting the
Table

After the bowling of the devious heads
comes to a close, the peal of an unseen

gong sounds the call for dinner—the
feast is ready! The Fabler leads the guests
back into the palace and thence to the
Great Banqueting Hall.

A massive, cylindrical chamber rises
through the heart of Zeech's Palace. A tre-
mendous round table of polished mahog-
any dominates the room, the walls of which
are decked with portraits and landscapes of

great quality. A large number of these fea-
ture Zeech himself, although the enigmatic
Lashonna, a silver-haired, pale, remarkably
beautiful woman, dominates one promi-
nently placed portrait near Zeech's place at
the table. A vast stained glass dome depict-
ing what appear to be angels at play arches
gracefully above, its perimeter decorated by
a ring of severed heads mounted on iron
spikes some twenty feet above the polished
marble floor.

A DC 20 Spot check is enough to dis-
cern that the “angels” in the window
are, in fact, erinyes devils, and their
“play” is anything but something one
would normally associate with angels.
The mounted heads are no mere mortal
decapitates—they have been animated
and given the power to speak. All twenty
heads cheer and encourage everything
Zeech says in strange and sonorous
voices powered by magic

The Fabler bids the guests to be
seated. Each setting bears a name on
a card and a dazzling array of cutlery,
including ten different spoons. A DC
20 Diplomacy check is good enough for

a character to know which utensils to
use and when to use them. A character
that has at least 5 ranks in Knowledge
(nobility and royalty) automatically
knows which ones to use. A character
who doesn’t use his utensils properly
runs the risk of offending the prince.
You can arrange the seating for the
feast as you see fit. The PCs may have
earned a place at Zeech’s side, or one
of the characters may end up having to
sit next to a guest that they particularly
despise. One chair, the one directly oppo-
site Zeech, remains curiously vacant—at
least until a few moments after everyone
has seated. At this point, one of Zeech’s
servants announces the arrival of the

final guest.

Event 13: Lashonna’s
Arrival

As Lashonna enters the Great Banqueting
Hall, everyone rises from their seats. The
woman is dazzlingly beautiful, with ala-
baster skin and long silver hair set back
with a tiara of black diamonds. Everyone
in the rooms feels her gaze settling upon

them. Lashonna greets Zeech with a nod
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but says nothing, and gracefully takes her
seat at the opposite end of the table from
the prince.

Lashonna takes part in idle conver-
sations during the feast, but is particu-
larly interested in the PCs. She has been
following their progress via reports
from her agents since she learned some
time ago of their actions against the
Ebon Triad during “The Three Faces of
Evil,” but never risked tipping her hand
using more direct methods like scrying.
She knows that they represent her best
chance to destroy Dragotha, and also
knows that they represent the greatest
threat to the Age of Worms. She tries to
mask her interest in the PCs with her
Bluff skill, but a Sense Motive check
reveals her interest in everything they
say or do at the feast. If Prince Zeech
notices the attention she's giving the
PCs with his own Sense Motive check,
he becomes annoyed, but not enough to
become offended and order the poison-
ing of a later course.

If one of the PCs is bold enough to
ask Lashonna about Balakarde, the Ebon
Triad, or anything else, she rolls her eyes
in mock impatience, and then whispers
to that character, “I know of your need
for knowledge, and 1 have much to give.
We should wait until after this quaint
little dinner is over to speak.”

First Course: The Feast
of Worms

Zeech stands and silence falls upon the
banquet hall. “My dear friends,” he begins,
and as he does, the decapitated heads
above echo the word “friends" in a ghoul-
ish tone. | bid you enjoy this feast, eat and
drink your fill in my humble abode.” He
claps his hands once. An instant later the
great doors to the kitchen swing open and
a trio of manticores enter to the ghoul-
ish hoorahs of the heads. Yet these are no
wild monsters—the fire is gone from their
eyes, and their wings have been cruelly
severed. Even the once ferocious barbs
of their long tails have been surgically
removed. Each manticore carries great
platters on its back, and a host of distorted
servants trail behind them, eager to begin
serving food.

DUNGEON FEBRUARY

Each guest is given a small covered
silver goblet—the PCs may notice flick-
ers of disgust and trepidation flashing
on the faces of other guests with DC
20 Sense Motive checks. When all have
been served, the Fabler stands and tells
the guests of a proud Alhaster traditicn.
One of the founders of Alhaster was a
desperate pilgrim who washed up on the
harbor shore. He had not eaten for many
weeks, and he fell upon the moors to die,
As he did he saw a worm emerge from
the ground, and he realized the worm
was a gift from the gods that he should
live—and so he devoured it. In Redhand
it has always been the tradition to start
a feast with such a celabration of thanks.
The Fabler bids that the guests now do
the same.

Inside the silver goblet writhes a fat,
greasy worm, its glistening flesh a nasty
shade of green. A DC 15 Knowledge
(nature) check identifies the worm as
a relatively harmless green scrubgrub.
Characters who have had the chance to
examine a Kyuss worm up close can tell
immediately that this grub, while simi-
lar in appearance, is not one of these
vermin. The worm itself is surprisingly
tasty, and brings no ill effect once con-
sumed. Failure to eat the worm offends
the prince.

After the first course, Prince Zeech
commands the Fabler to tell a tale. The
Fabler clears his throat, stands upon
his chair, and tells an amusing story
about a dryad whose tree is unknow-
ingly transplanted into a bitter noble's
garden, and of the delightfully ironic
fate she devises for the man. When the
tale is done, the Fabler bows and takes
his seat, at which point the Prince opens
the floor to any other guests who may
have a tale to tell.

None of the guests do, but if one of
the PCs wishes to tell a story they can.
Encourage the player to tell the entire
story to the group, and at the end of his
story, he should make a Perform (oratory)
check, opposed by the Fabler's earlier
Perform (oratory) check.

Authority Point Award: Each PC who
beats the Fabler’s Perform (oratory) check
gains +1 Authority Points.

Second Course: FOUR
and Twenty Blackbiros
For the second course, a single domes-
ticated manticore enters. It carries an
enormous pie on a silver dish of great
size strapped to its back. Pastry beaks
of birds cover the pie, and as everyone
watches, the crust is opened and 24
blackbirds emerge, flying around the
room in terror. These blackbirds are a
programmed illusion, but the birds baked
into the pie are not. The blackbird pie
has a delicately sugared and almond
crust that tastes surprisingly good. As the
pie is served, the servants bring in huge
tureens of vegetables, along with plenti-
ful supplies of a locally produced spiced
white wine called Redhand Resinwint.
This wine is particularly potent, and any-
one who drinks from it must make a DC
13 Fortitude save to avoid suffering a—2
penalty on all Wisdom-based skill checks
for the rest of the evening,

After the second course is complete,
Zeech asks the Fabler for a song. The
spriggan bows and stands on his chair
again (perhaps sneering at any PCs who
outdid his story after the First Course)
and proceeds to perform a catchy little
tune on his pan pipes. And again, after
his performance, Zeech asks if anyone
else at the table has a song to share. Allow
the PCs to make Perform checks if they
wish to play or sing a song, opposed by
the result of the Fabler’s Perform (wind
instruments) check. No instruments
are available (and the Fabler certainly
won't loan out his pan pipes), so if the
PCs didn't bring their own instruments
they'll be limited to Perform (song) for
their check.

Authority Point Award: Each PC who
beats the Fabler’s Perform (wind instru-
ments) check gains +1 Authority Points.

Third Course:

Tojbasarrirge

The the third
course as a concoction of the prince's
own—delectable tojbasarrirge for all!
Tojbasarrirge is a curious dish involving
an entire tojanida, stuffed with numerous
gritty basilisk steaks, which are in turn
stuffed with tangy arrowhawk breasts,
which are finally in turn stuffed with

Fabler announces



an entire boned stirge with three olives
impaled on its proboscis.

The tojbasarrirge is brought out on a
huge platter slung between two manti-
cores, upon which rests a great tojanida
shell, halved and filled with a descend-

ing mass of meat. The prince himself

invented this recipe (with aid from his
cooks), and unfortunately, the entire
thing is foul.

As this course begins, the guests must
make Bluff checks to cover up their dis-
taste of the dish, opposed by the prince’s
Sense Motive. Fortunately, the prince
himself realizes that the food is vile, and
only a few bites in he suddenly declares
the third course complete and com-
mands the servants to immediately clear
the table for the fourth. They haul the
remnants of the failed dish away, throw-
ing it over the cliff and into the sea.

Authority Point Reward: If a PC

manages to choke down a few bites of

tojbasarrirge without the prince see-
ing through his Bluff, that PC gains +1
Authority Point.

Fourth Course: Purple
Worm Aspic

As the fourth course begins, huge cov-
ered tureens are brought out. Within
shudders a strange purple jelly. The
Fabler observes that purple worms are

a notorious menace in certain areas of

the world, and their propensity for eat-
ing everything that moves is known to
adventurers far and wide. The tribes-
men of old learnt of a way of cooking
the poisonous tail sections of the purple
so that the poison is neutralized, but the
recipe has to be precise in its prepara-
tion. As the bowls of shuddering purple
glop are placed before each of the guests,
the Fabler wonders if any of the guests
at the table is brave enough to taste the
dish before the prince puts his health at
risk for deliciousness.

Naturally, none of the other guests vol-
unteer. In fact, all eyes turn to the PCs
to see if one of them will take the first
taste. If no one tastes the food, Kilraven
eventually makes a big deal about testing
the dish. The meat is actually quite tasty,
and is perfectly safe to eat. It is served
with iced C'rosch—a strong local spirit

made from blackberries and exotic spices.
C'rosch is even more alcoholic than Red-
hand Resinwint, and characters who par-
take and fail a DC 16 Fortitude save suffer
1d1o points of Wisdom damage, but gain
a+4 alchemical bonus on Charisma-based
skill checks for 1 hour.

During this course, Kilraven tells
stories of how he dispatched dozens of
Reyhu ores on behalf of the prince. Oth-
ers join in (B'kruss in particular), and
an impromptu bragging contest begins.
Each NPC who takes part in the bragging
contest must make an Intimidate check;
the character who rolls the highest is
declared the winner by Prince Zeech.

Authority Point Award:
+1 Authority Point if one
of the PCs takes the first
taste of purple worm
aspic. 41 Authority Point
to the character who wins
the bragging contest.

Figth Course:
Sweet Conclusion
Finally, as the last bowls of purple
worm aspic are cleared, the smell
of cloves, honey, and cinnamon
wafts through as a single manticore
enters with a nearly eight-foot-tall
cake. The cake itself is shaped
like a ziggurat but crowned with
a marzipan figure of Zeech
surrounded by light and with
angel’s wings.

Everyone applauds loudly
as the cake is levered onto the
table, but as they do, the cake
begins to fall apart. Large
rents appear on the side, and
the marzipan Zeech begins
to list. The cake is merely

unbalancing, but the ironic
symbolism is not lost on

the guests. Suddenly,

the marzipan Zeech

topples, sliding down

the side of the cake

in an avalanche i
of delectible
frosting to
strike the
table

hard enough that the head snaps off and
rolls across the table to land in someone's
lap. If one of the PCs has managed to
particularly annoy Zeech, the head should
end up in his lap—otherwise it should
land on a randomly-determined PC, The
irony causes a few stifled chuckles and
giggles, but for the most part the guests
do an admirable job covering their
mirth. Each PC must make a Bluff check
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opposed by Zeech'’s Sense Motive check to
hide their reactions.

The hate in Zeech's eyes is palpable,
but just before he orders the execution
of his entire cooking staff, the Fabler
steps in to save the day by making light
of the fall, observing that “the cake is
not made of stone and iron, and that
he'll eat it all if no one else will.” The
joke goes over well and gives the guests
something to laugh at other than the
obvious irony, and while everyone of
course eats the cake, Zeech does so in
brooding silence. Alternately, a PC can
save the situation before the Fabler by
making a joke of his own with a DC 20
Perform (comedy) check.

Authority Point Award: +1 Authority
Point if one of the PCs manages to save
the situation before the Fabler resorts to
his joke.

Ad-Hoc Experience Award: If the PCs
make it all the way to the end of the feast
without causing its premature end, award
them a story award in experience points
as if they had defeated a CR 20 creature
in combat. Not all battles in the Age of
Worms are won with steel and spell...

CONCLUDING THE
ADVENTURE

With the conclusion of the great feast, the
Fabler calls for the dance of the dead, the
traditional Alhaster close to important
ceremonies. Typically, dancers dressed as
the dead founding fathers of the city per-
form the dance, but this time the Fabler
commands his skeletal minions to do
the duty. As some of the help quickly and
efficiently clear the table the Fabler leads
the guests into the palace ballroom. He
asks for any other characters who dis-
played talent with musical instruments
or song to join him and several other
members of the staff as a strange, slightly
off-key but nonetheless exuberant song
strikes up.

Use this dance to conclude events—
partners are switched and changed
and the time for plain talking comes
under the covering noise of the musi-
cians. Zeech, still angry at the failure
of the fifth course, does not take part,
and instead watches silently from a
throne. This dance can go on as long

as you wish—it's the perfect opportu-
nity for the PCs to interact with any
of the other NPCs they wish to talk to,
although at this point Zeech himself
has little interest in chit-chat.

Eventually, Prince Zeech has had
enough and leaves in silence—applau-ed
(of course) by his fellow guests as he
makes his way to his quarters. The guests
are led back to the carriages and taken
back to their lodgings.

