
B10 ion 

DUNGEONS E DRAGON: 
- 
D, PROD( and the TSR logo a 



OFFICIAL GAME ADVENTURE 
~ 

A BasidExpert Transition 
Adventure from the UK, for 
5-8 characters of levels 2-4 

NIGHT’S DARK, TERROR 
Expert Play 2: Adventure Background 4 
Getting Started 5 

Description of Sukiskyn 9; The Ai tackers 10 
SIEGE A T  SUKISKYN 

SOUTH OF THE RIVER 

RUINS OF X I T ~ Q A  

Goblin Lairs 15; Other Encoonteis 16: 
Production: Phil Gallagher & Reckoning with the Wolfskull 20 

TSR UK Design Team 
Cover Art: Brian Williams 
Internal Art: Helen Bedford Outer Ruins 25; Golthar’s Tower 26 

JOURNEY TO THRESHOLD 
Sukiskyn to Rifllian 29; Rifllian 32 I 

Cartogiaphy & Design: Geoff Wingate 
Proofreading: Carole Morris, 

Mike Brunton 
Playtesting: Pat Whitehead, Matt Connell, On to Threshold 32 

Helen Freeman, Stuart Bonham, THRESHOQD 
Golthar’s Plan 37; Optional vents 39 Steve Waters 

Thanks to Luke Renouf, Don Turnhull, 

thanks to Haro ld  lohnson  for his 
Tom Kirby, Dawn Buxton, and a special TOWARDS @HE BLACK EAKS 

THE LOST VALLEY OF UTAAKA invaluable assistance. 

Distributed to the b m k  trade by Random HOUY, Inc. and in 
C~nada by Random HourcoiCanada, Lid. Distributed to chc coy 
tnd hobby industry by repional diarribulorr. Dieiriburrd in rhr 
Jnited Kinsdom by TSR UK Ltd. 

DUNGEONS & DRAGONS, D%D, PRODUCTS OF YOUR 
IMAGINATION, and the TSR logo are registered trademarks 
owned hv TSR, 1% 

B March 1986 TSR. Inc. All Rights Reerved. Printed in  USA. 

This advmturc is proicrvd under ,he mpyrighi laws of the 
U n i c d  Stam of Amnirs. Any rcprdudon  or other YII 

2 

6 

13 

40 
44 

Inhabitants of Huqaka 47 I Hutaakans & Traldar 48 I 
FURTHER ADVENTURES 53 
NEW MONSTERS 54 

Chevall; Ice Wolf 54; 

Wyrd: Piranha 56 

I between pages 12 & 13 
Players’ Information Sheet 1-11 I PULL-OUT SHEETS 

. .  
Calendar & Player’s Map I1 

, Non-Player Characters 111-VI 
Non-human Clans ,& Tribes VI 
Weather Tables VI1 
Optional Encounters VI11 

Rathmore Road 
WI 53147 Cambridge CBl 4AD 
USA United Kingdom. 

Q-” TSR, Inc. 
PIODUCI. OF YOUR maoiwmow- 

Plan S - Sukiskyn Loose Insert 
Loose Insert 
Loose Insert 
Loose Insert 
Loose Insert 
Loose Jnsert 
Loose Insert 

Map R - Rifllian 

Map K - Eastern Kjrameikos Outer Folder 

Inner Folder 
Inner Folder 
Inner FoJder 

Plans H5 & H6 - T mple of Pflarr 
Areas W9-WI7 - So th of the River 

The Tapestry t 



. . .  * e 

. L' 



ince the adventurers have considerable 
eedom of action, their choices will often 
etermine the exact order of events. This 

s not usually matter, hut, some en- 
nters necessarily occur before others. 

or example, the adventurers must go to 
kyn (p9) before exploring the sur- 

ding woods, in much the same way 
that a dungeon's entrance must he dis- 
covered before the passages beyond it can 
be explored. Similarly, some encounter 
areas can onlv be discovered after certain 
information has been gathered. In general, 
the flow of the adventureshould follow the 
order of sections in the hooklet, and where 
the ordering of specific encounters is 
important, this is made clear in the text. 

Because the options open to your players 
are now far geater, they may occasionally 
do something totally unexpected. If they 
do, don't panic, simply review the infor- 
mation vrovided in the module and decide 
what is the likely outcome of their actions. 
1ftheyinsist.itmaybenecessarytoletthem 
deviate from the story for a while, before 
bringing them hack into the action again. 

Expanding the Wilderness 

Although the process outlined in D&D@ 
Campaign - Designing the Wilderness 
(EX28) has already been done for yon in 
this module, the Expert campaign world is 
now yours to use and to expand. 

This adventure is designed to give you a 
feel for the Expert world where, unlike in 
dungeon settings, it is impassible to detail 
every area. Only those areas which are 
directly relevant to this adventure have 
been fully described, while other areas are 
only briefly touched on. The Black Eagle 
Barony (EX38), for example, is developed 
no further than in the Expert Rulebook, 
while the homestead at Snkiskyn (p9) is 
fully detailed, as it plays an important part 
in this adventure. 

When developing your own material to 
expand the Expert world, avoid the 
temptation to create too much detail. Only 
those areas which your player characters 

ill explore in depth need'& fully des- 
ihed. It is pointless designing areas that 
ill never to be explored; a brief idea 0- 

hat they are about is all that is  needed. 

~ [ The town of Threshold (p34 & Map T) is a 

Days and Seasons I 

useful tool in directing the course of 
adventure. 

Rainfall 

until dried out. 

The strength of the wind affects mi sile 
weapons. In a wand all missile ranges are 
increased by one hand for purpose of 
accuracy: short range becomes medi m, 
medium becomes long and no long ra ge 
fire is possible. In a gale all mi sile 
weapons are limited to short range only hut 

Wind 

are fired at -1 to hit. i 
Other Notes 

~ 

Characters' Home Towns I 

idventures. 

Recovering Lost Hi t  Points 
~ 

points until they return t 
arrive at Rifllian or ThreShol 

characters into the gam 

hreshuld who join the pa 

d example of this. To  give an idea of 
esholds atmosphere and customs, a 

the optional rules from 
n be included in your ga 
bility score bonusedpena 
ing throws as follows: 

- the characters may halt wherever 
like and attempt to rest to reaain 10s 
points. If they ipend a whole'day res ng, 
conducting no eneraetic activity, they 



rength: modifies Saving Throws 
Paralysis and Turn to Stone 
telligence: modifies Saving Throws vs. 
Mind Attacks (charm, confusion, control, 
fear, feehlemind) 
isdom: modifies Saving Throws vs. 
Spells and Staves (not those above) 
:xterity: modifies Saving Throws vs. 
Wands and Dragon Breath 
mstitution: modifies Saving Throws vs. 
Poison (but not Death Ray) 
iarisma: no bonus to Saving Throws 

Having Fu 

lventuring is, above all, about enjoying 
urself,andsometimesinordertodosoit 
necessary tooverrulesomedice throws. It 
your job as DM to give your players an 

exciting and fun time, relying entirely on 
the dice is not always the best way to do so 
- they are an aid, not a means in 
themselves. But be discrete - you don't 
want your players to pet the idpa that you 

? pulling any punches! 

ull-out Sheets 

In the middle of this hooklet are eight 
pages which should be pulled out prior to 
play and kept to handduring theadventure. 
References to the Pull-out sheets occur as 
PSn, where n is the number of the sheet in 
Roman numerals. The reference sheets on 
pages 9 & I O  and pages 47 & 48 can also he 
removed if desired. 

Adventure Background 
ncient History of Kararneikos 

le roots of this adventure stretch hack 
... any millennia to the days when the 
Hutaakan Empire extended over the lands 
now covered hy northern and eastern 
Karameikos. 

The Hutaakans, a race of jackal-headed 
humanoids, took their name from Hutaaka, 
the valley in the Black Peak mountains 
where they originated. The Hutaakans 
werea civilised race, ohsessedwithcultural 

and religious pursuits, hut also well versed 
in crafts and trade. When theii realm 
expanded from the valley of their 
onto the lowlands, 
inhabi tan ts  was 
economic and cultural superiorit rather 
than military force. Thus it was hat the 

primitive human tribe, the Traldbr, who 
were content to trade their labour for the 
benefits of Hutaakan culture and &aft. 

Even as the Hutaakans spread out dnto the 
lowlands, the valley remained the site of 
their most important temple to the deity 
Pflarr, whom they reveredabove aliothers. 
As the power of the Hutaakans g$ew and 

Hutaakans achieved dominance, P over a 

I 

their realm expanded, 
Hntaaka developed into a 
inhabited only by the clerics of Pflarr and 
the many servants and peasants whbse lives 
were devoted to serving the templds. With 
their thoughts turned ever to PIlFrr, the 
inhabitants took little or no intkrest in 
outsideaffairs. In time, the High Priestesses 
decreed that no-one could enter Wutaaka 
without their permission and eve made 
efforts to conceal the route to thr valley 
from all except the priestesses. 

With the passing years, Hutaak;)n civi- 
lization flourished both inside andloutside 

P 
~ 

~ 

Hidden within the Lost Valley, the 
Hutaakans came to terms with Ian in- 
creasingly spartan life-style, growi g ever 
more introverted as the years Gassed. 
However, isolation had guite a dlifferent 
effect on the Hutaakans' human dinions, 
the Traldar, who had accompanieh them. 
The harsh conditions in the valled meant 
that the Traldar were forced to wdrk ever 
harder while receiving fewer and fbwer of 
the benefits of Hutaakan culture inireturn. 
As the humans grew more re$tiv+, their 
ascetic masters were forced to trpat the 
client race ever more callously. 

Eventually, the Traldar rose up bgainst 
their masters and in a bloody revoh freed 

i 

fighting still occurs amongst the r/uins of 
Hutaaka as the Traldar and Hudaakans 
continue their hitter struggle. 

L 

utaaka, the High Priestess 
ical tapestries which both 
concealed the location of the 
mselves, the tapestries (which 

gical needle to one of the 
it to weave through the cloth 
accord, trailing the golden 

nd. When the needle stopped, 

ancient manuscript arrived at 
e Barony, one of many items 
an elf destined to spend the rest 

e ancient Hutaakan civilisation 
icularly of its vast wealth. 
ely Goltharsought permission to 
e and then set off for eastern 
os to look for Xitaqa, the ancient 
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Golthar soon discovered Xitaqa (see p24 
and Map K) and took up residence there 
with his hobgoblin aides. Investigationsof 
the ruins revealed another manuscript 
which confirmed Golthar's suspicions - 
the Hutaakans had vacated Xitaqa taking 
their wealth with them. Eventually, in the 
crypt of oneof the buildings, Golthar came 
across a sacred tapestry with a silver needle 
and gold thread next to it (see The 
Hutaakan Tapestries). Golthar realised 
that this was the clue he sought to the 
Hutaakans' whereabouts. Eagerly he 
touched the needle to the tapestry and 
watched in fascination as it wove through 
thecloth, butGoltharhadnotimetowatch 
the full scene unfold. The crypt was home 
to a pair of gelatinous cubes and they were 
closing fast. Golthar grabbed the tapestry 
and fled but, as hedidso, theancient fibres 
crumbled in his hands. All that remained 
to him were the magical silver needle and 
its golden thread. His only hope lay in the 
possibility that other tapestries might 
exist, tapestries from which his needle and 
thread could produce the map he craved. 

Further explorations of Hutaakan ruins 
and tombs proved both dangerous and 
fruitless, but then a captured traveller 
revealed that a golden tapestry was hung in 
oneof thesettlementsor homesteadseastof 
Kelven. But which one? The captive could 

ell him. 

By now Goltharwasin noposition tomake 
polite enquiries, for his superiors were 
demanding results. Golthar saw an oppor- 
tunity both to pacify his masters and also to 
continue his search for the Hutaakans' 
wealth. At once he sent out his hobgoblin 
lieutenants to rally the goblin tribes of the 
Dymrak forest and lead them against the 
settlements, Nosettlement was to bespared 
- the tapestry was to be found without 
delay! Those homesteaders who were not 
killed were to be captured and taken as 
slaves to Black Eagle Barony. 

Getting Started 
The module is designed for a group of PCs 
with about 5000 xps each, at the start. The 
adventure begins in Kelven, a riverside 
town within the Duchy of Karameikos. 
Here they meet Stephan (see PSIV) who 
offers them a job. Stephao is acting on 
behalf of his brother Pyotr who owns 
Sukiskyn, a prosperous homestead in the 
Dymrak forest to the east (give the players 
the information on Pull-out She& I & 11). 
Pyotr's clan make their living by catching 
and breaking wild horses from the nearby 
moors and recently had the good fortune to 
capture a small herd of pure white horses. 
These will soon be ready for sale at 
Rifllian, whereit is hoped that thecallarii 
elves there will pay a high price for them, as 
the white horse is the symbol of their tribe 

(PSVI). Pyotr needs a few guards to ensure 
that the horses arrive safely at Rifllian, 
Stephan offers lOOgp per character, but he 
has Pyotr's permission to be bargained up 
to 160gp. 

Stephan will arrange passage for the party 
on the riverboat of a trader named Kalinos 
when the boat makes its first trip 0'  the 
spring up to the forest lumber-camps. 
Kalanos will leave in a week's time, on 
Moldain the 7th of Thaumont and will be 
able to take the adventurers to Misha's 
Ferry which is within a day's march of 
Sukiskyn. 

After finishing his arrangements with the 
party, Stephan will leave Kelven, pr mis- 
ingtomeet thepartyinoneweek'stineat 
Sukiskyn. Stephan has no idea that the 
goblin reign of terror is about to begin. 

Horses 

any unnecessary delay. 

Abbreviations 

Damage (D); Save as (Save); Morale 
Alignment (AL); Experience point 
(xp) - if no xps are listed for a creat 
monster, then none should be awa 

General 

Character Classes 
C - cleric; F - fighter; MU - magic user; 
T - Thief: D - dwarf: E -elf; H - haltling; 
NM - normal man. 

on Masters Rulebook EX 
ook; MD-MasterDM'sBool 
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s section takes theadventurers from the 
of Kelven to the besieged homestead at 
iskyn, and deals with the adventure 
ng and after the siege, up to the point 

ere news arrives that Pyotr’s brother 
phan has been abducted by the goblins. 

the boat safe from the arrows. the adventurers’ first encounter 
forces of the Iron Ring. If they 

bodies, they will find the 

scars - see PSIV) but 
Kalanos or thecrew. 