At some point before the party breaks
up, Lashonna agrees to meet the PCs
again in a few nights’ time—they have
piqued her interest with their antics
at the feast and she agrees to answer
their questions. If the PCs ask her
about Balakarde, the Age of Worms,
or similar topics she simply nods and
warns them, “Save the questions for
later. There are too many ears in this
place.” The interview with Lashonna
is detailed in the next adventure, “The
Library of Last Resort.”

Make sure to keep track of how many
Authority Points the PCs earn—these
totals will become quite important once
the final adventure, “Dawn of a New
Age," begins.

“To the dear folk of the DuNGEON message
boards: please let Richard know if you like
his adventure, as he has been up a tree at
home since he wrote it and has refused to
come back down. He must be getting cold by
now.” —Alison Pett

APPENDIX

Acidowraith

The foul, toxic liquid bubbles and surges to
noxious life, sliding up onto itself and quickly
filling out into the form of a lumbering, dra-
conic beast. The thing’s body is semi-translu-
cent and gelatinous, and streamers of acid drip
from its flanks to sizzle on the ground—some
of these strands writhe and crack like whips.

Its long neck ends in a disturbing tangle of

skulls, some human, some draconic, and some
something in between.

ACIDWRAITH CR 16
Large undead (incorporeal, water)
Init +14; Senses darkvision 60 ft.; Listen +26,

Spot +26

Aura corrupting aura (10 ft., DC 26)

Languages Aquan, Common

AC 26, touch 26, flat-footed 16; Dodge,
Mobility

hp 143 (22 HD); fast healing 15

Immune acid, electricity, sonic; undead traits

Resist fire 20; SR 28

Fort +7, Ref +17, Will +14

Weakness liquid dependency

Spd fly 60 ft. (perfect)

Melee bite +20 (4d6+10 plus 2d6 acid) and
4 tendrils +15 touch (2dé acid)

Space 10 ft.; Reach 10 ft.

Base Atk +11; Grp —

Atk Options Combat Expertise, Spring
Attack, Whirlwind Attack

Special Attacks breath weapon

Abilities Str—, Dex 30, Con —, Int 15, Wis
12, Cha 25

SQ acidic body

Feats Ability Focus (breath weapon), Combat
Expertise, Combat Reflexes, Dodge,
Improved Initiative, Mobility, Spring
Attack, Whirlwind Attack

Skills Craft (alchemy) +27, Hide +31,
Knowledge (arcana) +27, Listen +26, Spot
+26, Tumble +35

Environment aquatic

Organization solitary

Treasure standard

Advancement 23-30 HD (Large), 31-66 HD
(Huge)

The acidwraith, at this point in time, is
aunique undead creature. This creature
manifested when the soul of a marid
genie merged with a specific combina-
tion of acids and magical alchemical flu-
ids associated with dragons are mixed
together. In many ways, the genie's ghost
has possessed this dangerous combina-
tion of chemicals, yet it is not technically
a ghost. The creature’s head is the only
really solid part of its body, a collection
of skulls that shift between the draconic
and the humanoid. These skulls are real
bone manifested by the acidwraith’s
presence; they constantly reform and
rebuild as the thing's acidic body eats
them away.

The acidwraith itself is incorporeal,
yet much of is body consists of acidic,
poisonous fluid. Close inspection reveals

that the fluid constantly runs out of its
body only to be reabsorbed from sur-
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rounding liquid. An acidwraith deprived
of a constant source of liquid quickly
grows powerless.

Like all incorporeal creatures, an acid-
wraith can pass through solid objects.
When it does so, its bony skulls and
acidic body slough to the floor. As soon
as the acidwraith emerges, its acidic body
and skulls reform, as long as the creature
is in a watery area.

The acidwraith is quite intelligent,
and its skill at alchemy is prodigious.
Given resources and time, this creature
could easily create many more similar
manifestations of undead elementals
bonded with the acidic leavings of
black dragons.

An acidwraith is the size of a large
horse. Its liquid body weighs about
1,500 pounds.

Combat

In combat, an acidwraith attacks with a
bite from its skulls and up to four whip-
like strikes with filaments of acid drawn
from its own body. Strikes from its bite
deal physical damage, and it uses its Cha-
risma instead of its Strength to modify
the damage inflicted. Its whip tendrils
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attacks inflict acid damage on a success-
ful hit—it’s tendril strikes need only
make a touch attack do inflict damage
as a result.

Acidic Body (Ex): Anyone striking
an acidwraith with a natural attack or

unarmed strike takes 2d6 points of

acid damage. Likewise, any weapon that

strikes an acidwraith takes 2d6 points of

acid damage each time it hits.

Breath Weapon (Su): Once every 1dg
rounds, an acidwraith can exhale a 30-
foot-long cone of burning, noxious
vapor. The cloud of vapor is acidic and
poisonous. Creatures in the area of effect
take 12d6 acid damage (Reflex DC30 half)
and must make a DC 30 Fortitude save
to avoid taking 1d6 points of Strength
damage. One minute later, these crea-
tures must make a second DC 28 For-
titude save to avoid taking 2d6 points
of Strength damage. The save DCs are
Charisma-based.

Corrupting Aura (Su): All water within
10 feet of an acidwraith is quickly con-
verted into acid. In a large body of water,
this merely surrounds the acidwraith
with diluted acid that inflicts 1d6 points
of acid damage per round to anything
within the area. Creatures with the
water subtype who are within 10 feet of
an acidwraith take 6d6 acid damage per
round as their bodies are eaten away.
Magic water (and non-water liquid such
as blood and potions) is not affected by
an acidwraith’s corrupting aura.

Liquid Dependency (Ex): An acidwraith

must remain in contact with a body of

liquid at least as large as its space. Each
round it is not in contact with liquid, it
suffers 2d6 points of damage. An acid-
wraith loses its fast healing when not in
contact with a body of liquid. &
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BACKDROP: ALHASTER

Alhaster i Brief
Alhaster is a house divided—the rich
areas feature stone buildings, some of
which are of considerable age. They
rub gables with huge timber temples
and manors. These streets are regularly
patrolled and kept immaculately clean
by an army of gray-clad workers (who
themselves are not encouraged to talk
to visitors). Although Alhaster's patron
deity is Hextor, Prince Zeech tolerates
other religions here in the interest of
commerce, including those who worship
Heironeous (provided they show proper
deference and don't cause trouble).

In stark contrast to the western third
ofthe town is the true misery of Alhaster,
hovels of flotsam and rubbish crammed
together in tangled heaps, each using
the other hovel for support as much as
the soggy ground below. Despite the
poor quality of its buildings and miser-
able state of its citizens, Low Alhaster
is in many ways more important to the
town’s continued prosperity than High
Alhaster, for it is here that the corrupt
merchants and pirates rule. Alhaster is
the only port in the Bandit Kingdoms.
Much of the trade that passes through
the town would be illegal in more law-
ful climates, but here, the law is less
concerned with morality than it is with
maintaining the status-quo. As long as
the Bandit Kingdoms in the interior
need imported drugs, food, slaves, and
weaponry, Alhaster will continue to
prosper.

Alhaster (Large Town): Conventional;
AL LE; Population 4,700; 3,000 gp limit*;
Assets 705,000 gp; Mixed (80% human,
8% half-orc, 4% hobgoblin, 4% halfling,
4% other races).

Authority Figure: Prince Zeech (LE male
human paladin 8/blackguard 8).

*Although the standard 3,000 gp limit
applies to most locations in Alhaster,
the prevalence of smuggling and piracy
in the town raises this limit by a fair
amount in some locations.
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Alhaster’s current ruler is a fallen paladin
styling himself Prince Zeech. His twenty-
year rule (the “Days of Joy,” as he likes to
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refer to them) has been a stain on the his-
tory of a land already steeped in conflict,
wars, and petty lords. Zeech is a tall, thin
man with pale skin and long dark hair. He
dresses flamboyantly in silks and gowns
and has an effeminate air about him. His
voice is quiet and considered until his ire
is raised, at which point his rage is a match
for the worst barbarian's. His cruelty is leg-
endary, and many of his subjects have been
executed for nothing more than an inap-
propriate glance.

Over the twenty years of his rule, Zeech
has distanced himself from those who
helped him to his throne—allies he never
trusted or liked and friends he felt himself
far above. Today, Zeech is a tyrant of the
worst kind, a despot who believes that he
has the greater good at heart. He feels that
his rule is just but firm, yet at the same time,
he finds it difficult to resist the temptations
of decadence and vice. Some part of Zeech's
mind realizes Alhaster is drowning in its
own sins, but the rest of him revels in his
power. His latest project exemplifies his
madness. On his orders, a large section of
town has been razed. Those who had the
misfortune to have homes there have relo-
cated to other locations in the town. A lucky
few had some of their costs subsidized by
the prince, but most of these displaced citi-
zens were forced to fend for themselves.

Inthe cleared area, Zeech began construc-
tion of the Great Project, an immense zig-
gurat that he hopes will ensure his entrance
to paradise. He first saw this structure in his
dreams—a great tower rising into the heart
of a storm, but soon these dreams began to
come to him while awake. In time, these
visions convinced him that he was the son
of Hextor, and that his entrance into para-
dise at Hextor's side depended on the con-
struction of the ziggurat.

Alas, Zeech's visions and dreams are
more than mere fancy, they are false
whispers from a highly dangerous and
manipulative agent of Kyuss named
Lashonna. Like Zeech, Lashonna was
formally a paragon of virtue, a mighty
silver dragon who once fought with a
band of hermetic druids based in the
Rift Canyon. Lashonna was captured in
a key battle by the great dracolich Drago-
tha and transformed into a vampire. She
has since succumbed wholly to her evil

nature but still nurtures a terrific hatred
for her master, and plots to usurp his
role as Kyuss' primary agent in the world.
Today, Lashonna serves as the high priest
of the Ebon Triad, yet for all her power
she still rankles at being ranked below
Dragotha in the church of Kyuss. If only
there were a way to supplant him...

Lashonna spends most of her time in
the form of an astonishingly beautiful
elven woman with alabaster skin and long
silver hair. She retains a powerful presence
about her, and is quiet, calm, and penetrat-
ing in conversation. She has a strangely
soothing voice and possesses an incredible
knowledge of history. At times, this knowl-
edge almost seems to be first hand.

Lashonna has been the true ruler of
Redhand for centuries, and has quietly
and secretly manipulated a long line of
rulers. Zeech is merely the latest nknow-
ing pawn. In Zeech, Lashonna has finally
found a minion with the drive to see to
the creation of the ziggurat needed to
bring Kyuss back from the brink, yet the
fallen paladin also possesses something
that Lashonna greatly fears: a conscience.
It may be suffocated deep below his effete
and despotic exterior, yet it remains a
weakness that the vampiric dragon hopes
to keep suppressed, shackled by ambition
and ideology.

For decades, Lashonna has also served
as the unseen guiding hand of the Ebon
Triad. She is a cruel and manipulative
genius intent on calling Kyuss to her
so she can become his bride, and in
this plan, the Ebon Triad is nothing
more than a tool. Her plans and goals
are destined to involve the PCs them-
selves, as will be made clear in the last
four installments in the Age of Worms
Adventure Path.

..)‘7/&;;;1}3? v Cittzeny

A strange atmosphere of joy permeates
the citizenry of Alhaster for one perva-
sive reason: the average denizen of this
oppressed town is petrified to appear
otherwise. They know that the prince’s
agents are swift to quash any dissent or
organized troublemakers. Citizens of
Alhaster greet all strangers with forced
smiles and greetings such as, “Joy to you
this day, stranger!” or “A blessing upon




you for visiting our humble land.” You
may wish to use this facade in varying
degrees—be wary of the fact that some
players will find the endless happiness
hard to bear and may be tempted to lash
out at inappropriate targets. Other play-
ers may enjoy being reminded of the
despair that eats at Alhaster’s heart.

The weather-beaten locals typically
dress in cast-off clothing from the upper
class sold by scroungers in the market-
place. Facial hair is common among
men, whilst the women favor wearing
their hair long. A typical commoner in
Alhaster lives a hard life, barely makes
enough to pay for food and board, and
thanks his good fortunes every day he
isn't robbed, beaten, or worse. This
strange attitude spawns an ironically
optimistic outlook.

For entertainment, the commonfolk of
Alhaster visit the town’s numerous taverns,
the Alhaster Arena (area 17), and Miomay’s
Playhouse (area 12). Storytelling is a favor-
ite pastime for those who cannot afford
these pursuits. The heroes of the com-
mon folk are those who work by stealth
or guile, since it’s difficult for anyone
who grows up in Alhaster to conceive of
a direct physical confrontation resulting
in anything less than imprisonment or
public humiliation at the delicate hands
of Zeech’s secret police. One famous yarn
called the “Wolfskinner’s Story” tells the
tale of a thief who lost his love to a wolf
pack. The thief caught and skinned a wolf
and wore its hide to join the pack, and
in time he found himself alone on a wild
moor with the pack leader, whom he slew.
As the pack leader died, it disgorged the
bodies of its innocent victims who then
rose from death—one of whom was the
thief’s loveer, and the two lived happily
ever after in the moorlands of Redhand.

The commonfolk use wild herbs gath-
ered from the surrounding tidal flats to
flavor their meat (they love pork when
they can get it, but eel and rockfish are
their staples), and use a lot of dumplings
in their food as a cheap and efficient way
to round out a meal. Most of the taverns
brew a thick, herby rum which is mixed
with hot water and butter to make alocal
brew called Grolg (which, if a little salty,
is very palatable).

B

Prince Zeech is fond of throwing fes-
tivals, parades, and public displays of his
wealth and power. Typically, two similar
events occur at the same time. The actual
event takes place in High Alhaster and is
an invitation-only affair, while the bulk of
the populace mirrors the festivities else-
where, typically in the marketplace or the
Alhaster Arena. Crimson and black prayer
flags to Hextor cloak the streets during
these festivals, fluttering in the wind.
Commoners find themselves overcome
with love for Zeech and stand crying out
their praises to their ruler. Some are so
overcome with false joy that they throw
themselves off bridges or tall buildings.
Others channel their desperation into
more productive (but more dangerous)
pursuits. Some of these souls risk the
wrath of the town guard and the secret
police by forming groups of puppeteers
or players who act out satirical scenarios
on street corners that depict the ruler of
an evil empire being eaten alive by his own
followers. Others run an underground
movement called the Sinchasers, a group
of organized radicals who produce a flyer
called the Sinchaser Report on an irregular
basis that reports the true atrocities of
Prince Zeech. The Watchers and Blessed
Angels do their best to gather and destroy
the Sinchaser Reports as they surface, but
they have never been able to capture all
the copies. With each edition, more and
more of Alhaster’s commonfolk become
secret collectors and converts. The Sin-
chasers are in fact the brainchild of a bard
named Miomay, and the flyers themselves
are produced in secret chambers below
her playhouse (see area 12).

Decades of war and toil have made
the locals into a very capable group of
smugglers, liars, and bluffers. Most of
the citizens have Skill Focus (Bluff), a
talent that serves one well in a town
where the truth is rarely seen. The
greatest example of this is the public
love for Prince Zeech. Compliments to
his greatness are common, often used
as interjections in conversations. This
false pride in their decadent leader is
primarily a result of the omnipresent
threat of the Blessed Angels (Alhaster’s
secret police, see area 31), who are effi-
cient at capturing, tormenting, and

publicly executing rabble-rousers and
traitors. The proud locals are different
in private. Helpful locals tell stories of
the slave camps known as the Glories, or
of the madness of Prince Zeech and his
pointless obsession with the Great Proj-
ect (which has already cost hundreds of
lives). It shouldn't take long for the PCs
to realize that the majority of Alhast-
er’s populace is comprised of diligent,
proud, and hard-working souls who
have been forced into their current state
by fear and oppression. Open rebellion
is not in the cards just yet (although the
locals are proud, they are not armed or
particularly brave), but they do help PCs
whom they interpret as possible heroes.
The adventure “The Prince of Redhand”
outlines how the PCs can gain “Author-
ity Points” for their actions in the town.
The more Authority Points they gain,
the greater their presence in Alhaster
can become.

Jqﬁlil'/f-'fl;ﬂl'
Alhaster is a town known to harbor
pirates, bandits, thieves, and worse, yet
the town itself is remarkably free of bla-
tant crime. The low crime rate is one of
the primary benefits that draw so many
people to the town, since beyond its
walls the rule is survival of the fittest. Of
course, this is not to say that Alhaster is
wholly without crime—far from it. The
criminal element of the town is evident
everywhere, with the open selling of
slaves, dangerous drugs and magic, and
smuggled goods. Yet since these pursuits
are regulated and accepted, they can be
pursued without the violence that they
are associated with in more intolerant
regions. Violent crimes still happen in
Alhaster (usually at the expense of the
poor), but they are quickly hushed up if
word of such an event surfaces. It may
come as a shock that there isn't a large,
organized thieves' guild in Alhaster—
such guilds have appeared in the past,
but Zeech’s agents have grown fairly good
at stopping them from growing too large
and powerful. In a way, most of the city
itself is a massive thieves' guild, with
Prince Zeech as guildmaster.

Visitors to Low Alhaster tend toward
the rough, crude, and brutal, and they
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spawn most of the town's violent crimes.
Fortunately for the town's citizens, these
crimes are curtailed by the presence of
the Watchers (mercenaries who serve
as Alhaster’s town guard, see area 30)
and the lurking menace of the Blessed
Angels. Of course, these two agencies
are used just as often by the prince as
tools to bully the populace of Alhaster
into complacency. Often, the threat of a
visit from one of the Blessed Angels is all
it takes to convince a desperate man to
agree that the new taxes on his business
are quite reasonable after all.

Patrols of Watchers are common
sights on the town streets. These mer-
cenary guards patrol in groups of four,
and are the primary law enforcement in
the town. A patrol typically takes 2d6+6
rounds to arrive at the scene of a dis-
turbance once an alarm is raised. The
Watchers have no authority to pass judg-
ment, and are expected to haul anyone
they arrest to the dungeons under the
barracks (area 32), although those who
resist are typically beaten or even killed
in the process of resisting arrest.

Blessed Angels are less common, but
hardly a day passes without one wing-
ing through the skies above the town
on some mission. These erinyes are not
coy; they do not cloak their true forms
in magic. Yet they are also quite ordered
and well-behaved. They focus their atten-
tions solely on special cases that the
Watchers are not equipped to handle. If
the PCs cause any trouble in Alhaster, the
Blessed Angels are the ones most likely
to respond.

Retigion in Alhaster

Before the Shield Lands fell, Alhaster was
renowned for its diversity of faith. Cathe-
drals to Hieroneous, Kord, St. Cuthbert,
and Wee Jas formed the center of reli-
gion, surrounded by smaller shrines to
numerous other deities. After Alhaster’s
fall and subsequent assimilation into the
Bandit Kingdoms, things changed for the
worse. Prince Zeech fancied himself the
son of Hextor, and at his command the
cathedral of Hieroneous was desancti-
fied and transformed into a cathedral of
Hextor. He installed a puppet priest on
the pulpit, but keeps the actual power of

the church relatively low so that he need
not worry about competition in the eyes
of the Scourge of Battle. On the surface,
worship of Hextor seems to be the most
prevalent, but in fact, most of the citizens
of Alhaster pay him only lip service and
either venerate other gods in private or
have lost their faith altogether.

The other cathedrals have fallen on
hard times as well. The cathedral of
Kord is run-down and on the verge of
collapse; only the constant work of its
dwindling faithful keeps it upright. The
church of Hextor tolerates them as a
source of buffoonery, yet the hardlin-
ers hold out against the day that their
numbers will be strong enough to usurp
rule of the town. The priesthood of
Wee Jas has changed the focus of their
venerations from magic to vanity, and
earns a tidy profit catering to the needs
of the town’s nobles. The cathedral of
St. Cuthbert is now abandoned, and is
known only as the Church of Blessed
Deliverance; his worshipers are few in
town today, although one of them, a
half-mad woman named Furpotia, still
openly practices her faith out of a hovel
known as Sinner’s Sanctum (area 10).

Visitors who worship deities other
than Hextor are generally not harassed
by the Watchers, as long as they keep
their worship quiet and out of the public
eye. Those who attempt to spread their
faith in public areas are quickly arrested
and locked away in the dungeons below
the garrison. Followers of Hieroneous
are particularly despised by many of
those in power, and those who display
their faith can expect to be harassed by
patrols of Watchers at every turn. As long
as a visiting Hieroneoan resists the urge
to crusade against the town guard and
the church of Hextor, though, openly
displaying his faith is not quite a great
enough offense for arrest.

Alhastler /”ﬂ #. /(rz

Alhaster can be roughly separated mto
two key districts: High Alhaster and
Low Alhaster. Low Alhaster comprises
the bulk of the town, and includes areas
1-18. High Alhaster consists of the west-
ern third of the town and encompasses
areas 19-39. Areas 35-39, the Shanties,




and Eel Town lie outside of the town
walls, but are still considered to be part
of the town itself.

Southeast of the town sits an expan-
sive tidal flat on which rows and rows of
ramshackle houses have been built. This

region is known as the Shanties. The
roads that wind through this region
are poorly-cobbled pathways that run
along the tops of low ridges; during
high tide, the areas between these
roads (and under the buildings them-
selves, which rest on soggy wooden
pilings) become churning tide pools.
On the highest tides or during storms,
the roads themselves are often sub-
merged, and many of the lesser
buildings wash away only to
be replaced in the following
months by new hovels.
Those who dwell in
the Shanties are the
lowest of the low
in Alhaster—nei-
ther the Watch-
ers or the Blessed
Angels pay much
attention to this
forgotten slum,
making it an excel-
lent place for PCs on
the run from the law
to hide out.

A second region
outside of Alhaster’s city
walls resides to the north:
Eel Town, a small collection
of shops, fishermen'’s hovels, and
shipyards. It is here that the majority
of Alhaster’s shipbuilding occurs.

Statues of Prince Zeech typify all
parts of the town. There are hundreds
of them—Zeech shielding his eyes as he
looks heroically to the east, Zeech astride
a black charger killing a dragon with a
lance, Zeech held aloft by an army of
grateful workers—the poses are differ-
ent for each statue, and each is kept in
immaculate shape. Even the thousands
of crows that infest the city seem to
understand this and avoid the statues.

Finally, the cliffs below Alhaster are
riddled with sea caves. Some of these
caves wind up far enough to connect to
the city’s crude sewer system, forming

a handy highway for the town’s healthy
smuggling ring.

The following short descriptions
cover key locations found on the
Alhaster poster map provided with
this issue of DuncEON. Note that most
buildings do not have numbers, and
can easily stand in for any locations not
listed in this Backdrop.

7. Widetlowers

The six watchtowers that surround

Alhaster once served an important
defense against

pirates

Prince Zeech

and bandits. Since Alhaster’s fall, these
one-time enemies have become many
of the town’s inhabitants and visitors.
As a result, the watch towers have fallen
into disrepair. Their ruined interiors are
dangerously run-down, and are favorite
places for vagabonds and squatters to
take shelter.

2 ._)‘?/ﬁm/t"!’ o War lff'/

This large marketplace throngs with
activity from sunrise to well after sun-
down, as merchants, slavers, smugglers,
thieves, prostitutes, pirates, and merce-
naries gather. The market is also where
most of Alhaster’s citizens go to buy food,

I

and many of them make meager livings
as porters or shoppers for the nobles in
town. Patrols of Watchers are constantly
on the move through this waterfront
market, and it's not unknown to see
one of the Blessed Angels swoop down

to confront individuals they suspect of

fostering discontent.

Characters who visit the market
between sunrise and midnight can
find anything costing less than 3,000
gp for sale, usually at prices 10% lower
than those listed in the core books as
merchants cut their prices to compete
with nearby stalls. Certain items that are
illegal elsewhere (such as poison, drugs,

and slaves) are more readily available
here—the limit on such items is
6,000 gp. Characters seeking
something more expensive can
ask around among the dozens
of black market agents who
skulk in the marketplace—a
DC 30 Gather Information
check arranges a meeting
with someone who can
provide what the character
is looking for. Items with
a value of up to 100,000 gp
can be purchased in this
manner, although it takes
2d4 days for such items to
arrive, since they must be
imported from the Free City.
For an additional 1,000 gp, the
importer can use teleport spells
to cut the delivery time down to
2d4 hours.

3 _/"'?.'fg.;my .‘Rf)‘/ﬁ'r Tavern

The Angr.y Rifter Tavern is the establish-
ment of choice for visitors to Alhaster.
The tavern’s location near the main gate
to the city ensures that it's one of the
first places visitors stumble across, and
since most of them are thirsty by the
time they get to town, the Angry Rifter
does a brisk business. The sign out front
shows an enraged bandit rappelling
down the side of the building’s facade
with a rope. Those who enter the loud,
rambunctious tavern quickly recognize
the bartender as the same man—this
is Telgrith Vanerath (CN male human
fighter 3/rogue 3), a retired bandit who
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made enough of a fortune in the Rift
Canyon to the north to set up this tav-
ern. Telgrith’s aware of the fact that most
of the locals avoid his establishment,
but the business he does with visitors
means he doesn't really care if Alhaster
accepts him or not.

% The Curious €omlbear

The smell surrounding this large
butcher shop reveals its function far
better than the sign hanging out front
(which depicts an owlbear leaning
through a hole in a wall to look out
the other side, ignorant of the fact that
above the hole hangs a guillotine blade).
The thing that sets the Curious Owlbear
apart from other butchers is the fact that
its proprietor, an obese and disturbingly
cheerful halfling named Chosk Under-
pate (LE male halfling expert 6), spe-
cializes in exotic meats. His offerings
constantly change—one day he might
have bulette steaks for sale, and the next
he might be offering naga sausage or
minotaur ribs. The locals still tell tales
of the zombie banquet he orchestrated
for Prince Zeech—a banquet in which
three zombie centaurs served meat cut
from their own delicately-seasoned
bodies. Chosk takes requests for exotic
meat, but usually requires several weeks
to fill orders. A sign near his counter
announces that he is constantly seek-
ing new meat to purchase. Local adven-
turers occasionally provide him with
cuts of meat butchered from monsters
they've slain. Chosk only buys fresh
meat (most adventurers use gentle repose
spells to preserve their wares), and his
prices vary wildly. For most common
monsters, he pays only 50 gp, but for
truly exotic creatures he's been known
to pay 500 gp or more for a sample.
Rumors that Chosk is a cannibal are
rife in town. Chosk denies these rumors
loudly, pointing out proudly that he's
never tasted halfling flesh.

.{. 47]-1‘-‘”! .'I' ff‘fr}f .(7}#&&1'

Alhaster has few general goods stores,
as most of the wares one might buy
at such an establishment can typi-
cally be purchased in the Marketplace.
This store, owned by Ilsan Grekalan

(N male human expert 4) is the excep-
tion. llsan opened this store jo years
ago, before Alhaster joined the Bandit
Kingdoms. The combination of his
political ambivalence and the need for
an established store in the early days of
Zeech's rule resulted in this building
being one of the few that was spared
during the razing of Alhaster in those
violent days.