“ ~~~~~ 

moment, however, the Reaver disg 
a crewman makes his move, 
defenders and backstabbing 

and the impostor rower has 
on thr L..L has 3P-- Leaving Civilisation 

Behind (Map K) 

As arranged (see Getting Started - p5),’:; 
Kalanos and his river boat are waiting for 
the party on the wharf at Kelven on the 
morning of the 7th of Thaumont (see The 
Passing Days - PSI, and Weather - PSVII). 
Kalanos’boathasacrew ofnine(including 
eight rowers) hut, unknown to him, one of 
the rowers (whom he hired only a few days 
ago) isaReaveroftheIronRing(seePSIV), 
with orders to helD the Iron Ring sauad 

’ ned upriver Gee below). The-Reaver 
istinguishahle from the other rowers. 

st, the river is flanked by rolling 
owns on both sides, hut a few miles 

upriver from Kelven the forest closes in on 
the southern bank. The river LS narrowrr 
here, and faster-flow, 

The riverboat, which is about 80 feet from 
the wooded right bank, has struck a chain 
stretched across the river. The chain was 
put there by a squad of Iron Ring warriors 
(see below), ordered to prevent anyone 
(especially adventurers) venturing to the 
east of Kelven. The Iron Ring squad 
consists of a Reaver (fighter) and 16 
Hounds (7 armed with bows and 9 with 
daggers). They were hiding in the woods 
on the right hank, and automatically gain 
surprise when the Reaver and bowmen 
begin the attack by breaking cover and 
firing arrows at the boat. 

In the second round of the attack, the crew 
(including Kalanos) hide in the bottom of 

GE AT SUIUSKYN (WZ. Misha’l 

On the bank 

R 5O/IM1/150 PSIV. 

ferocity bonus); P 

On the boat: 

receding hair. 

THACO 19 (15 for backstab); PSIV. 

i 

~ 

IZHoundsof theIronRing(boarde 
HD l t l ;  hp 6 each; MV 120’ (40’), 
swimming; #AT I dagger; D ld4; 
ML 12; AL N; xp 19 each; THACO 

u off with your baggage, 

won’t mind you making 
at home. Good luckl” 

‘ves the order “Cast off!”, 
ulls away from the jetty, 



towards anyone it sees and attacks them. If 
theadventurers take refugein thecabinand 
do not attack the bear, it will claw at the 
doors and windows for a while before 
wandering off. It will not return. Feeding 
the bear will not pacify it. 

1 cave bear: AC 5; HD 7; hp 30; MV 120' (40'); 
#AT 2 clawdl bite + hug (if both claws hit& 
D 2-8/2-8/2-12 t 2-16: Save F4: ML I I ;  AL N; 
xp 450; THACO IS; ED26 

Journey to Sukiskyn 

Night falls about an hour after the party 
arrives at Mlsha's Ferry. The party should 
beencouraged (by the howlingof wolves, if 
necessary) to stay in the cabin overnight. If 
the adventurers venture out during dark- 
ness, they will be attacked by 2-5 wolves (see 
Optional Encounters - PSVIII) and will 
lose their way, ending up  hack at the cabin 
after 2 hours. The next day is fine and 
sunny. 

The homestead at Sukiskyn is next on the 
list for the combined goblin war parties 
commanded by Golthar's lieutenant Vlack, 
but they will wait until sunset before 
attacking (see Welcome to Sukiskyn - 
below), and you should arrange for the 
party to arrive a little after this. It is about 
18 miles from Misha's Ferry to Sukiskyn 
and this journey should take a full day for 
most parties. If, however, your party has a 
very fast movementrate then point out that 
the track meanders a great deal, increasing 
the actual distance travelled. For slow 
parties, of course, you can describe the path 
as easy to travel and very straight. 

ssacred if they remain in the open, and 
t the homestead is quite obviously.the 
y defendable position available. 

elcorne to Sukiskyn! 

When the adventurers are about 500 yards 
from the homestead, they catch wind oi  the 

Flames at Dusk 
Full descriptions of the homestead of 
Sukiskyn and its occupants are given on 
p l l ,  PSIII, and Plan S). Use the counters 
provided, to run the siege on Plan S. 

By the time the party arrives, the homestead 
is under attack by the combined war- 
parties of the Red-blade (Gnhasska) and 
Wolfskull (Kloss-lunk) goblin tribes (see 
below and Non-Human Tribes and Clans 
- PSVI), and the barn (area 3) is ablaze. A 
third tribe, the Vipers (Jaggadash), who 
were supposed tostorm thesouthern sideof 
the homestead in the confusion, have 
stampeded the horses out of the pens and 
left, taking the horses with them. Theother 
tribes are furious about this. 

The homesteaders are in a fairly strong 
defensive position, but took some casualties 
in attempting to save their horses. The 
blacksmith Novannes and his son-in-law 
Hakos were cut down by sheer weight of 
numbers, but managed to kill three of the 
Viper goblins before they fell. 

battle: I 

too quiet. 

bathing the forest in a pink glow. 1 I 
I 

Ambush! 1 ,  

flowing river spanned by a wood 
bridge which leads to the gate o 

aremostlyintact, butarelitbyf 
leaping from a barn IO the left 
bridge. 

In a clearing on the far side of t 

the cries of frightened horses. 

As theadventurers approach theedze 

his way down the 
smoke-filled tower. 
make a dash for the 



The Long Night 
Once the party reaches the main building 
and the door is shut behind them, any 
surviving Red-blade in the yard fall to the 
defenders' arrows and slingshots. 

There is then a lull in the attack as the 
goblins withdraw and wait for the barn, the 
gatehouse and the northern part of the 
palisade to burn down. This will take 
about 3 turns. During this time, Pyou 
hastily greets the adventurers and jokes 
grimly about the warmthof their welcome. 
He then explains their predicament: 

re are two clans of goblins attacking 
homestead: the Red-blade (or Gnhass- 
, and the Wolfskull (or Kloss-lunk), 
o ride wolves 
re was a third clan, the Vipers (or 

ggadash), but these have run off with 
horses from the pens, after killing 

two of the clan (Novannes and Hakos) 
although the harm the gatehouse and the 
(lorthern stretch of palisade are on fire, 

main building and stables are intact 
h the party's help, the defenders have 

good chance of holding out until 
wn, when daylight will force the 
blins back into the woods 
th so many goblins hidden in the 
ods it would be suicidal to leave the 
mestead before dawn 
s is only one of several goblin attacks 
human homesteads in recent weeks. 

Plan S. 

drums through most of th 
characters will catch fleet 
glowing red eyes amongst 
goblins will also light nu 

positions of their main forces. 

The Defenders 

It is up to you to control the actions of the 
non-player characters, but Pyotr will go 
along with any useful suggestions which 
the adventurers make. If the playrrs are 
making a bad job of defending the home- 
stead, you should use Pyotr as a source of 
suggestions andadvice. The homestead has 
a good supply of spears, bows, slings, 
arrows and slingstones in the tower arm- 
oury (area IO - p9). 

When Taras, Alfana and the adventurers 
reach the main building, Pyotr, 3arya, 
Matvey, Masha (weeping pitifull)), her 
baby and Stellios are in the hall (area 4), 
and Kuzma and lrina are in their tower 
room (area 11). The bodies of Novannes 
and Hakos are in the stable block (arka 16). 

Masha Y - - - 

8 SIEGE A T  SUKISKYN (The Long Night/Ewnls SEI-SE3) 

If the dventurers leave the homestead, they 
will e attacked by one or other of the war 
parti s (depending on which side of the 
river hey are on . see The Attackers - p10). 
Whil the adventurers are in the open, the 
gobli s will hurl 3d6 missiles per round at 
them. If the adventurers enter the woods, 
they ill be attacked by the full war party. I 
remai ingeventsshouldpreferably beused .' 
at thelimes given: 

well cbncealed by the darkness and the 

retreat1 hack into thewoods a&er ld6+8 $ 

SEX oray 

About 3 hours before midnight, the 
drum 4 ina and cbantine StOD. and two 

by the ked-ilade. The dire wolves will not 



1 Description of Sukiskyn 
I Construction 

Sukiskyn stands in a clearing on a bend in 
theSyerebRiver-seeMapK%PlanS. With 
the exception of the tower, and the ground 
floors of the kitchen and the forge, the 
homestead is built entirely of oak, in- 
cluding the roof shingles (tiles). It was 
built with defence in mind 

~ 

~ 

de buildings are joined by 8-foot-high 

- the entrances to the homestead have 
heavy oaken gates, and there is a 
gatehouse overlooking the bridge 

- there are no ground-floor windows 
- t h e  stone-built tower, intended as a 

refuge in case of emergency, has battle- 
ments and a good store of weapons and 
provisions 
. all doors are of oak (require 30 points of 

damage to smash them). The exterior 
doors can be barred on the inside, while 
the internal ones can be barred from 
either side. Note: a door, barricaded from 
behind requires an extra 5-15 points 
(DM's decision) to smash it open. 

Sukiskyn as a Home 
Unlike a murky dungeon or a dismal ruin, 
for example, Sukiskyn is home to a 
community of individuals leading rela- 
tively normal lives; doing chores, talking, 
playing, eating, relaxing and so on. Try to 
make the place seem real to the players by 
involving the party in the life of the 
homestead. 

Privacy. 
Even though tbe adventurers are guests, 
they cannot expect to have a completely 
free run of the homestead (except during 
time of emergency, e.g. the siege). The 
rooms are coded according to how private 
they are: 

ttt 

: Communal -adventurersare free to 
come here as they wish. 

: Semi-private - adventurers might 
be asked why they were here, but 
there would be no adverse reaction 
unless they were acting suspiciously. 

: Private room - the inhabitants 
would object (politely at first) if 
adventurers were found here unin- 
vited. Suspicious actions here would 
cause an angry reaction. 

Details of the Homestead 
The following descriptions list the uses of 
the rooms and their main contents. It is up 
to you to decide what other minor items of 
furniture, tools, domestic utensils, per- 

outdoor areas (see Plan S) overseen f om 
sonal items and so on are present. 

each room are also listed. i" 
Although the bridge (1) survives the 
the eatehouse 12 - a small wooden 

1-3. Barn, Bridge & Gatehouse 

here (straw mattresses will be proviqied). 

4-8 Main House 

4. Hall t 
Used at mealtimes, and the heart of life in 
the homestead. If the adventurers stay at 
Sukiskyn, they will be expected to sleep 

over-the gate) and barn (3) are burnt down. 

windows. 

6. Kitchen t 

gather here. 

7. Taras' and Alfana's Room wt 

the wall). 
Overlooks: N Yard. 

8. Pyotr's and Darya's Room tft 

D 1-4: save vs. Poison or die). 
OverlooLs: N & S Yards, W River. 

(Descri@tion of Sukiskyn) II" 





from the woods east of the clearing and othertwobodyguardsleadanassault b 
catch a glimpse of a human-sized figure in remaining Red-blades on the eastern 
a yellow dress being dragged through the of the hall with ladders. 
woods by goblins. 

Gnhass and his bodyguards hack 
This is a trick, intended to lure the door with their swords. Up to two g 
defenders from the homestead. The figure can hack at once, and they can hit i 
is actually a hobgoblin in a stolen dress, matically. Unless they are killed 
and the voice that of a female goblin yard, the enraged goblins will 

Pyotr knows the goblins too well to fall for death (no morale check). 

out (see The Night, p 

SE5. Aerial Attack 

About 2 hours afte 

rounds. 

5 giant vampire hats: AC 6: HD 20; hp 7 each; The Day After 
MV 180’ (60’) flying; #AT 1 bite; D 1-4 t 

Just before dawn, the Wo 

defenders cannot see them depart, hut all 
the goblin drums go silent. 

and Clans - PSVI). 

and shamed by the goblin’s failure to take 
the homestead, the Red-blades’ king, 
Gnhass, determines to lead his remaining 
troops on a final attack against the hall. 

hut have abandoned the rest. 

Reading the Signs 

previous chanting). 



say that she bought 24 riding 
some goblins a short while 
no idea that they were stolen. 

each; THACO 18; BD26. 

round. When the fighting begins, 
Pyotr is keen to recover the horses, but is 
afraidof another goblin attackandinstructs 
Taras to hurry back. The adventurers will 
be allowed IO borrow riding horses from 
thestables(area 17, p9), butwill beasked to 
takeverygreat careof them sinceeach is the 
personal property of one of the clan. 

If the adventurers refuse to go with Taras, 
then Gregor and the other refugees from 
Ilyakana should arrive now rather than 
after the party's return (see Bad Tidings 
- below). Gregor and his men will go with 
Taras and return before night on the 
following day. 

Tracking the Horse-Thieves 
The trail of the Viper goblins (see Reading 
the Signs - p l l )  is easy to follow, The 
goblins soon left the forest, but kept in the 
shadowof thetrees(seeMapK).Theprints 
of the horses are clearly visible, and the 
party can makeout somegohlin footprints. 
They may even notice (20% chance) prints 
left by the pursuing dire wolves, hut the 
adventurers will not be able to tell how 
many there were. 

W2. Scene of Battle (no map) 

At this point, the Viper tracks veer off 
suddenly into the forest. About 200 yards 
intothetrees, theparty find thesceneofthe 
battle between the goblin clans: 

- PIS). 

they peter out. 

The Viper goblins' trail leads int the 
woods. After a few miles it meet and 
follows an overgrown trackway hich 
leads to the bandits' camp. Fyodor 1 and 
her four bandit henchmen live in thr e old, 
covered wagons which were aban oned 
here years ago, and have a rough co a1 for 
horses. Before they comewithin sight f the 
camp, the adventurers see a sign (in i lvish 

W3. Bandit Camp (no map) 

and Common) nailed to a 
"Miss L. Fyodorll - Equine 

It seems YOU were not the only ones - Dealer in Fine Horses." 
out to catch the horse-thieves, for in 
the muddy clearing before you the 
goblins have been attacked and 
massacred. The stripped and bloody 
bodies of a score of goblins lie mixed 
with the tom carcasses of horses, and 
the obese corpse of a d l  goblin 
hangs by his feet from a tree. But even 
now, the goblins have no peace. Six 
large beetles are feasting on the floating disc (x2). 25pp (in a belt pouch). 
remains. Without a moment's hesi- 
ration, they scuttle towards you... It 
looks as if they prefer live meat to 
dead! 
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Fyodorll - Bandit Leader: AC I ;  E4; ~p 17; 
MV 120' (40'); # A T  1 sword or 1 arrow; D Id8 or 
I d 6  Save E4; ML9: AL N;  xp 175; THACCl17 or 
14 - R 70/140/2lO. 
Abilities: S9, 115. WIO, D18. CII, Ch16 
Clothing: Blue robe over chain mail +I,  ring 

Gear: sword, longbow, mows,  scroll with 
(value - 21ogp). 