O. Red Blades SMerchant
Conserfium

The Red Blades were founded 18 years
ago by a group of mercenaries who had
grown tired of the danger and discom-
fort of the mercenary lifestyle. Originally
intended to serve as a place for Alhaster's
merchants to meet on common ground,
the Consortium succumbed early to graft
and corruption. Now, its members are
made up of those who can either afford
to pay the outrageous entrance fees or
are already allied with current members.
Those kept from joining find it difficult,
if not impossible, to make a living in
Alhaster as a merchant.

Recently, control of the Red Blades has
been dominated by an elderly woman
named Mahuudril. No one seems to
know where she came from (she's cer-
tainly not a local), but her fabulous
wealth combined with the fact that she
seems to have blackmail material for half
of Alhaster made her rise to power in
the Consortium a swift and decisive pro-
cess. She treats the Consortium and its
resources as her personal funds, and as
the other members come to realize that
they've been regulated to little more than
glorified house-servants, discontent has
begun to spread.

In fact, Mahuudril (CE female avola-
kia sorcerer 14) is a wormlike monster
known as an avolakia. Her kin dwell in
the Wormcrawl Fissure, where they wor-
ship Kyuss and prepare for the Age of
Worms—Mahuudril serves as a secret
“ambassador” for the avolakia in Alhaster,
and is one of the few denizens of the town
that knows the truth about Lashonna'’s
goals. Mahuudril plays a small role in
“Prince of Redhand,” but the PCs won't
directly confront her until part eleven:
“Into the Wormcrawl Fissure.”

7. Alhasler ’;‘//;me Concern
Once the center of import and export
activity in Alhaster, this building’s name
remains only at the idle, ironic whim of
its new occupants. The Alhaster Ship-
ping Concern is now a rough, rowdy, and
dangerous tavern frequented by pirates,
bandits, and other traveling thugs. The
building is run by one of the regional
pirate captains, nominated by popular
vote. Once nominated, a captain serves
as the proprietor (and is responsible for
keeping the place well-stocked with booze
and prostitutes) for a year before a new
captain is chosen. The current proprietor
is a grizzled hobgoblin with a missing
nose and perpetually rotten teeth—this
is the notorious pirate Mudmouth (NE
male hobgoblin fighter 5/rogue s).

The clientele of the Alhaster Shipping
Concern is closely knit, and they don't
take well to visitors. Anyone who wants
to drink or carouse here must make a
DC 30 Intimidate check to impress the
locals, otherwise Mudmouth secretly
laces their drinks with oil of taggit (Fort
DC 15, o/unconsciousness). Anyone who
is knocked out by the drink is robbed
blind and thrown into the harbor.

&. Tipsy Ngmph Brewery

This is the only tavern in Alhaster that
doesn't rely on imported or stolen alco-
hol. It was founded a few years ago by
an enterprising bandit named Kragen
Vachus (LE male human fighter 6/expert
3). Kragen has perfected a method of
distilling a quite flavorful ale from the
spores of several mushrooms he grows
in the basement of the brewery. The
ale itself is deep purple and has a rich,
earthy taste. Kragen keeps the source of
his recipe secret, not only because he
fears competition but because he stole
the original recipe from a drow outpost
back in his adventuring youth, and he'd
rather not worry about dark elves com-
ing after him.

9. Crafiers "Guildtball”

Unlike many towns where the various
guilds each operate a separate guild-
hall, Alhaster sports a single large
structure that serves as a shared guild-
hall for numerous small but necessary




guilds. Bakers, smiths, cobblers, scriv-
eners, carpenters, and more crowd into
this rickety building, where they con-
stantly bicker and fight over space and
accommodations. None of them have

the political clout or physical presence
to gain an edge over their fellows or
the bandits who run the town, so for
now, the sorry state of Alhaster’s craft-
ers seems destined to persist.

7O. Wimer s Yanchim

This crumbling hovel looks no dif-
ferent than any of the other rotting
homes of Alhaster’s truly desperate and
poor. On the inside, the place’s nature
is obvious—it is a sickhouse for the
poor. Numerous rickety beds and cots
line the walls of the building’s single
room, and a bed and desk in one cor-
ner are used by the sickhouse’s tender,
an aged and half-mad woman named
Furpotia (LN female human expert
2). The majority of Alhaster believes
Sinner’s Sanctum to be a leper house,
and they avoid the place and the sur-
rounding streets.

This reputation also serves the
agenda of the Ebon Triad, which main-
tains a secret shrine to the Overgod in
a small complex below the Sanctum.
Furpotia doesn't know about this hid-
den shrine, and assumes the noises she
used to hear coming up from below
were manifestations of her madness.
Sinner's Sanctum and the Ebon Triad
shrine below are detailed further in
“The Prince of Redhand.”

79. Laughing Daen Javern

This tavern is little more than a shed
with a low bar rigged against one wall.
Damsk (LN male human fighter 2/
expert 3) is a fat, bald-headed man of
considerable size who quietly hums old
songs to himself as he tends his bar.
Up until a year ago, Damsk was one
of Alhaster’s most gifted executioners.
Many locals believe that when he retired
to buy this old building and convert it
into a tavern, he did so because he had
lost his nerve for executions. In truth,
Damsk discovered that several of the
prisoners he was executing at Zeech's
command were innocent, and rather

than face execution himself by openly
opposing Zeech, he quietly resigned
from his post.

The Laughing Dawn Tavern (named
after Damsk’s now-deceased wife) may
not be much to look at, but it’s always
well stocked. Its proximity to Miomay'’s
Playhouse ensures that it always receives
plenty of business after a show. It is per-
haps the favorite tavern for the majority
of Alhaster's commonfolk.

12. Miomay s Playhonse

Owned and operated by a beautiful
woman named Miomay (CN female
half-elf bard 7), this playhouse represents
one of the few places the commonfolk of
Alhaster can go for public spectacle and
entertainment (the other similar outlet
is the Alhaster Arena). Rebuilt from an
even-more grandiose opera house that
burned to the ground during Alhaster's
succession from the Shield Lands 20
years ago, this playhouse isn't quite as
grand and impressive. It has, however,
managed to find equilibrium between
common vulgarity and high-class
sophistication. The plays performed
here allow the common folk to feel as if
they are nobles, while at the same time
give the nobility a chance to experience
the seedier side of life. Of course, seat-
ing for the two elements remains seg-
regated, with the cheap seats (costing 1
cp per performance) being little more
than rocks arrayed on the open dirt floor,
and the balcony seats (costing 10 gp per
performance) are shaded from the sun
and filled with comfortable chairs and
feature delicious refreshments.

The playhouse serves two additional
functions that are somewhat hidden
from most casual visitors. First, most
of the actors and actresses Miomay
employs staff a semi-secret, invitation-
only brothel. Miomay and her employ-
ees use the contacts they make amongst
Alhaster’s nobility primarily to pad their
incomes, but also to glean inspiration for
future plays.

The second purpose is even more
obscure. Only Miomay and her five
senior employees know that a semi-
regular anti-establishment newsletter
called the Sinchaser Report is produced in

a series of secret rooms below the Play-
house basement.

13. The Chyre s Hideoun!

There are several inns scattered
throughout Alhaster—the Ogre's
Hideout is a typical example. Like the
other inns, the Ogre’s Hideout caters
mostly to visiting bandits, pirates, and
adventurers; the place has a rough and
dangerous feel to it and sports a well-
stocked but largely unimaginative tap-
room and bar on the first floor. The
Ogre's Hideout is noteworthy as it is
the favored inn for several hobgoblin
mercenaries currently visiting Alhaster.
These hobgoblins plan to take part
in the coming festivities to celebrate
Zeech's 20th year of rule. The leader of
this band (detailed in “The Prince of
Redhand”) rented out all of the rooms
on the topmost floor, and his all-night
antics have been keeping the other
patrons up at night. The innkeeper, a
jumpy man named Frill Beskered (LN
male human expert 3), is too cowardly
to do anything about it.

I Gallows

Law in Alhaster is tough, and trials are
short, brutal, and corrupt. Those with
money or social contacts can generally
escape punishment even if they're caught
with blood on their hands, but the best
others can hope for is a clean death on
Alhaster’s public gallows. Despite their
name, this array of open-air platforms
caters to more methods of execution than
hanging. A headsman’s block, numerous
pillories and stocks, and an array of cru-
cifixion crosses loom malignantly at the
edge of the marketplace in addition to a
large gallows. The method of execution
depends as much on the nature of the
crime as it does on Zeech's whim, but
when they occur, they are always well-
attended public spectacles.

75. Guly s Fvctires

Resem Gulg (NE male human rogue 4)
is an aging, partially blind man who has
lived in Alhaster all his life. He found
the change of rulership twenty years
ago to be much to his liking, as now
he can sell his beloved poisons without
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fear of punishment (as long as he keeps
up on his monthly payments to Zeech).
His shop is a mass of colorful jars,
mounds of carefully mixed spices and
herbs, mummified animal corpses, and
alchemical apparatus. All of the poisons
listed in the DUNGEON MASTER's Guide
can be purchased here (including those
in excess of 3,000 gp per dose)}—Gulg
typically has 2dio doses of a particular
poison for sale at any one time. If he
finds a particular customer to be par-
ticularly offensive or annoying, Gulg is
not above selling his poisons in defec-
tive vials that double the chance of acci-
dental poisoning during use.

16. The '?ﬁdfféyu/‘

This rowdy tavern, owned and operated
by an ex-gladiator named Raktus (LE
male hobgoblin fighter 6), is a favorite
of mercenaries and ex-soldiers who have
turned to the Alhaster Arena as a source
of income. The tavern is always full of
loud and thirsty customers after a fight
in the arena.

17. Alhaster Arema

The design of the Alhaster Arena may
bring to mind the Free City Arena, yet
this battleground is smaller in size and
scale. The director of the arena is one
of Zeech’s own ex-commanders, a one-
eyed orc named Mandubulis (NE male
orc barbarian 4/ranger 3ffighter 4) Zeech
recruited from the Reyhu tribes of the
north. While Mandubulis has little apti-
tude for social grace, he certainly knows
how to set up exciting fights in the arena,
and the weekly bouts always draw crowds
in excess of a thousand souls, filling the
arena to capacity. Characters who fall vic-
tim to Alhaster’s laws may well find them-
selves fighting for their freedom here.

78.. %ﬂ ¥ "("ft;/tiﬁﬁm‘

Mercenary companies are common
in Alhaster. A mercenary band typi-
cally consists of up to a dozen grizzled
ex-soldiers or bandits who follow the
lead of a veteran. Few have headquar-
ters, and when they are not in the
field they spend their time scattered
among various inns and brothels in
town. One of the few exceptions is

ooceon FeerusRvao0s

this squat, ugly wooden building. Hoff
(NE male dwarf fighter 11) is a foul-
mannered and slightly insane retired
bandit who has managed to gather
together no fewer than 14 different
mercenary bands. Leaders of these
bands are allowed to stay in this ba:
racks, and anyone who wishes to hire
a band can do so by speaking to Hoff's
assistant in the front room, a horribly
scarred gnome named Scabface (LE
male gnome rogue 2). Hoff has made a
sizable amount of money off his busi-
ness, and given a few more years could
even achieve his goal of being indoc-
trinated into Alhaster's nobility.

19. Free Lords” Embassy

The Bandit Kingdoms are loosely run
by a council of men and women known
as the Combination of Free Lords.
In Alhaster, Prince Zeech is the only
member of this council, although this
building is set aside as a place for visit-
ing Free Lords to bunk, meet, or relax.
At this time, the only resident of the
Embassy is Miszen Mitchwillow (NE
female halfling sorcerer 15), a woman
who has a small role to play in “The
Prince of Redhand.”

20. Jomands's Wenders

This stone building is built almost like a
bunker. It has no windows, a single iron
door, and a small guardpost atop it that
is always manned by a bribed Watcher
or two. The building’s cramped inte-
rior is a cluttered and poorly lit curio
shop that also serves as Alhaster’s most
well-stocked magic shop. The pro-
prietor is a perpetually angry woman
named Iomandi (LE female human
wizard 11/expert 2) who retired from
the adventuring life when she real-
ized it was safer to buy and sell magic
items and jewelry. Her store is heavily
warded against theft, to the point that
most of Alhaster’s thieves have come
to view the place as not worth the risk.
Much of lomandi's wares have been
reworked by her own considerable skill
to be more fashionable or gaudy. Magic
items worth as much as 6,000 gp can be
purchased here, but the prices are 10%
higher than normal.

27. The Detuxury
This impressive stone and wood build-
ing is the most prestigious inn, gambling
house, and brothel in all of Alhaster, and
is said to be one of the few establishments
that Prince Zeech himself visits. The staff
of the Deluxury includes exotic per-
formers from as far south as the Scarlet
Brotherhood and as far west as Ket. The
place is enforced by a band of mute but
constantly looming hobgoblin eunuchs
(male hobgoblin fighter 6), staffed by a
number of attractive men and women
(human and half-elf expert 4) and owned
and administrated by a jolly-looking man
named Armhin Loratio (NE male human
rogue 4fsorcerer 6/arcane trickster 2) who
always seems to have the best intentions
of his paying customers at heart. Those
who know him well know the truth—he's
a greedy sadist who treats his customers
well only as long as they have money.
Armhin has owned and operated the
Deluxury for as long as Zeech has been
in power. In fact, it was a generous grant
from Zeech (who wanted a “home away
from home") that got the place up and
running. Armhin’s goal with the Deluxury
was to create a “heaven on earth” where
the rich could come and gamble, drink,
eat, and enjoy more carnal pursuits in
an environment that asked no ques-
tions and told no tales. A typical meal
in the Deluxury runs at 50 gp; a night's
stay (meal and companionship included)
can cost anywhere between 100 gp and
1,000 gp. The establishment offers places
to gamble, bathe, receive massages, and
otherwise escape the town of Alhaster for
as long as the coin purse can bear.
Characters who remember the Empo-
rium from Diamond Lake will see many
parallels between the two businesses,
although the Deluxury is, all around, a
much higher-class establishment. The
place also holds two recent arrivals in
Alhaster—refugees from the recent
dragon attack on Diamond Lake. These
are Professor Montague Marat (N male
human aristocrat g) and Shag Solomon
(N male quaggoth aristocrat 6). Other
important guests include a mercenary
captain named Vulras (CG male human
ranger gfrogue 7) and visiting gnome
noble Toris (NG male gnome aristocrat



11). All four of these NPCs are detailed
more fully in “Prince of Redhand.”

29, Chirch of Kard

Once one of the proudest cathedrals in
Alhaster, the church of Kord has fallen
on hard times, Its few remaining priests
have had their pride squashed by two
decades of living under Zeech's rule, and
spend most of their time repairing their
own church, which is slowly falling into
ruin. The high priest is an aging warrior
named Lanthis Chax (CG male human
cleric 6/fighter 2), whose only hope is
to live long enough to see Zeech over-
thrown. There are only four 2nd-level
clerics under Lanthis, and if they realize
that the PCs may be potential allies (by
having their initial attitude of indiffer-
ent shifted to helpful), they throw cau-
tion to the wind and offer their church
as a place for the PCs to stay, covering up
their presence if necessary. The priests
won't charge for spells cast in this case.

23. Church of Blessed
Deliverance

Whereas the church of Kord is in bad
shape, the church of St. Cuthbert in
Alhaster is dead. Partially burned during
the town's secession 20 years ago, Zeech
decreed that the half-standing ruin be
left alone as a testament to his victory.
Today, the church is a blackened hulk,
a monument to loss and ruin. Melted
stained glass depictions of angels, spared
from vandalism only by Zeech’s decree,
appear to writhe in the black kiss of fire
in those few walls that still stand.

The only visitors to this place now are
the few secret worshipers of St. Cuthbert
who still dwell in town. They sometimes
come to the place to offer up hidden,
desperate prayers. The one remaining
living Cuthbertine from the days before
Zeech is Furpotia (area 10), but a second
member of the order still “exists” as well,
the lunatic gravetouched ghoul Rhorsk
(CE male gravetouched ghoul cleric 7),
once a worshiper of St. Cuthbert but
now a devotee of his own unholy hun-
ger. Rhorsk dwells in the partially col-
lapsed cellar below, and his simperings
and scratchings have singlehandedly
given rise to rumors that the church is

haunted. Rhorsk plays a key part in “The
Prince of Redhand.”

24. Calfedral of Hextor

The largest church in Alhaster is the Cathe-
dral of Hextor. This towering structure was
originally a cathedral dedicated to Hiero-
neous, but now it serves as the official reli-
gious focus of the city. Tended by a spine-
less sycophant named Vierias Spatlepate
(LE male human cleric 7) and a legion of
1st- and 2nd-level clerics, Prince Zeech
has seen to it that the church itself'is little
more than a shell of what it could become.
Zeech sees himself as the chosen tool of
Hextor in Alhaster, and brooks no com-
petition in this venue. The church itselfis
open to the public, and Zeech has decreed
that even obvious worshipers of good dei-
ties (including worshipers of Hieroneous)
are to be admitted within as a show of his
power and conviction of his absolute mas-
tery over the rule of the town. Vierias has
had all of his opposition to these nearly
heretical beliefs beaten from him, and his
simpering haste to please all who visit the
cathedral should surprise visitors who
have come to view the faithful of Hextor
as strong-willed. Small groups of devout
followers of Hextor have tried in the past
to overthrow Zeech and remove this mock-
ery of their faith, but to date, none of them
have even come close to success. These
failures have, ironically, further validated
Zeech's presence and actions in the eyes of
many other worshipers of Hextor.

25. Tpe Yeurlel Ypire

This majestic temple dedicated to Wee
Jas has changed the least of the Alhaster
churches under Zeech’s rule. The place
continues to oversee the caretaking
duties of the Alhaster Boneyard (area 29),
and its priests, for the most part, have
been left free to continue their worship
as they see fit as long as they don't dis-
rupt Zeech’s rule. The clergy has actually
managed to turn the situation to their
advantage, and their priests have spe-
cialized in the area of vanity and beauty
keeping, Their services are for sale to the
rich of Alhaster, and most of the town's
nobles visit the Spire weekly for regular
beauty treatments or to have new out-
fits and accessories made and fitted. The

B

high priest of the spire is Almerah Kosen
(LE female human aristocrat 3/cleric 10),
a shrill, aging woman who is impossible
to please and at once both hated and
admired by her dozens of acolytes.

26. Qymy: Maner

Of Alhaster’s nobles, Mariss Quemp (CN
male half-orc barbarian 4/fighter 8) is
perhaps the most unusual. A “reformed”
barbarian who played a key role in the
secession of Alhaster, Zeech awarded
Quemp his own manor in the most pres-
tigious reach of the city. Mariss Quemp
has found that city life agrees with him
quite well, and has delegated command
of his barbaric mercenaries to a hand-
ful of brutal underlings who patrol the
lands east of the city. Quemp Manor is
the smallest of the three major estates,
but Quemp makes do with his holdings
and has transformed the palace into a
celebration of violence. Statues of griz-
zled warriors, paintings of battlefields,
and servants dressed as barbarians set
the tone for this place, which features its
own miniature arena in the center of the
structure where Quemp arranges private
battles for his amusement.

27 Kitraven SManor

Lord Malaven Kilraven (LN male human
aristocrat s/fighter 8) is the captain of
the West Border Watch, an honorable
man who has served Prince Zeech for
the past 19 years after his father died
of the Red Death. Kilraven's opinion of
Zeech has soured over the years; he has
come to think of the man as little more
than a petty tyrant more interested in
his own decadence than the good of
the province, but as long as Zeech is in
power, Kilraven intends to remain loyal
to him and do what he can to better the
living conditions of the citizens by tem-
pering his lord’s whimsy with advice. It's
a loosing battle, unfortunately, and Kil-
raven has begun to despair that Alhaster
will collapse under Zeech’s rule before
it can be saved.

28. Mistiat! Manor

The largest estate (not counting Zeech's
palace itself) in Alhaster is the myste-
rious and imposing Mistwall Manor.
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This magnificent estate survived the
fall of Alhaster partially due to luck, but
mostly due to the intervention of an
enigmatic and beautiful woman named
Lashonna. In truth a very old vampiric
silver dragon, Lashonna has been a key
architect in the current condition of the
town of Alhaster, and her advice to Zeech
(who values her as a trusted friend and
adviser, but to his undying frustration
never anything more than that)is the pri-
mary cause of the city’s current troubles.
Lashonna is in fact one of Kyuss' great-
est minions, second only to Dragotha,
and she has worked for the last 20 years
to ensure that everything in Alhaster is
ready to usher in the Wormgod’s return.
Lashonna is one of the primary villains
in the last four installments of the Age of
Worms Adventure Path.

29. Sltpaster Beneyard

The disposal of Alhaster’s dead is the sole
province and responsibility of the clerics
of the Scarlet Spire. The church recruits
the citizens of Alhaster itself to help in
this regard, and pays a cadaver fee of 5 sp
{a fee high enough to make the trip worth
it for most of the town's citizens but not
quite high enough to encourage murder)
to anyone who brings a body to the Spire
for disposal. Most of these bodies are
cremated, but those who are survived by
family or friends rich enough to afford a
plot in the boneyard are buried here in
sanctified grounds that the acolytes patrol
regularly. Rumors that the boneyard is
haunted persist, but in fact the place is,
ironically, one of the safest in the city due
to the diligence of these clerical patrols.

30. Wteter's Componnd

This fortified complex serves as a train-
ing facility for Alhaster’s city guards: the
Watchers, composed primarily of humans
and hobgoblins. The training procedure
to become a Watcher is as intense as it
is violent—fully 30% of those who enter
these gates for the year-long program die
at some point. Those who survive emerge
as 6th-level fighters and can look forward
to a life of accepting bribe money and
bullying the weak, a reward that, for most
hobgoblins and mercenaries, is well worth
the risks of training. As long as training

for a new group of Watchers is in session
(as it is right now), the compound remains
closed and all contact with Alhaster is cut
off, save for the directors and drill ser-
geants. The current compound director is
a soft-spoken hobgoblin named Jegreshis
(LE male hobgoblin fighter 12), a quiet
killer who speaks to new recruits only if
he intends to kill thern himself.

37. Apgel s Aerie

Perched atop a jagged cliffside overlook-
ing the entrance to Alhaster Harbor is this
grim, gothic, many-towered structure of
dark stone. This is the headquarters for
the true police force in Alhaster—the
Blessed Angels. Also known as the Black
Nuns of Hextor (or even the Brides of
Hextor), these twelve erinyes serve many
roles in the policing of Alhaster. Where
the Watchers themselves handle the
day-to-day law enforcement, the Blessed
Angels handle the high-profile crimes,
mediate important matters between pow-
erful visitors, or serve Zeech himself as
personal guards or assassins. Their goals
and purposes are usually secret, known
only to themselves and Zeech, and there
are rumors that even Zeech himself isn't
privy to all of their plans.

The erinyes are open about their
appearance, and are frequently seen
around town or soaring in the skies above.
Their constant presence does more for
keeping the law than perhaps anything
else. The locals are absolutely petrified of
them. Rumors abound of families who
have dared to insult the prince unmasked
by Angels in the guise of loved ones, or
couples whispering to each other only to
be overheard and unmasked by invisible
angels. The locals have a saying: “speak
falsely, my friend.” In other words, “listen
to the opposite of that you hear,” since
friends often use this method to com-
municate freely. To most of Alhaster’s
citizens, the Blessed Angels are viewed as
saviors—they keep watch on the town and
prevent outside influences from pervert-
ing the true path of the prince. What isn't
known is how Zeech managed to secure
the loyalty of the dangerous devils, exactly
how many Blessed Angels dwell in the
Aerie, or what serves as their immediate
commander. One pervasive rumor holds

that it is the Blessed Angels who actually
run Alhaster, and that Zeech, the nobility,
and the Watchers are all nothing more
than charmed pawns.

‘The truth is actually quite simple. Zeech
knew soon after he became the ruler of
Alhaster that he needed a potent and
mysterious force to not only handle the
real problems in the town, but to keep
the dissidents and criminal element too
scared to try anything really disruptive. It
was Lashona who recommended using
erinyes, and in truth, it is to her that the
Blessed Angels owe their allegiance. For
now, however, they are content to follow
Zeech's orders.

The PCs are likely to run afoul of
some of the Blessed Angels if they are
involved in crimes in Alhaster or are
suspected of attempting to undermine
Prince Zeech's authority. The Blessed
Angels are not foolish; they do not con-
front their targets alone. Rather, they
watch from afar, learning of weaknesses
and habits they can exploit. When they
move to strike, the angels do so in a
group of four—this is an EL 16 encoun-
ter, but if the Blessed Angels have a
chance to tailor their tactics against the
PCs, it can be particularly devastating.
BLESSED ANGEL CR12
Female erinyes mortal hunter 4
LE Medium outsider (baatezu, evil,

extraplanar, lawful)

Monster Manual 54, Complete Divine 50

Init +6; Senses darkvision 60 ft., see in
darkness, true seeing; Listen +17, Spot +17

Languages Common, Celestial, Draconic,

Infernal; telepathy 100 ft.

AC 28, touch 16, flat-footed 22; Dodge,

Mobility
hp 153 (13 HD); DR 5/good
Immune fire, poison
Resist acid 10, cold 10; SR 20
Fort +19, Ref +15, Will +12
Spd 30 ft., fly 50 ft. (good)

Melee mwk longsword +20/+15/+10

(1d8+6/19-20)

Ranged +1 distance light crossbow
+20/+15/+10 (1d8+1/17-20)

Base Atk +13; Grp +19

Atk Options mortal hunting +2, smite
mortals 1/day (+3 to melee attack, +8
damage)




[ Mortalbane
The creature can make a spell-like
ability particularly deadly to mortals.
Benefit: A mortalbane ability is a
damaging spell-like ability that deals
2d6 points of additional damage when
used against living nonoutsiders, but
only half damage against outsiders,
undead, and constructs. Mortalbane
can be applied to each of a creature’s

though the feat does not allow the

limit for any ability.
This feat originally appeared in the

spell-like abilities five times per day, \

creature to exceed its normal usage T

Book of Vile Darkness.