Spells: 
1st level -sleep, vmviloquism 

2nd level - ESP, levitate 
Appearance: Elven female, age 120;tall, fa:r; has 

, a surprisingly deep voice. 

turns to Sukisk 



In this part of the adventure, the ad- 
venturers can explore the wilderness east of 
Sukiskyn (Map K) in search of Pyotr's 
brother Stephan and his Wolfskull (Kloss- 
lunk) captors. Although theorderofevents 
andencountersls influenced by youasDM, 
the party have considerable freedom of 
action. 

ihaping the Adventure 

In this section of the module, four different 
elements are drawn together to create the 
adventure: 

(i) Fixed Encounters (W4-WI5 - pp15-20). 
These are the most important part of the 
section. There is no set order in which they 
need take place and, since they have fixed 
locations, it is up to you when to allow the 
adventurers to discover the clues and 
information which will eventually lead the 
party to them (see Sources of Information - 
below). 

The final piece of information which the 
party should acquire in this section is the 
location ofthe Wolfskull (Kloss-1unk)Lair 
where Stephan was taken (W16). The 
euents there open the way to the latter parts 
of the aduenture and so i t  is important that 
the adventurers do  not learn the location 0.' 
the Wolfskull lair until the possibilities 0, 

this section haue been exhausted. 

(ii) Wilderness Events (WEI-WE5 - p14). 
These may be added to the adventure in ani 
order although you should decide whicl 
event to use where, before starting play. 

(iii) Optional Encounters (PSVIII). 
These may be added to the adventure either 
at random or as d 

(iv) Weather (PS 
This provides a realistic backdrop for the 
adventure. 

S o u r c e s  of Information 

THE RIVER 

2. 

4 
$: 

c 
3 

5 

I 

ere are many possible sources of infor- 
tion which could lead the party to the 
ious fixed encounters: 



Pyotr's Clan: the inhabitants of Sukiskyn 
haveexcellent knowledreof theareaand 
its legends. 

Other Friendlv NPCs: these mav be met 
luring both fixed and optional en- 
7ounters and may have varying types of 
information. 

Captives: goblins, o r a  etc. can be interro- 
cgated (make sure characters stay within 
alignment!). 

Written Sources: 'you can create maps, 
:ryptic diagrams or coded messages (on 
>archment, in old hooks, scratched on 
walls, doors, etc.). 

Visible Signs: Some encounters may be 
visible from a distance n~ have tracks 
leading to them. 

In particular, the following sources may 
lead to specific encounters: 

Settlements (W4-8): Ilyakana (W4), Sielo 
(WS), Cherkass (W6). Hokol (W7) and 
Segenyev (W8) are well known to Pyotr's 
clan. Theiefugees(PS1V)draw attention to 
Ilyakana, and the smoke from Segenyev 
(see W8) LS conspicuous. 

Goblin Lairs (W9-lo): The Red-blade and 
Viper goblin lairs (W9 and WIO) are 
known to any goblins. The Wolfskull lair 
is special (see above). 

Other Encounters (WllLI5): The Lake of 
Lost Dreams (W11) is known to the gold 
miners (Wle), and conversely the elves at 
the lake know where the mine is. Pyotr's 
clan know roughly where the elves live, 
and thepartymaymeetelvesasanoptional 
encounter. TheTombs on the Ridge (W13- 
W15) are conspicuously visible, and are 
known to Pyotr, Taras and the gold 
miners. 

A Muted Feast 

On the evening after the party's return 
from the raid to recapture the horses (p12), 
Pyotr holds a feast to welcome the guests 
properly and to celebrate the defeat of the 
goblins. Although the homesteaders' are 
saddened by the news of Stephan's dis- 
appearance, they do their best to entertain: 
Masha sings, Kuima tells stories, Alfana 

and Taras dance, Gregor tells jo es, and 
the characters are encouraged to oin in. 
Pyotr proudly shows off the clan t easures 
hanging around the hall (area - p9), 
including the tapestry. He knows i othing 
of the tapestry's origins. 

turersoutrightif theywillse 

lnnk) goblin tribe. 

If they accept, the party's main 
that no-one at Sukiskyn knows 
Wolfskull lair is. In order to ge 

above). 

Wilderness Events 1 

The adventurers find the 
human and a goblin - each 
other's sword! Grazing near 
mule. The human was a cra 
leather armour, a short sword 
arrowsand38gp)aud thegoblin 
Red-blade goblin (with a short 
23gp). The hunter's mule is unh 
IO - see BD34). Its pack cont 
(bear, beaver, etc.. total value 
one-man tent, a bed-roll, dri 
cloak, 40 arrows, 50 feet of rop 
potion of healing (BD43). 

WE2. Lost I 

While travelline. a character noticeslthat a 
valuable item ~ M ' s  choice) has bedn lost 

vu  
from a pack or saddle-bag. For each hour 
(up tcl6 hours) spent backtracking (at half 
normilspeed) thereisa20'Zchancethat the 
item uill be found. You should not have 
the character lose a vital item, since it is 
possilble that it will not be founc 

WE3. Lame Horse 

Achzacter'shorsecatchesafoot inarabhit 
hole, osingashoeandinjuringits leg. The 
injur) can be heale& by 2-4 days rest or a 
cure light wounds spell. Until then, the 
horse moves at Y normal movement rate. 
Even if the iniurv is healed. the horse's 

reduced to ?4 normal 

) in horse form, checking 
the PCs' horses. If chased 
ad and the horses flee. 

SOUTH O F  THE RIVER (Events WEI- WE. 



, Vlack (hobgoblin king): AC 3 (chain mail 
+2); HD 5, hp 22, MV 90’ (30’), 150’ (50’) 

I ,  

ounted: # A T ~ l  %handed sword +I; D IdlOt5; 
aveF5;MLIRALC;xp 175;THACO 14;RDSl 

ice wolf AC 4: HD 4+1**; hp 25; MV 150’ 
’);#AT1 biteorl breath;D ldlOor4d4;Save 

‘5; ML IO; AL C x p  275; THACO 15; New 
Monster. 

1 Rlwdhead (Vlackkag) hobgoblins: AC 6; 
HD I + l  hp 6 each MV 90’ (30’); #AT 1 sword; 
DId8;SaveFI;ML10(8withoutVIack);ALC 
xp I5 each; THACO 18; RD31 (and PSVI). 

Vlack has 35gp, a pouch containing 9 gems 
(value - 75gp each), and a garnet in the hilt 
of his two-handedsword+l isworth 500gp. 
The hobgoblins each have 2dlOgp, but the 
ice wolf has no treasure. 

FIXED ENCOUNTERS 
Scenes of Destruction 

W4. Ilyakana (No detail map) 

The Ilyakana lumber camp was attacked by 
goblinson theriightof7thThaumont(the 
day before Sukiskyn, while theadventurers 
rested at Misha’s ferry - p6j. They killed 
most of the people there, sank Kalanos’ 
riverboat, and looted everything of value. 

Gregor and three others escaped to Sukis- 
kyn (see p12), but Kalauos (who had 
hidden in a tree) witnessed the whole 
massacre. The sight affected his mind, and 
he will now fly intoa kindof krserkrageat 
the sight of any armed creature. 

When the characters arrive, they see Kal- 
anos wandering amid the scattered goblin 
and human corpses. He has armed himself, 
but appears otherwise unchanged. When 
be sees them, however, he rushes off into 
the woods, screaming and striking trees 
with his axe. Kalanos is easy to follow, but 
shoots arrows at any pursuers, and fights 
maniacally if cornered. 

:f the adventurers ignore him, he follows 
them when they leave thecamp, appearing 
occasionally to shout and fire mows at 
them. If he is captured alive, his madness 
can be cured by rest (Pyotr’s folk would 
look after him). 

Kalanos ~ berserk boatman: AC 7; F5; hp 22; 
MV 90’ (30’); #AT I battle-axe or 1 arrow (long- 
bow); D Id8 or Id6 Save F5; ML 12; AL N 
THACO 15 - R 70/140/210 BD27. 
Abilities: S O ,  I12 (insane), WE, DII, CB, ChlO. 
Rwusar: t 4  VS. mind-affecting spells (insanity), 

Clothing: Leather armour, 2 gold arm bands 

Gepr: longbow and 20 arrows; battle-axe. 

, .’ 

t2 to hit (berserk rage). 

(value. 60gp each). 

W5. Sielo (No detail map) 
~ 

before Sukiskyn. 

skulls on the night after the Suki 
attack. Throughout the following 
(IOthThaumont), smokefrom thebu 

Goblin Lairs 
W9. Red-blade Lair (Map wgj  

clans, the disorganised remnants 
Red-blade (Gnhasska) clan aban 
their lair. 

feet high. 

Rats! 
At some time (DM’s discretion) while the 

by a pack of giant rats: 

W9a. Guardroom 

They only attack if the party enters: 

A large wooden door, daubed with 

ness beyond comes the unmistakabl 
smell of goblins, but no missiles 
challenging cries greet you from th 
shadows. Just for a moment, yo 
hear an echoingsound like therustl 
of a leather robe, then silence. 

‘ I  on a cushion (appareni 

uccesstul saving throw vs 
ath at t2 take half damage, 

(Encounters W4- W5 



The chamber before you, 
red glow of two smoking 
seems full of snakes1 At the 

theirmidst swings a 

through the air towards you1 
J 

1 Mostofthesnakesin thechambera eeither 
stuffed specimens or crude woodin carv- 

After their defeat by the Wolfskulls (see 
area W2 - p14), the Viper (Jaggadash) 

barricaded themselves inandhave prepared 

<’ 1 3  
(. ’ W10. Viper Lair (MapW10) 

goblin clan fled to their lair, led by one of 
the dead king’s bodyguards. They have 

an escape route (area d). The tunnels and 

chance to hit. 

The wooden door is closed and barred from 
the inside. A brightly-painted, wooden 
carving of a snake (the clan symbol) which 

WlOb. Barricade 

The tunnel ahead is blocked by a 
barricade of rocks and rubbish as 
high as a man. A head appears above 
the barricade and a dagger flies 
towards you hut falls short. There is 
a brief argument in the goblin 
tongue, then an expectant hush. 

Seven Viper goblins man the barricade 
which gives them an armour class bonus of 
-3 against missiles (BP60). If four goblins 
are k i l u o r ~  if they fail a morale check 
before this, the survivors retreat to area c. 

The goblins each have two daggers for 
throwing, a war hammer and Id4gp in 
mixed coins. 

7 Viper (Jaggadash) goblins: AC 6 (or 3); 
HD 1-1; hp 3 each; MV 90‘ (SO’); #AT I war 
hammer or 1 thrown dagger; D ld6or ld4; Save 
N M  ML 6: AL C x p  5 each THACO 1 9  BDSL. 

WlOc. “Last Stand” 
The goblin leader, nine ordinary goblins 
and any which escaped from the barricade 
are waiting here for the party and have a +2 
bonus on their initiative roll in the first 
round. The ordinary goblins attack by 
throwing daggers, and the leader throws a 
snake1 

(total value - 500gp). 

HD2;hp11;MV90’(3O‘);#ATI wa 
I thrown dagger; D Id6 or ld4: Sav 
AL C; x p  2 0  THACO 18; BDSl (an 

ible island. The elves greet the 
rs, and e x ~ l a i n  their difficult 

s paid for the supplies with a 
iful silvered-bronze statue of a 
gwoman which they hadfound(see 
On the way back, however, the 

a were attacked by the llya who 

the place and will have bad 
hirh thev s w  dlistorrd imams 

on sland (area f). If the mirror is 
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smashed al l  creatures affected by it 
(including the pixies) will revert to their 
former alignments. 

Crossing the La1 
As they approach the island, the adven- 
turers are attacked by a group of invisible 
Ilya pixies. These gain surprise auto- 
matically and attacks against them have a 
-4penalty to Hit. Each of the pixies wearsa 
platinum neck-band (value - 50gp). 

Gpixies: AC-I (3 if visible); HD 1***: hp4each; 
MV 90’ (SO’), 180’ (60‘) flying; #AT 1 dagger: 
D ld4: Save El;  ML 7; AL C: xp 19 each; 
THACO 1 9  BD35. 

The Island 

Wl la .  Pixie Village 
There are 14 pixies on the island (plus any 
survivors from the lake attack). They live in 
hidden chambers (treat as secret doors) 
high up in the trunks of large trees. 

During daylight, the Ilya attack only if the 
adventurers try to enter their chambers or 
remove the statue (see below) from the 
island. Otherwise, they remain invisible 
and hide, waiting until night to attack. If 
half of the pixies are killed (or if they fail a 
morale check) the others hide until the 
party leaves or the mirror is destroyed. 
They will not enter the building. 

Ancient Building 

Thecloselyranked treesgive way toa 
grassy clearing. In the centre stands a 
small, collonaded building, its white 
marble stonework stained with age. 
Once there was a large stone statue 
standing at each corner, but one of 
these has toppled and smashed. In its 
place stands the statue stolen from 
the elves. 

The silvered-bronze statue is nearly 3 feet 
high but is hollow and weighs 150cn. 

Wl lb .  Ladder Down 
In the centre of the room, a ladder leads 30 
feet down a shaft to a landing below. 

Wllc. Skeleton Guardians 

Skeletons1 Hordes of theml Clatter- 
ing across the room towards you and 
pouring out from side-chambers1 

There are 15 skeletons in the chamber, and 
six more arrive in each of the next 2 rounds 
from each side-chamber. 

39 skeletons: AC 7; HD 1: hp 4 each; 
(20‘); #AT 1 bone club; D ld4: Save FI; 
AL C xp 10 each: THACO 1 9  BD37. 

Vlld. Ladder T r a p  
’his 20-foot ladder is trapped. The ‘irst 
haracter to touch it suffers an electric 
hock for ld8pointsofdamage(halved bya 
uccessful saving throw vs. Spells) and 

must roll less than his or her Dexterity on 
Id20 or fall to the bottom, taking a further 
Id8 points of damage. 

Wl le .  Dart Trap 
The door to room f is trapped. Unless the 
trap is found and disarmed, two darts (one 
from each wall) shoot out towards the 
characters (THACO 12) if the door is 
touched. The darts cause only 1 point of 
damage each, but are poisoned (save vs. 
Poison or fall unconscious for 2d20 hoyrs). 

‘llf. The Mirror 

I ne walls, floor and ceiling of th 

draw light into themselves. Just a 
blackare the pillars, and the hideou 
fanged statues by the far wall.. 
statues which have just come to life 

room are so black that they seem t i 
The ”statues” are gargoyles. They are 
guarding the black mirror which hangs, 
facing away from the dwr ,  on iron chs ins 
between two far pillars. The gargo~iles 
attack on sight. They have no treasure. 

2gargoyles*: AC5; HD4**: hp 19each; M’1~W’ 
(30’): #AT 2 claws/l b i t d l  horn; D IdWld3/ 
IdWld4: Save F8: ML 11: AL C xp 125 e,wh: 
THACO 16: BD3O 

The mirror is a sheet of polished obsidian 
in a jewelled frame. Characters looking 
into i t  see hideouslydistortedreflectiona of 
themselves and, thronging the black deF ths 
beyond, the twisted images of thos- *he 
mirror has perverted. 

magical, and is worth 4500gp. 

Aftermath 

theVyaliaelves - seeW11, 
e natural cavern (f). The 
ed into two by a screen of 

the mine began to disappear1 

four dwarves and the gnome 
ve gone missing. The miners 



r 

stead, you should wait for a suitable 
moment, building up the tension before- 
hand with glimpses of its eyes in the 
distance and the echoing sounds of its 
movements. Make the party feel hunted! 

1 shroud spider‘: AC 4; HD 5’”; hp 28; 
MV 120‘(40’);ilATIhiteorlwehsquirt;DldlO 
+ paralyis or  paralysis; Save F 5  ML 9 AL C 
xp 675 THACO 1 5  New Monster. 

countered in their lair (areas k-p). Nor- 
mally, there are 2-5 orcs in each of areas k 
and I, while the others are divided between 
areas o and p. However, you may wish to 
arrange for a battle against a patrol of 3-6 
orcs, outside the lair (particularly if the 
party has forgotten the orcs, or cannot find 
their lair). Each orc has personal treasure of 
ZdSgp. 

22 Black Web (Nyy-akk) orcs: AC 6; HD I; 
h p  5 each (8 for leader); MV 120‘ (40’); 
#AT 1 sword or 1 throwing axe; D Id8 ( + I  for 
1eader)or ld6;SaveFl;ML6(8withleadn);AL 
C xp I O  each THACO 19; BD35 (and PSVI). 

The Mine 

W12a. Outside the Mine 
Adamdirects water over the woodeuchutes 
which are used to extract the gold. Steps 
lead up to the miners’ quarters. 

W12b. Miners’ Quarters 
The frightened miners will be glad to see 
the party and, if the adventurers agree to 
help, will tell as much as they know about 
the mystery (omitting to mention the 
necklace, however). In return for killing 
the “black creature”, the miners offer the 
party 800gp (half the gold they have so far 
mined). If asked, ld6 dwarves offer to 
accompany the party, hut the reward will 
he reduced by 30gp per dwarf and each will 
expect a full share of any treasure found. 

The miners live simply. Their furniture 
consists only of a table, some chairs, small 
beds, and a locked chest containing the 

gold. The necklace is hidden and the party 
will not be able to findit. The tunnels dug 
by the dwarves are straight and safe, and 
about 6 feet high. 

Vissaryon (gnome) - mine ownerr AC 5 
HD3;hpI2:MVM)’(ZO‘);#ATlwarhanmeror 
1 crossbow quarrel; D ld6; Save D3; ML I O  
THACO 17. R 60/120/180. 
Clothing: Green cloak over chain mail. 
Pmona1ity:ALN; Honest, butoverfonc ofgold 

and gems, worried. 

8dwarfminers:AC4;HDl;hp5eachiMVM)’ 
(20’); #AT 1 pick axe or 1 crossbow parrel;  
D ld6; Save DI; ML 8; AL N; THA>O 19 - 
R 60/120/180.; BD29. 

W12c. Old  Tunnels 

Here, the dwarves’ neat tunnel hr aks 
into an old, musty passage, so ow 
that all hut the shortest memhe s of 
the party will have to stoop. he 
sound of water dripping into SI my 
pools echoes in the darkness, acc m- 
panied by the occasional crea of 
rotting, wooden pit-props. i 

high. Characters taller than 
stoop, and have a -1  penalty on 
(theorcsareusedto thetuunels 
suffer this penalty). In the t 

v - Paralysed OK‘. The drc is sh 
webs whichare freshenough 
those who touch them (see 

reached. 

xp 25; BD39. 

of damage. The character 
rescued easily. 

Note: Dwarves who are examini 
tunnels have double the normal ch 
noticing hazardsxorz(1-4on aroll 
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W12 . Statue Chamber 
This Id, damp chamber is IO feet higi 
is em ty except for a plinth which bore 
statue that the miners gave to the elves 

W12e i Ancient Guardiar 
I 

I 
The s atuettes represent robed men w 
jackal like heads. They are actually silvc, 
living statues which all attack if any are 
touch d or disturbed. The statues cannot 
he da aged by nonmetal weapons or non- 
magic 1 fire, and take only half damage 
from e ged weapons. The silver content of 
each s tue, if killed, is worth 5Ogp. 

12 silv r living statues: AC 4; HD I + l ?  hp 6 
each; V 120‘ (40’); #AT 1 bite; D 1-4; Save F2; 
M L  12 AL N xp 19 each; THACO 18; BD32 
(and p 5). 

The s letons are of orcs. Each has 9gp in a 
belt p uch. The blocked passage on the far 
side of i the chamber was the entrance to the 
oldmi e 1 , 

T h  cramped tunnel opensoutintoa 
lar e cavern where dripping watei 
has formed a legion of stalagmites 
an stalactites, some of which join 
up form slender pillars. Across onc 
par of the cavern a number of thest 
pill rsonceformedacage-likemeen 
hut r way has been smashed through 

Theca ernis50feethighinthecentre.- 
entran e to the shroud spider’s lair (ai 
g-i) is a dark tunnel, 30 feet above 
cavern fla 

w12g Slurp! 
This mp side-tunnel is 
ochre elly. As the party comes near 
slither out to attack. It has no treasurf I 
1 ochr jelly: AC 8 (only harmed by toll 
fire);H 5’; hp l7;MVSO’(LO’);#AT1;D’ 
Save F ; ML 12; AL N xp 300; THACO 
BD35. i 



I 

W12h. Shroud Spider’s Lair 
Thefloorof thespider’slairislitteredwith 
gnawed hones and fragments of clothing. 
Slumped against one wall is a human 
skeleton wearing a silver and gold belt 
(value - 450gp). 

W12i. Food Store 
Five web-shrouded bodies hang by threads 
from the ceiling: two orcs, two dwarf 
miners, and the gnome Tekaryou. All are 
alive hut paralysed, and will revive after 2 
rounds if the webs are removed. 

If the adventurers bring back Tekaryon and 
the dwarves alive, the miners will give 
them the necklace from the large cavern 
(value - 3000gp) as well as the agreed gold 
(if they kill the spider). 

W12j & k. Smaller Caverns 
These caverns are 30 feet high. The narrow 
tunnel between them will only be found if 
characters look for it (automatic success), 
There are 2-5 om guards in area k. 

W121. Hidden Entrance 
The two walls of debris which appear to 
block this tunnel conceal hidden entrances 
to the OTCS’ lair (treat as secret doors). There 
are2dorcguardsin the tunnel between the 
secret doors. 

Wl2m-p. Or-’ L 
Any or& that have not been encountered 
elsewhere are found in these areas.The 
orcs’ lair is squalid and cramped, with 
ceilings I feet high. Thereislittlefurniture, 
and the walls have been painted with black, 
web-like patterns. 

In the centre of area m (the orc leaders’ 
room) is a threadbare, stuffed lion. The 
leader’s treasure is kept inside the lion, and 
may beremoved hy reachingin through the 
mouth. The mouth is trapped. Unless the 
trap is disarmed, i t  snaps closed (damage 
- Id6) if thetreasureisdisturhedor thelion 
is moved. Once closed, the mouth locks 
shut (usual chance of picking). The lion 
contains ZOOOgp, an ornate, silver anklet 
(value - 35Ogp). aboot(theother halfof the 
pair of elven boou - see area 9, p9) and a 
sao l l  with the spells cure light wounds, 
holdwrsonandresistcold. The lionskin is 
very tough and, if it is hacked open, the 
boot and/or 
chance for ea 

W13-Wl5. Tombs on the Ridge 
These three ancient burial mounds, stan- 
ding on a prominent ridge, are clearly 
visible up  to 6 miles away. Each is 
surrounded bv a scorched. circular area of 

barren soil (Map W13-WI5). Charac ers 
entering the barren areas experience stra ge 
changes in their surroundings (see bel w). 
These changes only affect those inside I the 
areas. I 

If the adventurers spend the night in ide 
any of the harren areas, their sleep wil I be 
disturbed hy awful dreams. Clerics, m pic 
users and elves will not be sufficie tly 
rested next day to re-learn spells. 4 
W13. Circle of Night 

As you enter the area of harren soil 
the world around you sudden1 
becomes as dark as night. Ahead, th 
pillars which flank the entrance int 
the mound are glowing, bathing th i area in a weak, shadowy, green light 

Characters entering the circle are attac ed 
by five shadows which gain surprise a 

5shadows*:AC7:HD2+2*; hpl0eachM 90‘ 
(SO’): #AT 1 touch; D Id4 + drain 1 p i n  of 
strength for8 turns;Save F2; Ml l9;ALQ x 35 

roll of 1-5 on ld6. 

each; THACO 17; BD56. i 
W13a. Entrance 

corresponding type). 

W13b. Passage of Corpses 

Inside the portal, a tunnel slope 

side, frescoes of ancient priests i 
jackal-head masks stare out from thq 
walls. Although the passage is i 

air. 

maaical mace from area c (see below). , 

(special). 

breast. 



- 
, notic that “a few at one end of the 

As you come into the scorched circle, proce sion” (actually as many as the 
the air fills with bird-song, thcugh trapp d player characters) seem to have 
there are no birds to be seen, and been cut more recently than the rest.. If the 
springflowers burst from thegrassat charaqxers erase or deface these fresh 
your feet. The lichen-covered door carvirgs (and this is easy to do, since the 
into the mound has changed to marble is soft), the bronze door opens and 
burnished bronze, and the weathered the party can escape. 
grey scone of the door-posts and 
lintel is now white marble. Characters find the hidden exit a u w  

secret doors. The orc skeletons haw no 
treasure or usable ge; 

, matically if they search the chamber for 

.. . 

4a. Pillaged Cham 

e stone door leading to this 
amber hangs open and a smell, 

worse than that outside, greets 
from within. Scattered around 
stone-flagged floor are broken 

are cursed to carry the weight of the coins 
for a year and a d a y  (i.e. the weight of the 
stolen coins should be included in their 
encumbrance). This curse can only be 
removed by a cleric of level 8 or higher. If 
the PCs mention their affliction at Sukis- 
kyn, Pyotr (or Stephan, once found) will 
recommend that Threshold is the best 
place to find a cleric to cast a remove curse 
swll (see area T2. ~37). 

procedure described in area b. 

with a dagger tip. 

bones, rusted weapons and fragments 
of twisted armour. In the far wall, a 
heavy stone doorway, once sealed 
with plaster, has been smashed open. 

The bones are the remains of skeletons 
destroyed by Golthar. If the adventurers 
approach the smashed doorway, the two 
wyrds in the room beyond will attack. Each 
wyrd is wearing a suit of ordinary chain- 
mail armour, a helm with a gem set in the 
brow (value - 15Ogp each), and a belt from 
which hangs a scabbard containing a 
jewelled sword (value - 250gp each). 

2 wyrds:: AC 4; HD 4’; hp 21 each; MV 120‘ 
(40’); #AT 2 glowing spheres; D ld6/ld6 
(Id6+3/ld6t3 vs. elves); Save E4; ML 12; AL C 
xp 175 each; THACO 16. R 30/€0/90: New 
Monster. 

two smashed coffins (which held 
the wyrds), this crypt contains hundreds of 
broken weapons, mangled suits of armour 
and smashed shields. 

W15. Fool’s Gold 

This alluring, false tomb was built as a trap 
for grave robbers. Thesecretexit(fr0marea 
c) cannot be found from the outside: 
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There are 13 skeletons here - six humans 
(a thief, four fighters and a cleric:), two 
elves, a halfling, three orcs and a bigbear 
- all victims of the trap. Amongst their 
clothing and gear, the adventurers f nd the 
followingusableitems(therest haverusted 
orrotted): threeswords, rwodaggers, 3 long- 
bow, three shields, two suits of cha nmail 
arrnour(halflingande1f s1zes)andasuitof 
plate mail (human size). The thief, acquisi- 
tive to the last, gathered the following 
items into her pack: silver holy symbol 
(value - 150gp), a silver incense Jurner 
(100 gp), IlOgp in coins, three gem (25gp 
each) and a short sword +1. 

W15h. The Mocking Face 

There are three more skeletons - 
probably orcs - on the floor of his 
side-chamber. The walls are deaor- 
ated with carvings in low re ief, 
including a large face which sm rks 
at you mockingly. , 

itms W14a- W16) 

This chamber is an alternative, but dan- 
gerous, exit from the trap. The grey figure 
is a living rock statue which squirts grey 
ooze instead of magma. Any character hit 
bya bl3bof oozefrom thestatuesuffersZd4 
points of damage (plus the ocher effects of 
the ocze) each round until the ooze is 
killed. The statue has no treasure. 

1 livirg ro&/ooze statue: AC 4; HD 5**; 
hp 29; dV 60‘ (20’); #AT 2 squirts of grey mze; 
D Zd4/ld4 k see below; Save D5; ML I I; AL N; 
xp 425; THACO 15; BD32 (and p55). 
blobs c l  grey ooze: AC 8; bp 4 each; D Zd4 per 
round(iutomatic)+dirsolvemetalin 1 round(l 
turn fo’ magical items); Save FI; ML 12; xp 25 
each;BDSI. 

R CKONING WITH 
$HE WOLFSKULL 

The s arch for Pyotr’s brother Stephan 
eventu Ily leads the party to the Wolfskull 
(Kloss unk) goblin lair, the location of 
which has been discovered during the 
advent rers’ explorations east of Sukiskyn. 
Altho gh Stephan was brought to the after 
his ca ture, he has since been taken to the 
ruins i f Xitaqa (pronounced “zit-AH-ka” 

Deep n the Dymrak forest is a dismal 
valley mitten centuries ago by a magical 
blight that turned every living thing - 
plant J r animal - to stone: 



This petrified forest is an eerie and 
silent place, with little or no colour 
to relieve the grey stone of the stiff, 
blighted treesandundergrowth. The 
trees were transformed while in full 
leaf, and now form a dense, opaque 
canopy which draws a shadowy, 
twilight gloom over the forest floor. 
The only living things here are 
patches of pale moss and lichen on 
the tree-trunks and limp, web-like 
creepers hanging like shrouds from 
the branches. 