Special Atk entangle, summon baatezu
Combat Gear potions of cure serious wounds (2)
Mortal Hunter Spells Known (CL 4th):
2nd (3/day}—detect thoughts (DC 19), evil
eye® (DC 19), hold person (DC 19), magic
circle against good, see invisibility, web
(DC 19), and wither limb* (DC 19)
15t (3/day)—cause fear (DC 18), charm
person (DC 18), detect good, heartache*
(DC 18), protection from good, sleep (DC
18), unnerving gaze*(DC 18)
Spell-Like Abilities (CL 12th):
At will—greater teleport (self plus 50
pounds of objects only), charm monster
(DC 21), minor image (DC 19), unholy
blight (DC 21)
Abilities Str 22, Dex 23, Con 24, Int 14, Wis
16, Cha 25
SQ boost spell-like ability, detect mortals,

mortal skin

Feats Alertness, Dodge, Improved Critical
(light crossbow), Mobility, Mortalbane,
Rapid Reload, Track

Skills Bluff +19, Concentration +17,
Diplomacy +13, Gather Information +9,
Hide +18, Intimidate +15, Knowledge
(local) +14, Knowledge (nobility and
royalty) +14, Listen +17, Move Silently
+18, Search +14, Sense Motive +15, Spot
+17, Survival +15

Possessions combat gear, +2 leather armor,
+1 distance light crossbow, masterwork

longsword, cloak of resistance +2, elixirs of

truth (2)
Boost Spell-Like Ability (Ex) The Blessed

Angel can boost the save DC of her spell-

like abilities, increasing the save DC by

+2. She may do so up to three times a day

per spell-like ability.

Detect Mortals (Su) This ability duplicates
the effect of detect undead cast
by a 15th-level caster, except that
mortals are detected. "Mortals” are
any creature that aren’t elementals,
outsiders, undead, constructs, or fey.

Mortal Hunting (Ex) The Blessed Angel
gains a +2 bonus on attack and damage
rolls against mortals. She gains the same
bonus on Bluff, Listen, Sense Motive,
Spot, and Survival checks when using
these skills against mortals, The damage
bonus only applies to ranged weapons
against targets within 30 feet, and does
not apply at all to creatures that are
immune to critical hits.

Mortal Skin (Su) By magically grafting bits
of mortal flesh to her body, the Blessed
a’mgel can transform (as ’?Ufjrnurl{:h'_ into

any humanoid mortal form, once per

day. If the flesh used is from the exact
individual being imitated, the duration is
permanent. If the flesh is from a being of
the same type, the duration is 1 hour. In
either case, the Blessed Angel can dismiss
the ability as a standard action.

*These spells are from the Book of Vile
Darkness; if you don't have access to
this book, replace heartache with doom,
unnerving gaze with bane, evil eye with
blindness/deafness, and wither limb with
death knell,

32. Alhaster Barracks

The Watchers of Alhaster bunk in these
one-story buildings, and use the large
courtyard to train and as a staging ground
for trials. The southernmost wing of the
barracks includes nicer accommoda-

tions for barristers and judges (all of
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whom are in Zeech's pocket). Alhaster
punishes its criminals in one of four
ways—exile, execution, fining, and
imprisonment. The dungeons below
these barracks are filled with hundreds
of those who have been sentenced to
imprisonment, many of whom have
been forgotten to the outside world.
Some of them have been imprisoned
since Zeech withdrew Redhand from
the Shield Lands 20 years ago; it's cer-
tainly possible that some of the previ-
ous rulers of this once-proud city lan-
guish still in these dungeons.

1 5 ] — L
33. Zeech v Hilace
The red stone wall that surrounds Zeech's

Palace supports dozens of statues—all of

which are of Zeech. The grounds feature
many gardens set with beautiful orchids,
monkey-puzzle trees and small water-
falls and ponds. Each garden has a fanci-
ful title (such as the Vertiginous Terrace),
and Zeech often incorporates them into
his wild and decadent galas.

The Palace itself is a fanciful hodge-
podge of various styles, but it has a
central core that houses the Great Ban-

DUNGEON FEBRUARY 2006

queting Hall as well as Zeech's private
menagerie and quarters. In all, there
are some two hundred and fifty rooms
within the palace. Zeech constantly
orders the construction of new wings
and additions in an attempt to capture
the coliseums of bronze and glass visible
in his dreams, and many of these areas
are obviously unfinished.

Zeech is attended at all times by

personal guards—four invisible Blessed
Angels who wear rings of invisibility (who
are themselves not part of the contin-

gent in area 31) who are usually within

jo feet of him. Approximately fifty pal-
ace guards (all 1st-level human warriors)
led by a dozen sth-level human fighter
sergeants man the palace, all armed
with crossbows and shortswords. If
the palace is attacked or Zeech comes
into peril, one of the erinyes imme-
diately teleports to the Aerie to alert
the other Blessed Angels, who in turn
quickly teleport into the palace to aid
the prince. Up until recently, the palace
staff consisted of human commoners,
but when a ship full of freaks secking

a new home after their old one was

destroyed by a dragon arrived in town,
Zeech was immediately taken by their
bizarre forms and fired his staff, hiring

the freaks as replacements. Zeech, i
all his misguided ego, feels that by sur-
rounding himself with deformity, he
more perfectly approximates the true
beauty of the human form.

Aside from Zeech (and whoever his
current lover may be), the only regular
inhabitant of the palace is his daughter,a
reclusive half-fiend named Hemriss who
has a minor to play in “The Prince of
Redhand” and a more important role in

“Dawn of a New Age.”

} 7 I3 . P
IE. She Greal Sropec!
Zeech's obsession is his “Great Project,”
a massive ziggurat of stone. He ordered

the destruction of several houses (includ-

ing several noble manors) south of his
palace, forcing those who lived within
to relocate elsewhere (all of the evicted
nobles abandoned Alhaster in protest
and settled in other provinces in the

Bandit Ki

wedoms).

Now, the area is a i!ll;_{t' collection of

hovels arrayed around the Great Proj-




ect, homes for the craftsmen and slaves
Zeech uses to build the ridiculous
structure. Deaths and terrible injuries
are common as Zeech forces the work-
ers to toil faster. He is constantly forced
to replace the workers with desperate
laborers or slaves purchased from other
bandit kingdoms. Hobgoblin Watchers
patrol the site, and one in five is accom-
panied by a worg. These bored guards
have been known to “accidentally” let
the worgs run amok in the tentyards.
The workers rise at dawn, eat a frugal
meal and then toil until darkness on the
project, which now rises to two hundred
feet (and is widely believed to be almost
finished). A narrow road rises around
the outside of the great building, con-
stantly filled with oxen that drag hefty
stones and huge timbers up the slope.
Poorly constructed cranes lift other
items up to the heights, yet the whole
site is so poorly managed that the proj-
ect is well behind schedule. Visitors are
not allowed on site, but security is so lax
that it is relatively easy to infiltrate the
area and explore.

The structure itself is constructed of
local red stone. Its walls are built on a
series of arches that support the tower-
ing walls above—the top of the structure
is clustered under bamboo scaffolding
and timber. Anyone making a DC 20
Knowledge (architecture and engineer-
ing) check can see that the tower is very
close to completion—a few months work
will see it done.

Characters who have played “The Spire
of Long Shadows" may note the similar-
ity between Zeech's project and the zig-
gurat and spire they found in Kuluth-
Mar—this is intentional. Zeech’s inspira-
tion for the project comes directly from
Lashonna, who intends to use the site,
once it’s finished, to stage Kyuss' return
and to begin the Age of Worms.

35. Alhuster, Harbormaslir

This building once served as a home
and office for the Alhaster Harbormas-
ter, but under Zeech's rule, there has
been little in the way of regulation in
the harbor. This building has fallen
into disrepair, and serves as an adjunct
for Eel River Transport. There are usu-

ally a few men lounging here, ready to
ferry visitors across the Eel River for a
2 cp fare.

36. Eet Rever Tran spord

This large building is owned and
operated by an “enterprising” hobgob-
lin named Gothtur (LE male hobgob-
lin expert s) who claimed ownership
of this building not long after Zeech
took over. He did so by murdering
the previous inhabitants and taking
over their transport service. At first,

Gothtur was taken with the novelty of

playing at living as a human, but over
the years he has found he actually has
a taste for running a transport busi-
ness. Passage up the Eel River into the
inland provinces of the Bandit King-
doms is fairly cheap, with prices rang-
ing from 2 sp up to 1 gp, depending on
the destination.

37. FAlhaster ?/ﬂf/}yrmr/

The collection of 1)1'1ildmgs north of
Alhaster once housed fishermen and
shipbuilders, and this large building
was where the majority of the ship-
building took place. During Zeech’s
rule, these buildings have fallen into
disrepair. Today, vagabonds, landlocked
pirates, and other desperate souls dwell
in these buildings.

368. Rudatar s .'";\]{yn'/

The Bandit Kingdoms have a special
talent for breeding lunatics, and Red-
hand is no exception. One of the most
bombastic and public lunatics of recent
years was the eccentric noble Radalar.
When he announced he was unhappy
with Zeech's rule and intended to build
a new city that would rival Alhaster, the
other nobles laughed at him. When he
announced his plan to found this city
(which he dubbed Radalar City) only a
few hundred feet to the east of Alhaster,
they laughed all the more. Unfortu-
nately for Radalar, he only got halfway
done with the first building of Radalar
City before he abruptly vanished one
night. Rumors about his disappear-
ance have settled on the obvious—that
he was carried off at night and slain by
the Blessed Angels at Zeech's command.

Whatever the cause, his half-completed

palace remains here on the banks of

the Eel. Its proximity to Illthane’s lair
(area 39) made it a perfect place for the
dragon to meet with visitors, which has
given rise to new rumors that a dragon
lives nearby.

39, Tratlors” Graves

After Zeech's madness took hold, he cru-
cified Alhaster’s Knights of Holy Shield-
ing on this low island in the Eel River,
so that all who traveled the river could
hear their cries of pain as they died.
Some years later, a black dragon named
Ilthane arrived in the area and carved
out a lair under this island. Lashonna
took note of the dragon's arrival, and
she manipulated events so that the
Ebon Triad contacted the dragon and
forged an alliance with her. Ilthane is
likely now dead, slain by the PCs at the
start of “A Gathering of Winds," but her
legacy lives on in the cavern below the

Traitor’s Graves. &
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e've covered a lot of
the fundamentals in
this column so far.

This month, it’s time to move on to a
more advanced topic, although truthfully
what we're going to discuss lies at the
very essence of running a game.

Part of being DM doesn't have any-
thing to do with charts, stats, battle-
mats, or careful preparation. It doesn't
even have anything to do with creativ-
ity. It’s all about manipulation. Yeah,
you read that right. Although it's rarely
discussed, almost all good DMs develop
little tricks to make the game run more
smoothly—and as the de facto “leader”
of the group sitting around the table it
behooves you to do what you need to
do to make the others happy, even if
they don't realize you're doing it. Some-
times—oftentimes, in fact—getting the

players to do what you want is best for
the game and allows everyone to have
the most fun, but the trick is doing it
without letting your players know that's
what you're doing.

Why work so hard to get them to do
what you want? Why not just give them
total freedom? Remember, you know
what’s down every path. You know which
choices are more fun, and which ideas
are bad ones before players do. You know
what things will lead them toward the
overarching plot, the next cool adven-
ture, or simply to the adventure you have
planned out. (In other words, while rail-
roading the players is bad, “railroading”
them without them feeling railroaded is
another thing entirely.)

Some of these tricks help control the

mood of the game. Some help direct
players to go in the direction you want.




Most involve manipulating people in
subtle ways around the game table, and
some involve downright lying. That's all
part of being a DM, though, whether
people realize it or not.

This is, by the way, a column that you
should make sure your players don't see.
(As my editor is one of my players, let me
Jjust say, Erik, I never use any of these in
my own game. Trust me.)

The Value of Secrecy (and Lies)

Obviously, DMing involves secrecy. The
players don't know what lies beyond the
next door, but the DM does (ideally). The
players don’t know what will happen if
Lord Feldamere gets his hands on the
many-jeweled flagon, but the DM does.
The DM knows all the secrets. Keeping
those secrets from the players is a fun-
damental part of being a DM.

Some DMs use a DM’s screen of some
kind. Now, there’s a lot to be said for not
putting a barrier between you and your
players. Things seem a bit more fluid
and open. It's easier to pretend you're
just sitting around the table telling sto-
ries, which can be a nice environment.
But you give up a lot of opportunities if
you don't use a screen.

For example, our first trick is an
oldie but a goodie, and works best with
a screen. It's the good old “pretend to
roll dice” trick. Lots of DMs do this. Roll
a die behind the screen and spend a
moment—just a moment—scrutinizing
the result as if it had meaning. Any player
paying attention will wonder what you're
rolling dice for. Are there monsters
coming up from behind? Is someone
spying on them? Is the floor not safe?
This feeling of unease reminds players
that they don't know everything that’s
going on—there’s mystery and danger
out there.

You can also have your notes or a
rulebook behind the screen, which gives
you a position of power. You can see
something they can't. This is particu-
larly handy when the players catch you
off guard and do something you weren't
expecting. You don't have to tell them
you're flat-footed. Just pretend to refer
to your notes. Flip to the next page, as if
you knew all along they'd do whatever it

is they're doing. You don't have to be an
actor (although it helps), just remember
less is more. Don't overdo it. Your play-
ers will see through that. Just a few quick
glances and a relaxed expression on your
face is all you need.

Don't let the players see you strug-
gle. A sense that you're in control gives
them confidence in the game and helps
establish verisimilitude. They're likely
to get lost in the fantasy if they don't
ever have to worry whether you're pre-
pared or not.

Keeping Everyone Happy

Watch your players carefully. Be open to
their feelings and emotions. If one player
is obviously not having fun, figure out
why. For example, a player might not feel
like they’re making significant contribu-
tions to the game. Turn things around—
sometimes right on the spot—so that
something only they can do is crucial.
If the player is playing a cleric character,
throw some undead at the party in the
very next encounter. If he’s a rogue, make
the next door locked. A little success can
goa long way.