Elsewhere, the party find petrified birds 
and animals (deer, foxes, boars, etc.). 
Patches of tangled, petrified undergrowth 
rise to an average height of 8 feet, and 
smashing through them requires 40 points 
of damage for each IO-foot-square area. 

The petrified forest is so dense, dark and 
tangled that visibility is only I00 feet. 
Although torches need not be used during 
daylight hours, underground (dungeon) 
mouement rates and ranges should be used 
for  encounters and combats. In the forest, 
goblins do not suffer the-/ Hit  roll penalty 
caused by daylight (BDj l ) .  

There are several trails criss-crossing the 
valley. Most of these lead eventually to the- 
Wolfskull goblins’ lair (see Goblin Patrol 
- below) at the heart of petrified area. No 
matter which trail the characters take, 2 
turns after entering the forest they are set 
upon by five hungry, giant bats: 

5 giant bats: AC 6: HD 2: hp 6 each; MV 30’ 
(IO’), flying 180’ (60’); #AT 1 bite: D ld4: Save 
Fl;ML8;ALN;xpZOeach:THACO 18BD25. 

lifeless trees. Looking along it, y 

appear to have seen you. 

The patrol consists of 10 Wolfskull gohlins 
and 3 dire wolves (see below). If they 
immediately take cover and hide, the 
adventurers will be able to ambush the 
patrol (automatic surprise) as it comes 
near. If they hesitate for more than 1 ro md, 
however, the patrol notices them and 
attacks. The goblins surrender if they fail a 
morale check. 

The goblins are readily recognisable as 
Wolfskull (see PSVI). The party will lave 
no difficulty tracing the goblins’ rmte 
along the winding track to the Wolfskull 
lair. 

The Wolfskull tribe constructed. their lair 
by erecting stone walls between the tre s of 
a petrified grove (see Map W16). So e of 
the larger trees were hollow, and the 
goblins have taken advantage of this (see 
areas b, g, and i). The canopy of leaves and 
branches here forms an impenetrable oof, 
which varies in height from 15 to 30 eet. 
Most of the walls are concealed by petr fied 

The Lair 

thickets. I 
, .  , 

Goblin Patrol 

When the adventurers are 3 miles from the 
lair, they encounter a Wolfskull patrol: 

more dire wolve 

tree. The chains allow t 
ch the door but no further. 



, .  
uld be determined as usual. 

nside the cell, and visible through the 
bars, is an old woman, Babushka ( N M  hp 
1). A thief has a 60% greater than usual 

W16e. Prison Guards 
There are 7 ordinary goblins and a goblin 
bodyguard here. They will hear thecomhat 
with theguards(areac)ifitlastsmorethan 
3 rounds, and will hide behind the large 
tree in the middle of the room. If they are 
hiding, the goblins surprise the party on a 
roll of 1-3 on ld6. Otherwise. surmise 

A large goblin, wearing a magnifi- 
cent white wolf's skin, glares at you 
from a throne on the far side of this 
grand, fur-decked chamber. Before 
him, a bodyguard of goblins stands 

The goblin king Kloss has 5 goblin 
bodyguards and 5 ordinary goblins with 
him. If the fight with the guards (area c) 
lasts more than 3 rounds, the goblins here 
will hear it and will automatically win 
:-:tialive in the first round. Otherwise, 

tiative should be determined as usual. 

Many of the furs hanging on the walls are 
very old and tattered. The better ones are 
worthatotalof250gp.Undertheseatofhis 
stone throne is Kloss' treasure: 500gp in a 
sack, a broken coronet with all hut one of 
thegemsremoved (value - 250gp). apotion 
of delusion, and a shield +2. 

W16h. Chamber 
This room is unoccupied, and contains 
piles of coarse bedding. The circular door 
set into the endof the tunnel-like bridge (i) 
bears a crude painting of a split skull. 

If the adventurers do not go into the chief's 
chamber (g) before venturing into Vlack's 
part of the lair (areas i-k), the chief Kloss 
and the other goblins from area g either - 
wait here for the adventurers t 
else follow them (DM's hscreti 

Vlack's Quarters 

Vlack and his retinue of hobgoblins and 
hats have left the Wolfskull lair tq report 
hack to Golthar (see WE5). 

W16i. Hollow Log 
A 5-foot-diameter tunnel runs through the 
centre of this hollow, petrified log!hridge. 
Half-way along is a trapdoor trap; (usual 
chance of noticing). Any CharacterNfalling 
rhrough the trap must roll less than his or 
her Dexterity on ld20 or fall to tbe river 
(and the piranha1 - W16a) below. A 
successful roll means that the character has 
managed to grasp the edge of the hole. 

Wl6j. Hobgoblins' Room 

1 seems better 
ers you have 

I tdhle, 
ere is a 
furry, 

ong as 
mom a hole 

trunk, teeth 

The aeatures are giant ferrets and ylack's 
pets. They live in a "kennel" (majked x) 
inside a hollowed tree, and are accustomed 
to being fed by the goblins. If the party 
feeds them meat, the ferrets do not:attack 
(except in self-defence), hut they have 
limitedpatience. If, after2rounds, 40 food 
is forthcoming, the ferrets attack. :In the 
next round, the five other ferrets from the 
kennel join the fight. 

8 giant fenets: AC 5: HD Icl; hp 6 e--.., 
MV 150'(50'); #AT 1 bite; D Id6 SaveF1; ML8; 
AL N; xp 15 each THACO 18: BDSO. ~ 

The furniture is for use by Vlack'b hoh- 
goblin guards, and is larger than Fohlin 
furniture. 

s still inside the goblins' lair, 
s too frightened to talk. Once 

a big hobgQhlin called 

blins and goblins wanted to 
ere "the great map" was, hut 

, the adventurers 

'The qraturcs are thoulr, left hrrc to guard 
Vlac 's treasure. They attack an) intruders 
on si 111. but will not cioss the bridge (i) .  

3thoyls. .\<:e HD3**;hp lSnch(rrgmcratrI 
p e r  1 0  nd) UV lZLl'(40'): * A T  I word. L) l c 1 8 :  

BD: 

3 
Save &. , AIL : ,  I O  A L  C xp 65 rach. 'TII.AC0 17; 

the h hgoblinl', with a bed, comfortable 
rhairend table. 

Vlacklsurawrrir krpt ittarmallcompait- 
men1 .n the t r u n k  of one of the i res .  The 

(autoqiaricallg found if srarched for) and 
ttapp d (hut not lockrdi. If ilir trap is not 
disai I ed before t h r  door 15 opat4, a large 
petrif ed blanch w 4 c s  dowii into t h t  
room froin above. All characters in thr 

(iicqaqed hg a iuccorlul sawttg throw VI. 
Dragupl Ricdth,. 

Inside thr compartment.i$ a locked chest 
wiitaying 200Ogp. 5 gems (500gp each), 
and a nurvtr w i t h  3 arrows -2. 

door i of the romprtmcnt 15 disguwd 

rooin r suffer 2d4-2 points of damage 
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suggestion, since the horse-dealing of 
Pyotr's folk has hardly made them friends 
of the chevalll Kuzma (or Stellios) persists, 
however. savine that the "horse-man" can 
be summoned "by whistling at midnight 
on the high moor for three nights running 

I 

while standing on one leg!" 

Meeting on the Moor 

The old person's advice is not as crazy as it 
sounds. If the adventurers go out onto the 
moors at night and whistle (the exact time 
is not important, nor is standing on one 
legl), Loshad will come to them on the 
second or third night (DM's discretion). 

Loshad approaches the party in centaur 
form, accompanied by his three warhorse 
bodyguards (see PSIV for statistics), and 
asks them what they want. If the adven- 
turers ask for the location of the "ruins of 
Xitaqa", Loshad promises to tell them on 
the following conditions: 

I .  Four nights from now, the party must 
bring toLoshadat this place the headsof 
the werewolf Bailakask and her son 
Kalkask - both blood enemies of the 
horses. Loshad gives the characters 
directions to the wolves' den (W17 -see 
below) and advises them to attack at 
night when most of the pack will be out 
hunting. If they kill the wolves which are 
there at the time, the adventurers can 
ambush the others when they return. 

The adventurers set their horses free 
within a month (25 days). 

W17. Wolves' Den 

The werewolves (Bailakask and her son 
Kalkask) and their pack of wolves have a 
den of caves (marked W17 on Map K and 
shown in detail on Map W17) in a rocky 
outcrop by the Volaga river. The entrance 
to the den is a narrow, natural tunnel (a) 
which the adventurers will find only if 
guided here by Loshad (see above). 

If the party ignores Loshad's advice and 
comes during the day, the werewolves and 
wolves will all he here, and any assault 
could be very dangerous. 

If the adventurers follow Loshads advice 
and attack the lair by night, Bailakask, 
Kalkask and most of the wolves will be 
away hunting, leaving only 5 wolves to 
guard the den. These wolves are all in the 
open area (b). Once these wolves are 
overcome, the party will he able to lay an 
ambush for the rest of the pack - 
Bailakask, Kalkask and 6 wolves - which 
will return in 2d4 hours. Any horses left 
outside the lair will be attacked and killed 
by the returning pack. 

1 -  'le following day. 

den, the scent of wolves and werewolves 
causes the horses to shy away and makes 
them difficult to ride. 

e moor at the appointed time pla wit 

..ang on wooden pegs set into both wa Is. 



When, following Loshad's directions, the from the party. If so, the party will 
adventurers' search for Stephan finally chance to meet him later in the ad5 
takes them to the ruins ol Xitaqa, they will (see Threshold, p34 k The Lost 
confront Golthar (seePSV), themagicuser p44). It will not spoil the adventur 
and Master of the Iron Ring who unleashed party manages to overcome him, h, 
the attacks on the homesteads. Golthar is I since the other members of the Irc 
clever, and it is likely that he will escape will carry forward the evil plan. 
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The rambling, ancient, Hutaakan settle- 
mentofXitaqa(MapsK&X)washuiltina 
knot of winding, steep-sided, gullies eroded 
into theescarpment above theVolaga river. 
Apart from the tower building which 
dominates the scene, the ruins are single- 
storey, with bland, windowless exteriors of 
dressed stone blocks, and are cut into the 
bedrock of the gulley sides. Every item of 
use or value belonging to the original 
inhabitants of Xitaqa is long gone. 

Several troops of rock baboons live here as 
well as the Yellow-fang (Faz-plak) goblin 
clan (see PSVI) who have trained some of 
the baboons to serve them. The Yellow- 
fang headquarters is in one of the old 
public buildings (Xl-S), but many live in 
the smaller ruins (G).  

Golthar, his Bloodhead (Vlackkag) hob- 
goblin minions (see PSVI), and a squad of 
Iron Ring warriors (a Reaver and seven 
Hounds, p24) have taken up residence in 
the partially ruined tower (X5-Xl2, p26). 

A Wild Welcome 

As you near the ruins, there is a 
bestial screech from an area of 
boulders to your right, and a troop of 
brightly-coloured apes break cover r- and rush towards you. 

The apes (which are 50 yards away) are a 
foraging troop of wild rock baboons. The 
baboons charge towards the party toattack, 
hurling stones and screeching as they run. 

6 wild rock baboons: AC 6; HD 2 ; hp 8 each 
(14torleader);MV 120’(40’);#AT 1 hurledstone 
or I club/l bite; D Id3 01 I d W W  Save F Z  
ML 8: AL N: XI) 20 each: THACO I8 - 

OUTER RUINS (Map X) 

g 

The Streets of Xitaqa 

the gulley floors: 

Winding along the floor of th 
gulley, the overgrown cobbles of a 
ancient street lead you between th 
dismal ruins. From around thecorn 
ofabnildingjustahead,youhearth 
sound of shuffling footsteps. 

The footsteps are those of a patrol of  6 
Yellow-fang goblins and 5 slave rock 
baboons. If the adventurers hide at o ice, 
they can ambush the patrol (surprise on a 
roll of 1-4 on ld6). Otherwise, the goblins 
and baboons see them and attack. 

, .  

The High Ground 

If the adventurers cross the higher gro 2nd 
above the gullies, they are attacked by 5 
giant bats: 

the tower of Xitaqa is still extreme1 
Even reduced as it is to a mere stu 

immessive. As YOU aooroach th 41 

Minor uildings (B. G. S. & E.) I 4 

wild rock baboons here. The baboons’ lairs 
contain n b treasure, only their bedding and 
food. I 
G. Gob1 n Lair 
There m a Y be ld4+1 Yellow-fane goblins 



X2. Hall 
There is a wooden platform against one 
wall, from which the goblin king Plak 
looks down on 5 ordinary goblins and 4 
bodyguards who are gathered around a 
table, betting on a race between cock- 
roaches. Inaddition to thegoblins' personal 
treasures, therearecoins worth 2OOgp in all 
on the table. Hanging on the frame below 
Plak's platform are the clan trophies: 10 
human skulls in rusty helmets, a tattered 
flag (worthless), a decorated hunting-horn 
(60gp), a pair of jewelled spurs (250gp 
each) and a beautiful goblet (350gp). 

GOLTHAR'S TOWER 

Characters climbing up  the outside of 
Golthar's tower will beattacked by 3giant 
bats, and will find that there is no way into 
the tower from the top. Following Gol- 
thar's orders, the goblins will notenter the 
tower under any circumstances. 

X4. & X5. Plaza and Entrance Hall 

The towersurmountsa large, low building 
overlooking an overgrown plaza (X4). The 
impressive bronze doors leading into the 
buildingsareeach2Ofeethigh.Thecentral 
door is open, and theBloodhead hobgoblin 
guards in area X5 will notice and attack 
(with crossbows at first) any adventurers 
they see. 

5 Bloodhead (Vlackkag) hobgoblins: AC 6; 
H D  I t l ;  hp 6 each; MV 90' (30'); #AT I sword or 
I crossbowquarre1;D Id8orld6;SaveFI:ML8; 
AL C xp 15 each  THACO 18 - R M)/120/180; 
BDSI. 

The  hobgoblins live in the entrance hall 
(X5). Each has 25gp. Their rough wooden 
furniture contrasts sharply with the faded 
opulence of the chamber which has a 

-. 
The crypt was once full. but has b C' 

stands empty. 

The transparent cubes are hiding in the 
alcovesmarkedgand, ifpossible, w itfora 
chance to attack the adventurers fro both 
sides at once. Inside the cubes ar three 

2 gelatinous cubes: AC 8; HD 4; hp 18 each; 
MV60'(ZO'j;#ATl touch;DZd4+paral is(Zd4 
turns. negated by saving throw VI. Pa alysisj; 
Save FZ; ML 12; AL N, up 125: THA IC. 

gems worth 330gp in total. 

BD3O. I 
X7. Old Library 

coating of thick web-like strands. 

The library is the lair of two giant spiders. 
One attacks as the party enters, but the 
other remains hidden with her broo? in a 
nest amongst the webs (marked s), aktack- 
ing only if approached or threatened. The 

AL N; xp 50 each; THACO 17; BD38. 

X8. Vlack's Quarters 
I 

I 
The marble wails and tiled floor f 
this chamber are dulled with a e. 
The statues of jackal-headed m n 
staring blindly from their plinths y 
the walls are robed in dust, and t e 
fountain in the centre of the roo 
has dried up and filled with rubbis . 
The place seems abandoned, hut a 
low growl from behind a curtain d 
partition warns you otherwise. i 

ontains 150gp, a silve 
human-sized suit of I 
word, a short bow, a 
armour and weapon 

ephan (seeX10). Theca 
nacles are symbols 

s oyalty to the Iron Ring, 

user Golthar is interrogating 
ho is securely bound) in the 
cle (a), using the threat of an 
notaur to torment him. Before 

cleaned out by two gelatinous cubes: 
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Portraits a-d have small holes in 
(visible only on close inspection) AsthedooroDens,vouhearvoices- 

being seen.-Golthar(seePSV) hides 
portrait d and waits for an 
moment (ex.  if an adventurer 

empty, and thevoicesarecomingont 
of thin air1 Instantly, the conver- 
sation ceases. the far door ooens. and 

cries the familiar voice, as a menacing from one holed piciure io another, cast 
bellow fills the air. spells at the party. 

Thejade livingstatuesareimmnne toslbp 
Theminotaurattacks the party atonceand 
fights to the death to cover its master’s 
escape. It can see the party since its sword 
+1 enables the wielder to use a detect 
invisible spell (range 60’ - BP41) once per 
day. You should remember that the adven- 
tnrersare invisihleeven toeachotherwhile 
inside the room. 

and charm spells, have excellent 

&: BD32 & p55. 

THACO 14; BDM. 

hp 13 (26); MV 120’ (40’); #AT Unarmed 
D Unarmed ( t l  with any melee weapon); Save 
F5; M L  IO; THACO 16. 
Clothing: Torn blue robe. 
Appearance: Male; age 37; tall: red-haired; 

bruised and haggard, bound with rope. 

12. Golthar’s Room 

ent Hntaakan SCTOII. It 
st be handled carefully. 
by means of a read 

or a thief of level 4 or 

urges the party to pursue the- magic user at 
once. The information which Stephan can 

mirror 

-rcend 

first concern will be to ask 
fety of his relatives at Sukiskyn. 

he will tell th- 
turers hear the explosion as they 

rive the Dart” (either now or later) is listed ---*.’ *h- 

har will have locked the door teading 
to know where 

gazeout from dusty 
sullen room whose 

s are a pair of pink, 
oids. On the wall hangs 
p ns of the ruined 

they were taken from the 
n does not k m w  where to. 
days before .the party’s 

har inteqogated Stephan 

(locked and untrapped): 

- 2 large sacks with 5555gp in  
- a potion of delusion 

The paintings are trapped. Although their 
canvas can be hacked through easily with a 
sharp weapon, anyone so doing will suffer 

the riches i t  might lead to. 

secret of  the tapest 

lI-X12/Stephrm’s Tale 
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vers are sent to Krakatos and 
m, but will not beencountered = 0 

i a 

! 



As the needle is touched to the 
tapestry, it sparkles brightly and its 
golden thread shimmers. Moving of 
itsown volition, theneedlemagically 
weaves through the golden tapestry, 
subtly changing the areas it passes 
through. Soon the geometric patterns 
are gone, replaced by a beautifully 
executed map depicting a coastline, 
rivers, and a pulsating golden area 
nestled in a mountain range. 

The map shows the area now known as tllC 
Grand Duchy of Karameikos (show the 
players the Colour Tapestry on the inner 
folder). The map was made before any of 
the Duchy’s modern settlements were built, 
hut Xitaqa and the Lost Valley of Hutaaka 
(the pulsating area) are clearly marked. 
Stephan recognises many of the geograph- 
ical features and points out where Kelven, 
Threshold and so on (Map K) now stand. 

With this knowledge, the Lost Valley c 
he seen to lie in the mountains north of 
Threshold, in an area Stephan knows to be 
wild and untamed. 

Now that the goblins are defeated, there is 
little to keep Stephan or the adventurers at 
Sukiskyn. In fact, Stephan is eager to 
journey with the adventurers to the Lost 
Valley. His oldadventuringspirit has been 
rekindled by the prospect of a lost civil- 
isationandits wealth.Aboveall, hewishes 
to thwart Golthar by beating him to the 
prize he seeks. Any planningordiscussions, 
however. will he temoorarilv Dut aside bv 

I .  

preparations for the f 

A Joyous Feast 

The celebration is a riotous affair with 
much singing and dancing. It takes a 
similar form to the more muted event after 
the siege (p14), but Pyotr is in very high 
spirits and, like the rest of his clan, more 
than a little drunk. He declares the 
adventurers to be his greatest friends and 
says they are always welcome at Sukiskyn. 
As a special gift, he gives each of them a 
lOOgp gem. Stephan, however, can thinkof 

(. nothing but the magical tapestry and 
proposes the following plan of action. 
Since the adventurers have yet to complete 
their original assignment of escorting the 
clan’s white horses to the elves west of 
Kelven, he suggests that they should take 
the horses to the elven village at Rifllian 
(where they should fetch a g o d  price) 
following a route via Misha’s Ferry which 
avoids Kelven. He has given much thought 
to the plan: 

i 

who also retire. 

Encounters and Events 

Between Sukiskyn and Rifllian, 

kdifications to the actions of 
Besure toreadall 
before attempting to run this sectiob 

eing if wounded to 12 or 
. If unmolested, it comes to 

t of the adventurers, pe’ 
m and then wanders off. 



- 

not stand lor this? 

rb objection to them being taken to 

The Reavers each have 45gp and, in 
addition, one of them has a small bottle of 
rare perfume (value 75gp). The Hounds 

Loshad agree to change his ori inal 
bargain with the party. Lawful char cters 
should be eager to rescue people fro! thr 
slavers, and could oossibh be Denali I ed if 

Events WE6 and WE7 involve the chevall 
Loshad and a group of Iron Ring slavers 
andgoblins whowere headingwest towards 
Black Eagle Barony (see EX%) with a 
group of slaves captured during the goblin 
raids. Loshad‘s main concern was that the 
horses had been maltreated by the slavers, 
but solar he has failed to free them. Now h- 
will try to get the party to do this for hin i 

.~ . 
they do not (DM’s discretion). 

Although the location of the Iron ing 
camp is marked on the wilderness m p. i t  
may be moved to wherever is most con- 
venient within 2-3 hours ride of the p rty. 

Even if thepartyagl-eesatoncrtoattac the 
slavers, Loshad will still  ask wher the 
white horses are being taken. 

before galloping away over the moors. other than the trails very difficult. 

This time, Loshad is in centaur form and (Rucker - C5, Sydnor - F4, and Sgag 
gallops up to the party i n  a non-threatening bugbear), eight Iron Ring Hound 
mannrr. If attacked. hr flres, but otherwise eight Yellow-fang (Faz-plak) goblin 
he greets the party’s horses before talking to Xitaqa. Aksel, the Reaver envoy 
the advrnturers. 

what has happeti 

- A short distal 
(Gnhasska - see PSVI) tribe. 

directions) is a ra 

chained u p  and beaten by the others. 

become unmanageable. He hoped that others watch. 
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Slavers 

I+ : 

Spells: 

shield): F4; hp 25: MV 90’ (30’ 
D ld8+2 (inc. S bonus); Saw F. 

slaves: AC 9; N M  hp 1 (3) eacl 



After being released (Sydnor has the keys to 
their chains), the human prisoners will 
attempt to kill any survivinggohlin (slaves 
or captors), unless restrained. 

Loshad does not join in any attack, hut 
watches (invisible) from a distance, After 
the Iron Ring has been defeated, Loshad 
appears and requests that the horses are 
released, although he is willing to let them 
carry the prisoners to Sukiskyn. Once at 
Sukiskyn, thehorses will hecomeunmanage- 
able and untameahle. 

W19. Gnomes' Ferry 

The Shutturga river is crossed here by a 
ferry run by a group of five gnomes. It is 
similar to Misha's Ferry except that the 
gnomes also run a hostelry - a stone 
building on the east hank of the river, with 
a bar, kitchen and numerous bedrooms. 
The gnomes enjoy a good haggle (see 
PSVII) and base pvices at the hostelry and 
for crossing the river depend on the 
gnomes' assessment of the characters' 
wealth. When asked the price of anything, 
a gnome pauses in deep thought while 
inspecting the character, before giving a 
price. 

Typical base prices for the adventurers are 
given below. If the adventurers have made 
an effort to conceal their wealth, or are 
particularlyostentatious, feel free to redu, 
or increase the base prices accordingly: 

- crossing the river: 5gp per adventurer, 

- bed for the night: 2Ogp 
- stabling per horse: 5gp 
- meal: 15gp, ale: Zgp, wine (glass): lgp 

5 gnome ferrymen/hostellers: AC 7 (leather); 
HD I: h p  5 each: MV 60' (20'); #AT 1 short 
swordDld6;SaveDI;ML8;ALL;THACO 1 9  
BD3O. 

lOgp per horse 

Other Visitors 
The Reaver Aksel, accompanied by tw- 
Hounds, arrives at the ferry on horsebai 
soon after the party. He is looking for t t  
Reaver cleric Rucker and the slave train 

I f  theadventuresgo into thehostelry,Aksel 
and the Hounds enter it soon after and 
order drinks. Aksel soon recognises the 
characters and, realising that he and his 
hounds are hopelessly outnumbered, leaves 
as soon as possible. If, for some reason, a 
fight does break out, Aksel deserts the 
Hounds, leaving them to cover his retreat. 

I f  the party passes by the hostelry, Aksel 
and theHoundsrideupas they areaossing 
the river. He recognises them immediately, 
but continues riding. 

Unless prevented by the party, Aksel finds 
the encampment of the Iron Ring slabers 
(WE7). If the players have not a ready 
disposed of them, Aksel sends zither 
Rucker or one of the other Reavers, mr one 
of the Hounds to follow the party. Other- 
wise, he returns to Kelven to report their 
demise. 

Aksel - Reaver of the Iron Ring (thief) AC 4 
(leather armour t Dex. bonus); T3; h p  9; 
MV 120' (40'), 240' (80') mounted; #AT 1 sword 
or1 throwndagger;Dld8orld4;SaveTS;ML9: 
AL C; xp 50; THACO 19 or 16 R - IO/Q0/30; 
PSIV. 
Treasure: 8 gems in belt pouch (50gp each). 

7 Hounds of the Iron Ring: AC 7 (leather 
armour); HD I t l ;  hp6each MV 120'(40'), 240' 
(80') mounted; #AT 1 short sword; D lde; Save 
FI; ML 1 2  AL N; xp 19 each; 'THACO 16 (inc. 
ferocity bonus): PSIV. 
Treasure: each has 2d20gp in mixed co 

WE8. Merchant 

Where the trail from Misha's Ferry joir 
the trail north from Kelven, the pari 
encounters a merchant caravan bon d f i  

Selenica: I .  

The three riders are guards (F1) f r the 
caravan. On seeing the party, two of them 
halt while the other returns to w a n  the 
main body. The guards are wary of mack 
hut greet the adventurers in a fri:ndly 
manner. They explain that they are part of 
the caravan of Ahiktos, bound for Selenica 
and that their caution is the result of recent 
increased bandit activity on this trail 

The rest of Ahiktos' caravan winds its way 
down theroadafter5minutes. Itconsistsof 
20 wagons (each pulled by four nules) 
carrying spices, silks and velvets. It is 
guarded by 45 mounted fighters. Should 
the party make any attack, all the giards 
attempt to deal with them while thedivers 
take care of the wagons. 

Ahiktos the merchant: AC 9: F3; h p  15; 
MV 120' (40'): #AT 1 sword; D I d 8  Saie  FS; 
ML 8 THACO 19. 
Appearance: Male; age 58: black-haired, over- 

Clothing: Fine satin robe with goldembroidery. 
Personality: AL N; Outwardly friendly, bi 

weight. 

always scheming after profits. 

Iguards:AC5(chain);Fl; hp6eac 
'), 240' (80') mounted #AT 1 sword 

kes an additional income I 
mation and is well inform, 

her thehorsesareforsaleand 
them. His base offer (see 

p each. Whether or not the 
horses, Ahiktos then hints 



Rifllian is a small elven village of 170 
inhabitants on the western bank of the 
Windrush river. The village is an outpost 
of the Callarii elves and serves as a trading 
post for those wishing to trade with the 
elves, or simply as a stopping place by 
travellers. The buildings are all made of 
wood and are two storeys high. 

Iron Ring Watchers 
Searching for the adventurers, the Reavers 
Jolenta and Gactis (see PSV), accompanied 
by two Hounds, arrived at Rifllian the day 
before the party. Jolenta and the Hounds 
entered the village but, gaining no news of 
the party, rejoined Gactisand the four the 
hid themselves on a wooded knoll o w  
looking the village. 

The Reavers see the party arrive, and wait 
until theadventurers leave before releasing 
a carrier pigeon to Kelven to inform the 
Iron Ring. Joleiita then hurriedly heads 
north to organise a group of brigands to 
attack the adventurers (see WEIZ), while 
Gactis hangs back and follows them (see 

elves (see PSVI) of levels 1-4. Anv of thes 
I ~ ~~~~ 

can remember seeing the "dark lady" wh 
visited the village, and some (20%) noticeu 
that she rode north when she left. 

The elves admire the white horses great1 
and Id20 elves will show an interest if th 
party offers themforsale.Eachelfwillonly 
want to buy one horse, and their base offer 
will be 15Ogp. If they want to sell all of the 
horses, the adventurers must bargain with 
the trader Prestelle (see RS). 

Callariielves:AC5(rhain)or9E1-4: hp4-16: 
MV 120' (40'); XAT 1 dagger. 1 sword and/or 1 
arrow (long bow); D ld4, Id8 and/or Id6 Save 
El-4: ML 9 AL N: THACO 19or 17; BDSO. 

Stubbs Plattermann (halfling): AC 9 H5: 
hp 17: MV IZO'(40'); XAT 1 dagger: D Id% Save 
H5; ML 8; AL N; THACO 17. 