But sometimes the problem is big-
ger than that. One character might feel
significantly underpowered compared
to another character. In such a case, put
a magic item only that PC can use in
the next batch of loot that turns things
around. Even if the item is slightly over-
powered (emphasis on slightly), that's
okay, because it might be that the char-
acter in question is, in fact, underpow-
ered because of improper feat choices
or something.

Sometimes, however, you're the
problem. A player might feel like you're
picking on him or his character unfairly,
even when you aren't. In this case, you
can use metagaming to your advantage.
You see, players often use metagame
thinking to assign your personal motives
to events that happen in the game—
they might think you're “cheating” to
keep a favorite villain alive or imposing
“unfair” restrictions on them because
they're doing something you don't like
or didn't expect. But you can circumvent
these feelings by doing some metagame
manipulation.

B
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For example, let's say a PC wizard
casts a number of protective spells on
himself; including mirror image. Then,
he immediately goes into an area with
a creature with tremorsense. When
that monster starts tearing him apart,
he might think that you're just being
mean. So try this: as the PC goes into
the room, you look at the monster’s stat
block, pondering for a moment. Then,
turn to another player, preferably one
that knows the rules pretty well, and
say quietly, “a creature with tremorsense
probably sees right through illusions,
doesn't it?” The answer is, of course it
does. The player you ask is likely to say
yes, and even the player playing the wiz-
ard will have to admit that it will. Now,
it's not you that’s being mean, it's the
rules. Them's the breaks.

Play to Each Players’ Goals
I've written this before, but it's worth
repeating here. Know your players. Know
what motivates them and what motivates
their characters (and remember that the
former is more powerful than the latter).
Use this knowledge to get the players to
do what you want. If the PCs are headed
out of the dungeon before getting to a
really cool encounter that you have pre-
pared, but one of the PCs is a paladin
who is a sucker for people in distress,
have them hear a person—maybe even a
child—scream for help.

Once you have each individual
player's weaknesses down pat, you
should then learn who the thought
leaders of the group are, and how their
specific group dynamic works. There’s
often one player who has a dominant
personality, or a couple of players who
have stronger voices regarding what to
do next, while others are more willing
to just go along for the ride, happy to
do whatever. Sometimes, the group
dynamic is even more complicated than
that, though.

For example, I have one player before
whom I have dangled many plot hooks
tailored to her and her character—and
still she almost never takes the bait. How-
ever, if someone else in the group wants
to do something, I know that I have to
provide some kind of incentive for her
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character or the group won't go off on
that adventure. In other words, she’s not
an instigator, but she does have a lot of
influence on those who are. (Even if she
doesn't realize it.)

Choose Your Words (and Actions) Carefully
There are other smaller, less obvious
ways to manipulate players as well.
Remember that the players rely entirely
on you for information about the game
world. They're constantly looking to you
for clues, whether they realize it or not.

If a player states his character is going
to take an action you don't want him to
(for whatever reason), pause just for a
second after he speaks, locking your gaze
upon his, as if you're waiting for him to
say something else, or think better of what
he just said. This might get him to do just
that, Sometimes, you can restate what the
player just said, as a confirming question.
You don't have to give it any inflection or
expression. Just restating calls the action
into question. “You go down the stairs?”
This is a far more obvious statement,
and the players will notice if you overuse
it. Sparingly, however, it can be fairly
effective in getting the player in question
to think that what he’s doing is the wrong
thing, and he'll retract it.

Advanced manipulators can take this
a step further. After you subtly con-
vince the player to rethink his action,
pretend—just for a second—that you
really don't want to let him do it. You
can even say something like, “Well, okay,
[ guess. You don't go down the stairs even
though you already said you did, but only
because I'm a nice DM.” Now the player
thinks you did him a favor!

Another trick is feigned impatience.
If the players are discussing what to do
next and you, after a moment or two,
say “well, what are you guys going to
do?” most likely they will simply take
the most straightforward course of
action, or the course that the majority
of people want to do. Assuming that’s
what you want them to do, it's a trick
that usually works.
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You can also feign disappointment. If
the players announce some action that
changes their course, such as leaving the
haunted castle, you can sigh and close
your notebook. The better you are at
developing a “too-bad-you-missed-the-
cool-thing” look, the better you'll be at
manipulating the players. However, be
warned—overdoing this one just makes
you seem petulant.

Lastly, if you're desperate, you can
even suggest actions without it seeming
like you're doing so. Here's an easy one:
“So, the bugbears are all dead. Did you
want to search the room?" Or another:
“Do you listen at the door first, like
before?” Or even: “You said something
earlier about going back to town. Are
you going to do that now?” Just try to be
as subtle about it as possible. Remember
that just the right word or phrase at the
right time can give the players the right
idea without letting them know that you
gave them the idea.

That kind of subtle use of language is
a powerful thing, “You see an old wooden
bridge spanning the chasm,” sounds a
bit worrisome to an experienced player.
“The rickety old wooden bridge draped
across the chasm has some missing
planks,” sounds downright ominous
and will alter the way the PCs approach
the encounter. “The ogre is wounded,” is
one thing, but “you've slashed the ogre
with your weapons repeatedly but he
still stands tall and strong, able to take
a lot more punishment,” is another. The
former is just bland description, but the
latter sounds like “run away” to a player
paying attention.

Be on Every Player's Side

If one player is getting bored with
being in town while everyone else is
buying supplies or gear, look at that
player and say “is everyone ready to
go?” This will make him feel like
you're empathetic. Then look at some-
one still pricing equipment and say,
“have you found everything you need?”
This seems like you're sympathetic to

So is Player Choice All a Big Lie?

his needs. This makes everyone at the
table feel good.

If you can make each player believe
that you and he are particularly in synch,
they'll be more likely to pick up on your
cues—which is to say, they'll do what you
subtly direct them to do, thinking that
you're telling them the right thing to do,
which in fact you are.

Ditficult Players

Of course, some players are more
difficult to manipulate than others.
What this really means, however, is that
some tricks work on some players, while
other players require entirely different
tricks. Once again, it all comes down to
knowing your players, and knowing what
works on them. The key is to use your
position behind the screen to observe
the game as well as run it, which means
that you spend as much time listening
as watching.

Next Time: Special Sessions Part 1: The
Introductory Session.

Monte Cook is the author of the DunGEoN
MasTer's Guide. Check out his publishing
company, Malhavoc Press, at montecook.com.



THE CAST

SPECIRLISTS

& BY MATTHEW GOODALL ,
|@ BY KYLE HUNTER,

DUNGEON FEBRUARY 2006

the PCs lack

a set of skills or abilities

that could dramatically
aid their chances in an upcoming
series of encounters, and they know
it. Rather than try to brute force their
way past the obstacle with the wrong
tools, smart PCs look for outside help:
a specialist. Specialists are most com-
mon at low levels when the PCs have
limited resources, but even at high lev-
els, a dedicated specialist can come in

ometimes

handy (to pick the diabolically complex
lock of an adamantine vault in an anti-
magic field, for example). Finding such
an extraordinarily devoted individual
and convincing him to perform the task
could be an adventure in itself. Here
are a few sample specialists for you to
use the next time your PCs need some
extra help.

THE TRACKER

Yelt Smithson is a wiry man with short
blond hair and a closely trimmed
beard. He is normally quiet and taci-
turn, especially in crowds, but becomes
animated when talking about the trail
he is following. With an eye for detail,
Yelt can often pick out information

about his quarry from the smallest of
clues. He rarely eats meat, and doesn't
hunt animals except dangerous or
unnatural predators.

Yelt’s standard daily rate is 5 sp, but
this fluctuates based on the threat of
his quarry and the size of the area he
must search. He has been known to
lower or even waive his fee for a suitably
noble cause. Yelt is also happy to teach
his skills to those willing to learn them
as long as his students show a proper
respect for nature. The ranger fights
only if pressed, preferring to pick off
enemies from a distance with his bow.
YELT SMITHSON CR2
Male human ranger 1/druid 1
NG Medium humanoid
Init +1; Senses Spot +6, Listen +6
Languages Common, Druidic, Elven, Sylvan

AC 14, touch 11, flat-footed 13

hp 14 (2 HD)

Fort +5, Ref +3, Will +5

Spdsoft.

Melee mwk battleaxe +2 (1d8/1g-20)

Ranged mwk longbow +3 (1d8/x3)

Base Atk +1; Grp +1

Atk Option favored enemy +2 (monstrous
humanoids)



Combat Gear potion of barkskin (+2), potion of
cure light wounds (2), potion of neutralize poison

Druid Spells Prepared (CL 1st)
1st-detect animals or plants, longstrider
o-cure minor wounds, guidance, resistance

Abilities Str 10, Dex 13, Con 12, Int 14, Wis
16, Cha 8

SQ nature sense, wild empathy +3

Feats Self-Sufficient, Skill Focus (Survival),
Track

Skills Handle Animal +4, Heal +7, Hide
+5, Knowledge (dungeoneering) +7,
Knowledge (nature) +11, Listen +6, Move
Silently +5, Search +7, Spot +6, Survival
+17 (+19 when following tracks)

Possessions combat gear, masterwork
battleaxe, masterwork composite
longbow with 20 arrows, leather armor,
masterwork light wooden shield, dagger,
backpack, healer’s kit, hooded lantern,
bedroll, flint and steel, waterskin, trail
rations (7 days), 9 gp
Garoun, riding dog animal compan-

ion: hp 13, Survival +1 (+5 tracking by

scent), Monster Manual 272. Garoun has

the Assist Track trick (Complete Adventurer

100), which allows him to aid another on

Survival checks made to follow tracks.

THE TRAPFINDER
A pale elf with long black hair, Anide
has luminous eyes that sparkle with an
emerald glow (her eyes of minute secing
are tinted green). Extremely cautious, she
inspects every single spot in a hazardous
area before proceeding, She is quite happy
spending hours meticulously examining
every inch of an interesting location. Her
response to impatient PCs who ask her
why it is taking so long is: “This is why
elves have such long lifespans.” One of
the few things that can disrupt her calm
demeanor is if her companions ignore
her directions about where to step.
Anide demands an upfront fee of 10
gp, plus an equal share of any treasure
they aquire through the use of her skills
(guarded by a trap, or inside a locked
chest or secret compartment). If the PCs
deliberately ignore her advice or are oth-
erwise reckless or foolhardy, she packs up,
returns her down payment, and leaves,
stating that she is unable to work with
such careless individuals. Anide is per-
fectly happy to avoid all combat and pre-

fers to wait until the PCs have cleared out
the monsters from an area before enter-
ing it. If forced into battle, she stays in the
middle of the group as best she can.

ANIDE'NEUMA

Female elf rogue 3

LG Medium humanoid

Init +3; Senses low-light vision; Spot +g,
Listen +9

Languages Common, Draconic, Dwarven,
Elven, Gnome

AC 17, touch 13, flat-footed 14

hp 16 (3 HD)

Immune sleep

Fort +2, Ref +6, Will 42 (+4 vs.
enchantments); evasion

Spd 30 ft.

Melee mwk longsword +3 (1d8/19-20)

Ranged mwk longbow +6 (1d8/x3)

Base Atk +2; Grp +2

Atk Option sneak attack +2d6

Combat Gear potion of fox's cunning, flask of
acid (3)

Abilities Str 10, Dex 16, Con 12, Int 16, Wis
12, Cha13

SQ evasion, trapfinding, trap sense +1

Feats Skill Focus (Disable Device), Skill
Focus (Search)

Skills Appraise +4, Balance +8, Climb +6,
Disable Device +14, Escape Artist +9, Hide
+9, Jump +6, Listen +9, Move Silently +9,
Open Locks +11, Search +19, Spot +9

Possessions combat gear, masterwork
longsword, masterwork longbow with
20 arrows, masterwork studded leather
armor, masterwork buckler, eyes of
minute seeing (as goggles of minute seeing),
masterwork thieves’ tools, so-ft. silk rope,
grappling hook, climber’s kit, everburning
torch, crowbar, 10-ft. pole, 27 gp

THE DIPLOMAT

An immaculately groomed individual,
Garolwyn wears fine but not ostentatious
attire. A seeker and broker of knowledge,
his business is information, which he
discovers either through his network of
informants and contacts or, if necessary,
obtains personally using Disguise and
Sleight of Hand. A skilled negotiator, he
can smooth over messy arguments or help
others gain access to restricted places or
uncooperative people. He is in touch with
and often at the heart of most of the gos-

CR3

sip and rumors that sweep the city. He
never resorts to blackmail, knowing that
this just makes unecessary enemies.

Garolwyn is happy to help the PCs for
a fee, as well as for tales of their adven-
tures or any other information they have
that he might need. Payment in obscure
knowledge is acceptable and often val-
ued above mere coin. If confronted with
a situation he can’t talk himself out of,
he tries to cause a distraction and flee.
Anyone who tries to harm Garolwyn
finds there is a long line of friends and
contacts ready to seek revenge.

GAROLWYN

Male half-elf bard 4

N Medium humanoid (elf)

Init +1; Senses low-light vision; Spot +2,
Listen +2

Languages Common, Draconic, Dwarven,
Elven, Giant, Undercommon

AC 11, touch 11, flat-footed 10

hp 16 (4 HD)

Immune sleep

Fort +1, Ref +5, Will +5 (+7 vs. enchantments)

Spd 30 fi.

Melee mwk dagger +4 (1d4/19-20)

Ranged mwk dagger 45 (1d4/19-20)

Base Atk +3; Grp +3

Combat Gear poition of expeditions retreat,
smokestick (2)

Special Atks bardic music 4/day (inspire
competence, inspire courage +1, fascinate,
countersong)

Spells Known (CL 4)
2nd (1/day)-heroism, suggestion (DC 15)
15t (3/day)-comprehend languages, disguise

self, hypnotism (DC 14)
o (3/day)-detect magic, light, mage hand,
message, read magic, resistance

Abilities Str 11, Dex 13, Con 10, Int 16, Wis
13, Cha 16

SQ bardic knowledge +9

Feats Negotiator, Skill Focus (Diplomacy)

Skills Bluff +11, Diplomacy +26, Disguise
+15 (+17 acting), Gather Information +15,
Knowledge (history) +8, Knowledge (local)
+8, Knowledge (nobility and royalty) +8,
Perform (storytelling) +13, Sense Motive
+10, Sleight of Hand +10

Possessions combat gear, circlet of
persuasion, concealed masterwork dagger,
courtier’s outfit, disguise kit, signet ring,
18 gp B

CR 4

e oo 59



CHLUTES
RI1D
LRARARDDERS

& BY TIM HITCHCOCK

@ BY KYLE HUNTER,

100 DUNGEON FEBRUARY 2006

ne of the easiest ways to

make an environment
more alien and exciting is

to alter the way its occupants traverse it.

While stairs are the most familiar way of

ascending and descending the levels of a
dungeon or similar structure, consider
using some of the following alternatives.

LADDERS

A ladder is any traversable object that
connects two or more pl.‘mcﬁ that can
be used to ascend or descend between
them. Using a ladder usually requires a
Climb skill check.

Alchemically Treated Giant Spider
Webs: These webs are strong and rigid, and
provide ample places for feet and hands to
grip (Climb DC 10). Individuals who fall
while climbing an alchemically treated
web can make a DC 20 Reflex save to catch
themselves before they hit the ground.

Maximum Weight Load 600 pounds;
Hardness 2; hp 4; Break DC18.

Carved Runes: This ladder is nothing
more than a set of large runes deeply
engraved from floor to ceiling (Climb
DC 10). Oftentimes their function as a
ladder isn't obvious, so they may lead up
to a secret room or compartment.



Hanging Chains and Rings: This lad-
der consists of a series of hanging chains
bolted to the ceiling via 6-inch-diameter
iron rings. The chains are set 5 feet apart
with each successive chain 1 foot longer
than the next. Characters can travel on
them by swinging up from one rung
and grabbing onto the next with a DC
10 Climb check. Setting chains farther
apart increases the DC by +1 per foot
of space. Distances of more than twice
the character’s reach are impassible and
require the character to swing and then
jump to the next ring. In this case, the
character must make a Jump check (DC
15 +1 per each foot beyond double his
normal reach) before making a Climb
check to grab the next ring

Per Chain and Rung: Maximum Weight
Load 1,000 pounds; Hardness 10; hp 10;
Break DC 27.

Hanging Torture Cages: This “ladder”
consists of several iron maidens chained
together and suspended from a higher
level. They are not too difficult to Climb
(DC 10), but could hold grisly occupants,
living, dead, or undead.

Maximum Weight Load 3,000 pounds;
Hardness 10; hp 40; Break DC 28,

Ladder Woven from Braids of
Human Hair: This gruesome ladder
is somewhat flimsy and cannot hold
much weight. It is not rigid, making
it somewhat difficult to Climb (DC 15)
if it isn't near a wall or similar solid
object. The strands tangle easily and
blow about in a high wind, adding +10
to the Climb DC unless a second per-
son can hold the ladder still while the
other person climbs. An opponent can
attempt to knock a climber off by shak-
ing the ladder, forcing him to make a
Climb check (DC 10 plus the oppo-
nent's Strength bonus). Hair ladders
are highly susceptible to fire and take
triple damage from fire attacks.

Maximum Weight Load 300 pounds;
Hardness o; hp 1; Break DC zo0.

Pillar of Cemented Skulls: This ladder
is a solid pillar composed of humanoid
skulls that have been cemented together.
It is not too difficult to Climb (DC 10),
however the skulls are enchanted to ani-
mate and bite at climbers once they are

about halfway up. The skulls are easy to

destroy, although doing so also destroys
the ladder.

Biting Skulls Trap: CR 1; magic device;
touch trigger; automatic reset; Atk +8
melee 1dg4 skulls for 1d4+1 each; Search
DC 20, Disable Device DC 24.

Maximum Weight Load 1,000 pounds;
Hardness 1; hp 3; Break DC 15.

Pole Steps: These are 8-inch-diameter
wooden poles of varying heights ham-
mered into the ground in an ascend-
ing spiral. The spiral is usually 5 feet in
diameter, with each pole is set 3 feet apart
at a height 1 foot higher than the previ-
ous step. To ascend or descend, individu-
als must make alternating Jump (DC 6)
and Balance (DC 10) checks for each pole.
You can determine the Jump and Balance
checks for alternate pole widths, heights,
and distances using the Player’s Handbook
(pages 67 and 77).

Maximum Weight Load 6co pounds;
Hardness s; hp 15; Break DC 18.

Tree Trunk: This ladder is made from
a pine tree trunk stripped clean with the
branches shorn into short climbable
stubs between 3 and 6 inches in length.
It is stable, easy to climb (DC s), and can
be moved (45-65 pounds) so as to make a
reusable, portable ladder.

Maximum Weight Load 6co pounds;
Hardness 5; hp 100; Break DC 30.

CHUTES
Chutes connect two planes and they are
specifically built to provide passage in a
single direction (usually down). Chutes
can provide fast passage, but require
characters going at full speed to make
a Tumble check at the bottom to avoid
damage. A slower, controlled descent
at the character’s normal speed can
be made with a Balance check. A typi-
cal chute of metal, wood, or stone has
a chute speed of go feet per round, a
safe recovery Tumble check DC of 10, a
controlled descent Balance check DC of
10, and a Climb check DC of 15. Adding
water or oil to a chute’s surface increases
its speed by +20 feet per round and the
DC of any related skill checks by +s.
Chutes sometimes empty into some-
thing that can help break a fall, such as
straw, cloth, nets, or offal (reduce falling
damage by 1d6). Other times they end

e

with a fall into anything from a pool of
water to a snake-filled room or a pit filled
with sharpened spikes.

Flesh Chute: This is a giant canvas
stitched from humanoid flesh. Full
chute speed is 120 feet per round and
requires a DC 12 Tumble check to
recover. Making a controlled decent
on a flesh chute only requires a DC 5
Balance check, and the chute can be
climbed (DC 15). Flesh chutes are rela-
tively weak and easily damaged.

Maximum Weight Load 500 pounds;
Hardness 1; hp 2; Break DC zo0.

Sand Chute: The upper portion of this
chute looks like a massive pit of sand.
When sufficient mass is added, the sand
runs through the chute, forming an
hourglass-like sinkhole that deposits its
contents into another large sand pile on
the plane beneath it. The speed of travel
is based on the traveler's weight: it moves
1 foot per round for every 10 pounds. Air-
breathing creatures traveling in the sand
risk suffocation. Climbing back up a sand
chute is near-impossible and requires a
DC 40 Climb check.

Worm's Gullet: This long spiraling
chute is made from the lacquered gullet
of a purple worm. It is slick and those
not taking proper precautions slide at
a speed of 160 feet per round and must
make a DC 16 Tumble check to recover.
This type of chute is difficult to descend
safely (Balance DC 18) and even harder
to Climb (DC 20). Anyone failing either
of these checks descends the chute at
full speed and must make a successful
Tumble check or take falling damage.

Maximum Weight Load 1,000 pounds;
Hardness 6; hp 13; Break DC 23. &
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he universe is more fragile gate they might arrive in any of the fol-
than we think. Any number lowing locations.
of effects disrupt havoc on 1. In the middle of an elven couple’s

the fabric of reality and open a doorway romantic picnic outing in a lush
to another dimension. A random gate field on Arborea.

mishap or any effect that sends a PCto 2.  Dumped onstage in the middle ofan
another plane can also wreak havoc on a acrobatics performance by a troupe
gaming session (prismatic spray is another of magmin in the sultan’s own Sul-
common culprit). Where do the PCs go fur Theatre in the City of Brass on
when they are sent to a randomly deter- the Elemental Plane of Fire.

mined plane? When a planar mishap 3. Atop a colossal floating metal
occurs, consult the following options, cube hurtling through space on
each a springboard for interplanar Acheron seconds from collision
adventure. When the PCs step into that with another cube.

e



s

10.

11.

13.

15.

16.

17

Among a caravan of shackled peti-
tioners traveling through an acidic
snowstorm on Gehenna.

Dropped in a river of thick mud and
sucking silt on the Elemental Plane
of Earth.

Inside a council chamber in the City
of Glass during a secret alliance
meeting between kuo-toas, sahua-
gin, and lizardfolk on the Elemental
Plane of Water.

In the dark joyless cell of an insane
pit fiend held captive on Carceri, who
madly plans his conquest of the Nine
Hells. The fiend claims he knew the
PCs would arrive and attempts to use
them in his crazed plan.

Inside a twisting jagged tunnel con-
necting the Elemental Plane of Air
and Pandemonium.

Surrounded by gorgeous and hun-
gry erinyes in the quarters of a
powerful devil's harem in the Third
Circle of Hell.

Atop a rapidly melting iceberg now
floating in the River Styx in the
113th layer of the Abyss, surrounded
by the river's noxious water.

On the deck of a flying ship owned
by a mad cartographer obsessed
with charting the Ever-Changing
Chaos of Limbo.

On Kord's throne in the Hall of the
Valiant on Ysgard.

Floating in a current on the Positive
Energy Plane near an archmage that
is enjoying the plane’s enhancing
effect on his magic by unleashing
devastatingly powerful spells in all
directions just for the fun of it.

On Mechanus where a group of
demons is engaged in an act of
sabotage, damaging a lynchpin that
connects several gears.

Next in line at an arm wrestling
contest between orcs and goblins
on Acheron.

In a special forge on the Elemen-
tal Plane of Fire where a legendary
azer smith channels the unearthly
heat of the plane to forge his peer-
less blades.

Right next to an enormous vein of
pure gold on the rocky slopes of

Bytopia.

18.

19.

21.

22,

23.

27.

28.

29.

30.

3L

32.

33-

In the simple hovel of a fiendish
goblin cobbler in the First Circle
of Hell.

On the Plane of Mirrors looking out
a mirror portal onto a distant scene
of a friend, family member, or lover
engaged in some uncharacteristic
act of betrayal or evil.

At a wild bacchae party on the Olym-
pian Glades of Arborea.

In an open field beneath a bril-
liant canopy of stars on Arcadia
moments before night instantly
becomes day with the sun shining
brightly overhead.

At the gate of the Crawling City
on Gehenna as it scuttles forward,
crushing anyone caught in its path.
Atop an enormous tiered wedding
cake at a nuptial ceremony for two
angels on Celestia.

In the great hall of a mighty orc
warlord on Acheron seconds after
an assassination attempt on the
warlord’s life.

In a celestial roc’s nest in the Beastlands.
In the finest vineyard of the Blessed
Fields of Elysium during a wine
tasting celebration among angels
and other celestial guests.

Within an enormous clockwork
tower on Mechanus from which
inevitables monitor temporal dis-
turbances throughout the universe.
In a vast, splendid orchard of
peaches on Arcadia where a group of
unfortunate celestials are sentenced
to an eternity of picking peaches to
atone for various transgressions.
Within an encampment of yugo-
loths being trained by their ultraloth
commander on the Bleak Eternity
of Gehenna.

Deep in a kelp forest ruled by tri-
tons seeking allies in a war against
a powerful sea hag on the Elemental
Plane of Water.

Floating in the middle ofan animating
field on the Positive Energy Plane.
Near a train of celestial prisoners
being transported to an undead-
infested dungeon in the doldrums
of the Negative Energy Plane.
Dragged in the wake of a fiendish
kraken on the 88th layer of the Abyss.

35

36.

37

38.

39:

40.

41.

42.

43

45.

46.

47.

48.

49

50.

In the Realm of Dreams, trapped in
their archenemy’s nightmares.

In a dense forest in the Beastlands
where wild elves hunt a celestial
dire boar for sport.

Amidst an airborne joust between
djinn on the Elemental Plane of Air.
In the line of fire at an archery
contest on the Heroic Domains of
Ysgard.

On top of a frost giant ice carver’s
dinner table in Winter’s Hall on
Pandemonium.

In the gizzard of a fiendish purple
worm in the Abyss.

In the middle of the training ses-
sion of several githzerai monks in
the courtyard of their floating mon-
astery in Limbo.

On the Plane of Shadow in a ver-
sion of the PC’s own hometown,
cerily deserted on this plane.

In a ruined floating castle haunted
by the ghost of a mighty storm
giant king on the Elemental Plane
of Air.

In the middle of a giant chaotic battle
between two warring goblin tribes
and maug mercenaries on Acheron.
Deep in a lightless maze of razor
sharp rocks, populated by half-
earth elemental minotaurs on the
Elemental Plane of Earth.

In a hovering coliseum where
sphinxes engage in riddle duels
for sport on the Elemental Plane
of Air.

Near a crag on the Gray Waste of
Hades where a cabal of night hags
compare larvae and share tales of
the terror they visited upon hapless
sleeping victims this night.

In a cherry blossom tree forest on
Arborea where a famed elven poet
struggles over the final couplet of
his latest work.

In front of the market stall of a fire
mephit who peddles all manner of
cookware on the Elemental Plane
of Fire.

Amongst a crowd gathered to watch
a parade of great heroes (complete
with a marching band) on Ysgard.
Inside the armory of a floating githy-
anki fortress on the Astral Plane. &
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