The Village 

R1. Arrival at Rifllian 

By chance, as the adventurers arriLe at 
Rifllian, the Duke's Galley and its E,lven- 
guard (see EX%) are leaving to continue 
their journey to Specularum: 

On the far bank of the WindruSh 
river, enfolded by the Radlebb woods, 
lies theelvish villageof Rifllian. Jqst 
casting off from the jetty is a mag- 
nilicentvessel almost50feet long. As 
it moves out into the river, its sdil 
unfurls revealing a rearing unicoin 
emblazoned across it. At the head of 
the ship stands an elf dressed in 
dazzling armour and a surcoat thht 
also bears the rampant unicotn 
device. Soon thewindcatches thesdil 
and the vessel glides down the rivkr 
towards Kelven. 

I 
A small jetty on the east bank of the river 
has a brass bell hanging from a post. 
Ringing 'this calls the ferryman, :who 
chargesa fixed rateof lgppercharactet and 
2gp per horse for the crossing. ' T h e  
ferryman admires the PCs white horse$ and 
asks if they are for sale. He would like one 
for himselfandoffers to buyone(baseoffer 
135gP). 

R2. T h e  Silver Swan Inn 

The Silver Swan is run by Stubbs Platter- 
mann, a very friendly halfling who albays 
tries to make his guests welcome, The inn 
is very clean and homely and is patroliised 
by the local elves and passing traders. 
Stubbs prides himself on the range dl his 
menu, and meals are available throughout- 
the day. His prices are fixed, and ar ' 20% 
higher than standard (see EX19). 

Stubbs knows Stephan, and.is pleasgd to 
see him. He pours drinks for the party and. 
enquires whether they have met their "odd 
friends" yet. If asked to explain himself, he 
says that, yesterday, a strange, tall, :dark 
woman with piercing blue eyes was asking 
if anyone had seen Stephan and1 his 
companions (whom she could describe in 
some detail). There were two others with 
her, both male who wore dark robesi and. 
never spoke. All three left early 1 this. 
morningon horseback, butStubbsdoe not 

Prestelle (E3) is the main trader lo all 
wishing to buy and sell goods at Rill ian. 
Sheisashrewdelfwhowill tryandstr'kea 
hard bareain with the Dartv for the h I rses. 

know where they went. 

R8. T h e  Trader 

1 

es are sold, Taras (or whoever 
em) will return, as agreed, to 
h half of the money. He will 

yen, waiting for - the '  next 
riverboat, and will arrive 

here. 

THRESHOLD 

ters may leave Rill 

have not done so before, thi 
w d  time to release their horse 
e with their deal with Losha, 



may decide to travel along the riverside 
trail.Ashortdistancenorthof Rifllian, the 
terrain becomes broken and hilly, and very 
hard going for horses ( % -  % normal 
movement rate). Only the trail by the river 
provides an easy route (normal). 

Events 
You may use most of the following events 
at any convenient time (and in any order) 
on the journey between Rifllian and 
Threshold. Golthar's journey to Threshold 
by flying carpet (see EX39 and WElS), 
however, should take place on the second 

be able to attack in either case. ! 

The ambush, by 18 Scange brigands led by 
Hrothgar, takes place near the S ange 
camp (see Map WEIZ. If, at any tim , they 

the rest of the band at the camp. 
fail a morale check, the Scange flee to t join 

I , 

In the distance, the adventurers catc 
glimpse of a mounted figure on the sky 
behind them. This is Gactis (see p32 
PSV) who is following the party. If 
adventurersdouble back, Gactis will no 
and avoid them. If, however, the adven- 
turers wait in ambush he may (DM's and the crew of the 
discretion) ride into their trap. 

On the River 

WE12. Trouble  Ahead (Map W E E )  

Any travellers on the trail or the Windrush 
I 

On the Trail 
river between Rifllian and Threshold are The Scange are hidden in the bushks on 
considered fair game by a group of human either side of the trail, and have laid a rope 
cutthroats who call themselves the Scange. across it. If they gain surprise (a roll of 1-3 
These men waylay travellers, strip them of on ld6), the rope is pulled taut by two ol 
their belongings andsell them intoslavery. them just as the party's lead horse(s) pass 

over, causing them to stumble and rear. 
Jolenta, riding north from Rifllian, has The rider(s) must make a saving throw vs. 
struck a deal with the brigand leader, Wands or be thrown from their mounts for 

. I  

round. f not surprised, the PCs notice the 
rope ly'ng across the trail, and have I 
round t act before it is pulled taut. 

Wheth or not they gain surprise, eight 
swords en up  in the trees attempt to leap 
onto t backs of the character's horses, 
succeed ngon a roll of I7 on ld20, and then 
attacki, gwithdaggers..Anywhomiss with 
their le p will attack with swords from the 
ground The remaining eight swordsmen 
move i ut to cover the trail behind the 

"TheS ngeCamp 9 
is in a small wood next t 
re the river boat is do 

nother 8 Scange here (4 arc 

~ 

Hrothgar, and arranged for the Scange to Id6 points of damage and, even if success- 



. .. 

ws only the general layout 
but should be referred to wh' 

he streets, and pigsanddo 

action in Threshold re 
thar's plan (p97), but 
ight into this, since th 
some time to get to kno 



and staffs. Prohibited weapons are con- 
fiscated by the town's guards (below) and 
kept in the town hall. The  weapons are 
returned when the owners leave the town 
(they are escorted to the gate by a level 4 
cleric). In addition, no magic-user spells 
may be cast in Threshold, and offenders 
who are caught are taken before the town's 
clerical court for trial (see pY7). 

Although not illegal, the wearing of any 
armour is frowned upon. Adventurers can 
enter or leave the town wearing armour, 
but arenotexpected towear itforshopping 
expeditions or sight-seeing! Characters 
who goabout openly wearing armour will 
be questioned by the local guards and 
escorted to their dwellings unless they are 
leaving town. 

The Clerical Cour t  

The  Clerical Court comprises five clerics 
appointed by Sherlane to oversee the 
running of the town. It meets at the town 
hall (TI), and takes a dim view of 
lawbreakers. 

Magic-users or elves caught casting spells 
are punished with curses (bestow curse 
spell) unless the court can be convinced 
that there are mitigating circumstances: 

Third offence: struck dumb (needs remove 

Subsequent offence: indefinite incarcer- 
curse from C14 or higher). 

ation below Tarnskeep. 

Conventional lawbreakers (thieves, and so 
on) receive correspondingly more mundane 
sentences; ranging from fines to imprison- 
ment and execution. 

The Townsfolk 

required. 

Townsfolk: AC9; N M  orF1; 

AL Lor N: THACO 20 or 19. 

Services in Threshold  I 

to know the general whereabouts. 

and snippetsof informat 
u p  all over the place in a 

like Threshold - even 
aracters actively searching 

, , . . ,: 
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evidence of i t s  activities would br of grrat 
intrrcst tocharacters likeSgt. Aithol (PSV) 
who could rrport i t  to "thr appropriatc 
authoritirs". If the adventurers are very 
blatant i n  thcirunquil-ies, wordisccrrain to 
gct hark to Golthar. 

The  Arrival of Golthar, Jolenta et al. 
T h r  guatdr on the gate are wry obscrvant, 
but do not reweal "confidential infor- 
mation" unlcss thcy air bought a fcw 
drinks. I t  is conimon knowlrdgc that Sgt. 
Artliol and the other guards spend most of 
thrir off-duty pcriods in tlir €look and 
Hatchet Tavern (bclowj by thr old town 
wall. If givrn Jolcnta's description, any  of 
these can conlirm that a blue-ryrd lady 
rntcrrd t l ie town a few hours brlorr thc. 
party.  Shr was arrompanicd by two silent, 
surly nien and met by a rat-larcd man who 
led thcm towards Fogor Isle. Sgt. Arthol is 
suspicious of thc rat-farrd man, but cannot 
remember wherc he has s r ~ n  him. 

ARRIVAL 
I 1 

D d l k  smoke rises into thr air ahov? 
thr town of Threshold and congrals 
in a dcnsc writhing inass ahove its 

abovc thr road, and to its right the 
I iver flows around a n  island crowdcd 
wi th  buildings. Along tht. town's 
~ v h a r v ~ s ,  river hoats bob up and 
down at thcir moorings. 

stone walls. A gatchousc 1"lYrlS 

I J 
Regardless of thc party's route ( b y  river or 
land), the adventuters are hailed by Serge- 
an t  Arthol (PSVj when they reach the 
town. The scrgcant is cithcr rommandinga 
riverboat (with eight guards plus crrw - 
scc EX43) or is on duty at  one of the gates. 
Both towii gates arc manned at all tiiiim hy 
right guardsmcn and a serge;rnt. A guard 
patrol boat stops and inspccts all v c s s ~ l s  
approaching Threshold (river guards haw 
thr s an r  statistics as othtv guards). 

With thrsergeant isoneofthe town scribrs 
who asks carh of thc adventurers their 
name and enters it into a large, Irathcr- 
bound ledger. When she lrds finished: 

i Y i t h  his huge hands, thr srrsrant 
unrolls a scroll of parchment and, 
giving a mighty cough rcminisrent 
of distant thunder, the sergeant 
clrars his throat. 

"Right, we can get this next bit done 
arid then you go in. Thrcshold is a 
law abiding 'n' peaceful placr. T o  
makr s u r  i t  stays that way, ye, only 
allowcd to carry daggers, swords and 

magic-user spells i n  this 'ere town or 
i t ' l l  he up before t l i e  clerical court 
with yer. Any qurstions? Y n  bettcr 
make 'em quick, I ain't got all day." 

staris. What's m o ~ ,  ye, can't cast 110 

Thc  scribc rntrrs drtails of any weapons 
left by the adventurers iiito her ledger, so 
that thrre will be no mistakes when the 
timcromes toreclaim thrm. On noaccount 
will Arthol Ict thc rharartcrs into thc. town 
brat ing prohibited weapons. 

If asked, hc rrrommrnds the Hook and 
Hatchct as a good tavcrn. Hr  intcnds to pay 
a "quick" visit there when he goes off-duty 
i n  a n  hour's timc. 

IMPORTANT LOCATIONS 
Ostlers 

Horses, mulcs, tack and harncss arc avail- 
able from a trurrrber of dealers (your rhoirc 
of location), at a basppriceof 2OO%of EXIS. 

Inns 

Inns  air w r y  common i n  Thr~shold ,  most 
streets having at least one. Each time the 
party cntcrs an inn for the first time, you 
should drcidr what kind of rstahlishnwnt 
i t  isusirrgthenotesbelow.Besurr to kerpa 
record of whcrr any inn is once the 
adventurers have visited it. 

Inns usually haw ld4xIO patrons and tend 
to be bustling with activity. Thc kind of 
patrons encounterrd varies with the inn's 
Inration - waterfront inns have a high 
n u m b r r  of strvrdorrs, those n ~ a i  thc town 
hall have a large number of merchants and 
town guards, and so on (see EX37 for a list 
of the various profrssionsj. Each time thc 
party enters a n  inn, make a reaction roll 
rherkusing thc bonusof thecharacter with 
thehighest charisma, todrtrrminr how thr 
locals react to the party's presence. 

Food and drink are available in all inns, 
hut tlir quality varies considerably - roll 
I d 6  a rrsult of I mcans 'tcrrihle': 3-4 are 
average; 6 is excellent. Rooms art. availablc 
i n  most inns for ldIOt10sp per. night, and 
most can also providrstablingat Id4spper 
horse per night. Charactrrs booking rooms 

are ptovided wi th  a key by tlir landlord, 
although, if yon wish, some landlords may 
be dishonrst and attempt to steal from the 
adventurers. In any case, characters should 
br rnrouragrd to leave bulky items in their 
rooms since they  ann not reasonably carry 
all their gear e w r y  time they wnturc onto 
the streets. Alteratively, valudbles niay be 
deposited at the town hall (TI).  

The  Hook and Hatchet 
This is thc inn favoured by Sgt. Arthol and 
most of thc guards (when oll-duty!). It is 
located next to theold town wall (the thick 
line that runs parallel with the new town 
wall  and surrounds thr town hall). It serves 
'above avetage' food (quality - 5) and can 
providr both rooms (15sp prr night) and 
stabling (2sp per night). 

Hiring Retainers 

In  each inn there is a 10% chance that there 
will  bc 1-2 1st 1rvt.l lighters looking tor 
rmployment. Othrrwise, retainers are often 
hired via advertisements pasted up  aiound 
thc markct square. When calculating t l i r  
cost o l  hiring thrsr mrrccnaries, tirat thrm 
as "Light or Heavy Footmen" (EX24). If 
thr advrnturers paste up  an adwrtisement, 
or othrrwisc inake i t  obvious they are 
looking for mercenaries, Golthar will get 
to hcar of i t  and send onc of the thugs to 
apply for the job (see p38j. 

Fogor Isle 

Fogor Islc is connected to the rest of 
Threshold by two i t n n c  bridgcs, and scrvrs 
as the main port and warehousing section 
of Threshold. Despitr rlir best effortsol thr 
patriarch, thr Thiwrs '  Guild still exercise 
conside~able influence here. During the 
day, tlie thieves keepa low profile, hut after 
dark, thr Islt. is lully undrr Guild control 
and no guard patrols dare entrr. 

The  streets and allrys of the isle are dark 
and dingy. Numerous inns are found hrrr 
as wcll as u r ious  dens of virc which catri 
for all  maniieroIiirte,ests. Small groupsof 
characters( 1 - 3 )  walking thestreetsat night 
are 50% l i k d y  to hc accosted by groups of 
thugs (see below). Even during the day ,  
members of large groups (61) arr likely to 
h a w  thcir pockets pickrd by a 6-11th 
(ld6+5) level thief. The  residents of Fogoi 
lsle look after their own,  and the town 
guards, ilcallrdduring theday, onlyescort 
characters out of the area, they do not make 
arrests anymore. T h r  last group to try, 
nwcr madr it  back ovri Northbridge. 

5-8 thugs: AC 7 (Irarhrr): F l :  hp 5 PBCII: 
MV 120' (40'): % A T  I rhorL sword or 4 rhrowing 
daggris; D M o r  1-4;SavrFl;  ML8;ALN;xo 10 
each; THACO 19 - R 10/20/30. 
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T1. The Town Hall 

THRESHOLD (Areas TI-T3/Go1thGir's 

This is one of the few stone buildings in 
Threshold and houses the Clerical Court 
(see pS5). There are always ld4+l guard 
patrolsstationed here. Valuablescan beleft 
here at  a charge of 10% of their value. 
Confiscated weapons can be collected at 
any time, but a level 4cleric then escorts the 
characters to one of the town gates. 

Plan: events TEl-TE4) 37 

T2. The Temple 

The temple is an impressive stone building 
near the town hall. It isalways occupied by 
20 clerics who administer to the town's 
spiritual and physical welfare. Adventurers 
requesting spells are expected to pay lor 
them (regular worshippers only pay a 
nominal donation). The  cost of spellcasting 
is IOOgp per level of spell; spells up  to 4th 
level can be cast here, any higher spells can 
only be cast by Sherlane at 'ramskeep. 

T3. Cardia's Carpet Service 

Cardia operates her carpet service from 
outside the town hall. Should the party 
enquire about her, they will find that she is 
currently flyingoneof the Patriarch's aides 
to Specularum and is expected to be gone 
for at least a week. 

GOLTHAR'S PLAN 

TEl.  Patriarchal Parade 

O n  the morning of the second day, there is 
a parade from Tarnskeep to the !own's 
temple, headed by the Patriarch Sheirlane: 

> i 
The  clash of cymbals and d r y s  
resounds down the street accom- 
panied by the blare of horns. Whjte- 
robed clerics swinging incense qur- 
ners lead a procession along Ithe 
main street towards the temple. P+xt 
come the musicians and a detachment 
of town guards wearing their finest 
surcoats. A large white and gpld 
palanquin held aloft by eight beaters 
sways down the street. Sitting in Ithe 
palanquin and smiling warmly, at 
the people below is Patrialch 
Sherlane. 

L I 

The townsfolk gather either side bf the 
street to cheer the Patriarch as he passes. 
During the parade, the adventurers $atch a 
glimpse of Golthar and Jolenta standing 
across the street from them. Goltharglares 
at  them and moves back into the qrowd, 
followed by Jolenta. The  procession fills 
the street making it impossible for the 
adventurers to push their way across. By 
the time they do get across the: street 
Golthar and Jolenta have gone and no one 
saw where they went. 

TE2. Phoney Rescue. 

Mafkd, an Iron Ring Reaver (level 5:thief - 
PSV) disguised as an aged fortune ttller, is 
to lure the PCs to the Crossed Swords Inn. 
Feigning a limp, she stumbles into the 
path of a run-away cart in full view of the 
adventurers. Should they leap to hkr aid, 
Mafka will apparently reward them by 
telling their fortune. What she tells th,m is 
intended to lead them to the inn: , 

"I seea tall man in yellow robes ... He is 
here, in Threshold and he searches for 
something .... 1 see him quite clearly: 
he stands outside a building near the 
river ... a sign bearing two crossed 
swords swings over his head ... he - 
but the picture dims ..." 

If the adventurers do not attempt toirescue 
her, Malka saves herself by fallingclqmsily 
to one side beforevanishinginto thecrowd. 
In the process, she deliberately drops her 
purse which contains a key bearing a tag 
with two Crossed Swords on it, :and a 
message from Golthar, marked with the 
sign of the Iron Ring: 

Q&et m e  tonryht at the 9nn ofthe 
G m s e d  J u o A  3he tmu6h mnjbers 
ape ;n town ond9'needyour ossiJ/&ce. 

Go&r. '' 

are boarded u p  on the outside. 
f is sound, and the chimney has 
cked up. Smashing through the 

nearby. The  stevedores have 
off anyone they see attemp- 



lZstevedores(fighters):ACS F1; hp4each; 
MV 120'(40');#ATI hoathookDld4;Save 
F1; ML 8: AL N; xp 10 each; THACO 19. 

Note: Attacking the stevedores attracts a 
fuithei ld6x10 stevedores from along the 
wharfside. A guard patrol arrives after 10 
minutes to "escort" the party off the isle. 

When 
collect t 
andcan 
the Blac< 
river is 
Howevei, 
farms the 
finds itself 

If the ar 
dispose 
ready to 
doggedl) 
panied 
Unless 
to theLost 
again, 

Night 
At dusk, the stevedores leave and the wharf 
is deserted except for the wererat, Vokos, 

they are ready to leave, the PCs can 
ieir weapons without difficulty, 

follow the trail north-west towards 
Peak mountains (the Foarnfire 

not navigable by watercraft). 
after passing a few outlying 
trail peters out and the party 
in real wilderness. 

venturers have not managed to 
31 Golthar by the time they are 
continue their journey, he will 

maintain his pursuit, accom- 
by whatever forces he has left. 

the PCs deal with him on the Trail 
Valley, theywillencounterhim 

inside the valley itself .... 

who takes up  position inashadowycorner 
near the inn to watch for the adventurers. 
Hisordersare towaitforthepartytoarrivr 
and thrn report at once to Golthar at the 
wererats' hideout (see below). 

Note: As the characters approach the inn, 
they automatically notice the shadowy 
figureofthr wereratslippingawaydown a 
ride-alley and can easily follow him if they 
wish (sce below). 

'The int?IiOt- of the Crossed Swords Tavern 
and its inhabitant are described i n  TE7. 

TE5. Through the  Alleyways 

Aftcr seeing the party, Vokos hurries down 
the hark-alleys of Fogor isle to the wererat 
hideout (see Map F). Golthar remains in 
the wererat hideout (TEE) until Vokos 
arrives. A few minutes after the wererat 
reports to him, Goltharand his bodyguard 
Sligh, accompanied by Jolenta, her 2 
Hounds, plus 4 wererats (including Vokos) 
and 5 hired thugs set out for the inn, 
leaving behind 5 hired thugs to guard the 
hideout. All statistics are given below. 

Note: If thr adventurers follow Vokos, i t  is 
u p  to you to determine whether he notices 
thcm. Evrn if hc docs, Vokos will still go to 
thehide-out, butwillalert theoccupantsof 
hissuspiriotis. Heavoidscornhat if possible 
but fightsin sclf-defenceif comered. If heis 
captured and questioned before reaching . 
the hideout, he tells the adventurers that 
the 'yellow wizard' is i n  the cellar of the 
Crossed swordswith2Ofightersanda troll. 
His cxcusc for sneaking off is that he 
wanted to avoid any fighting. He  will not 
reveal thr existence of the hideout. 
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TE6. Ambush 

The  route of Golthar's party to thei Inn 
follows the same alleyways which Vbkos 
took. When they reach the inn, they lwait 
outside for the adventurers to emerge and 
then ambush them. ! 

~ 

! 

Notes: If the party does not emerge wit@ 1 
hour, Golthar and the others examine the 
inn and, if they discover that the padty is 
not there and/or that inn has not been 
entered, they returii at once to the hideout. 
If Vokos told Golthar that he thoug t he 
was followed to the hideout, then Y the 
ambushers will he very wary on theirlway 
to or from the inn, 

TE7. The Crossed Swords Tavern1 

The  inn is dark inside, even during the'day 
The  whole place is dusty, cobweb-covired; 

I 

empty, save for a few smashed packing 
crates. 

The  Troll i 
Theinn'sdankcellarsarenow the hoheof 
a foul-smelling troll. It blundered lint0 
them via the secret tunnel which conaects 
to Threshold's sewers, if i t  hears a n ' o n e  
moving around on the ground floor o i  the 
inn it  climbs up  through the trap doon and 
auacks. i 

! 

! 
1 troll: AC 4; HD 613.; hp 39; MV 120' 140'); 
#AT 2 clawdl bite; D 1-6/1-6/1-10 Sa& F 6  
ML IO (8 if attacked by fire or acid); AL G 
xp 650; THACO 13: EX56. 

The troll regenerates 3 hit points per rdund 
~ 

starting 3 rounds after being 
rannot regeneratedarnage from 

ts' hideout is surprisingly clean, 

ea1 bearing the stamp of the 

ntaining 5 gems ( Ix  IOOOgp, 

urse with 50pp and 2OOgp. 

Leavi g Threshold b 

I 
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OPTIONAL EVENTS 
These events fulfil the same function in 
Threshold as the Optional Encounters 
(PSVIII) do in the rest of the adventure. 
Events marked with a "*" can occur more 
than once, although youshould try toalter 
theevent slightlyon subsequentoccasiona. 

TABLE 5 - THRESHOLD 
OPTIONAL EVENTS 

Main Town Fogor Isle 
Day Nieht Day Nieht Encounter 

Dogged! 

Acrared, dishevelled individual approaches 
the player characters i n  the street. He has a 
large dog which he leads on a piece of 
string. The  man's name is Chester - a 
former lumberjack, but following an  
accident some years ago he now sleeps 
rough around the town. He fears (in- 
correctly) that heisgoingtodieshortlyand 
wishes to find a good home for his dog 
"Jackie". Accordingly, he will do his 
utmost topersuade rhrparty to take thedog 
-asking them to feed it  well. 

1 wardog:AC7;HDZ+Z;hp 15;MV 120'(40'); 
#AT I bitr: D 2d4; Saw FI; ML 9 AL N; 
THACO 17. 

T h e  Thief 

The  adventurers become aware of being 
followed by a grimy character (level 3 
thief). If they approach him, he disappears 
into the crowd, hut picks u p  their trail 
again later. The  thief makes no attempt to 
rob them but watches where they go. If the 
PCs deposit their wealth at the town hall, 
he takes no more interest in them. Should 
thry take it with them to a n  inn, the thief 
reports to the thieves' guild on Fogor Isle, 
and a robbery attempt will be made by two 
8th level thieves (hp  28 each) at some time 
when the adventurersareout. Theoutcome 
should be determined according to the 
precautions taken by the party. 

The Beggar 

1st Occasion: At any convenient location, 
one of the characters (chosen at random) is 

approached by a pitiable, small urchin 
who holds out an empty bowl and asks for 
"a few copper pieces". If any of the 
adventurers give him anything, they are 
immediately surrounded by a further 2d10 
small children, all clamouring for money. 
The  children follow the characters - 
dancing round them and getting in their 
way - until either given some more 
monry, or chased off. 

2nd Occasion: The  event starts as above, 
but whether the PCs give the first urchin 
anything or not, they are soon surrounded 
by hordes of children. This time however, 
there are three level 1 thieves in their midst, 
who use the general jostling as a cover for 
picking the pockets of as inany of the party 
as possible (120% bonus). 

S urchin thieves: AC 7 (Drx); TI; hp 2 each: 
MV IZO'(40'); #AT/D Nil: SaveTI; ML6; AL N; 
xp IO cach; THACO N/A. 
Thief abilities: PP - 20% MS - 20% HS - 10% 

Shower 

Whilc walking along any side street, the 
party is urifortunateenough to pass beneath 
an upper storey window just as an elderly 
woman is emptying the contents OS her 
chambrr pot onto the street below. Char- 
acters who fail a Dexterity chrck smell so 
badly until thry next bathe, that all 
reaction to115 involving them are madeat a 
penalty of -2. 

Wagons 

At any convenient moment, a large, heavy 
cart comes trundling past the PCs, the 
driver lashing his horses to greater efforts 
and the whole vehicle swaying violently 
from side to side. The driver either fails to 
see, or decides to ignore the muddy patch 
dead ahead, and plows straight through it. 
Unless thecharacters took evasive action as 
soon as the cart appeared, 1-2 of them are 
sprayedfrom headtofootwithaveryacrid- 
smelling mud. 

Bear 

The  party are caught up  by a crowd of 
townsfolk running in the opposite dir- 
ection. Amid the gcneral tumult of screams 
and cries, the adventurers hear enough 
intelligible phrases to beable workout that 
a wild animal is on the loose. The  creature 
is, in fact, a dancing bear which had been 
enterraining the crowds near the market. I t  
is currently wreaking havoc in a nearby 
baker's shop and no-one knows where its 
owner is. 

If the adventurers manage to capture the 
bear (it is especially fond of currant buns), 

turn it to its owner who is 
a drunken stupor i n  a nearby 
grateful owner will reward 
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North ofThreshold, theBlack Peak moun- 
tains thrust skywards and, hidden deep 
within them lies the Valley of Hutaaka. As 
the colour tapestry map shows, the easiest 
route for the party to take from Threshold 
is along the valley of the Foamfire river, 
following the course of the Hutaakans' 
ancient road. A few miles from Threshold, 
the route along the Foamfire enters the 
lands claimed by the Gnolls of the Death's 
Head (see PSVI). Further upstream, the 
gnolls' territory ends at a majestic waterfall 
where the Foamfire crashes down from a 
narrow mountain pass. This pass leads, 
ultimately, to the gates of Hutaaka. 

Through the Valley 
The  landsof theDeath's Head gnollsbegin 
at the point where the Foamfire valley 
narrows north-west of Threshold. 

There are no fixed-location encounters in 
this part of the adventure, only Events and 
Optional Encounters (PSVIII). The  Events 
represent the gnolls' reactions to the party's 
intrusion into their territory, and should 
occur in the order given. Providing the 
party keeps moving, the gnolls will be 
unable to catch it before the gorge (VI, 
p42). Fighting the gnolls en masse is likely 
to be suicidal, and the PCs should be 
discouraged from doing so. Although they 
are unlikely to be caught by the gaolls, the 
adventurers should not be aware of this 
and, if desired, q o u p s  of gnolls can be seen 
toraceaheadof theothers, eager for the kill 

, 

are missing. 

minutes in any direction: 

at you from out of the mist. 

VEl. The Old Road 

If they follow the river, theadventurers will 
come across several places where the stones 
of an ancient roadruuuing along the river- 
bank can be seen. 

VE2. Dead Humans 

tendril of smoke coils into the air 
If the adventurers investigate: 

OWARDS T H E  BLACK PEAKS (Events VEl-VE3) I 

The sac ed ground is also home to som 
ghouls 
ground unnels (see Map VE3). 

The  "ta creatures'' are actually the head 
of the t ree hunters, impaled on  6-foo 
poles by he gnolls to appease the spirits o 
their de d. The  wailing is Krasgat ii 
prayer, d she is presently unaware of th, 
party's p esence. Her wail is unsettling; th, 
animals row restless and characters feel i 
grating n their nerves. She only ceases 
when th I party battles the ghouls (below). 

d..,".. 
The  mi clears slightly, allowing vision 
u p  to 30 feet, and through it  the characters 
can see a few of the impaled gnoll corpses. 
They are in  differing states of decay. Some 
are very old and only parts of the skeletons 
remain, whereas two nearby corpses are 
fresh (hiving been slain by the hunters). 
All but t le  latter two have been gnawed by 
the ghoiils. If the adventurers search the 
ground, footprints can be seen runnini 
across t t  e site and ending at a concealec 
opening to the ghouls' tunnels (see below) 

ho inhabit a network of 

n explore the si 
burst out from 



I The tunnels' concealed entrv Doints are , .  
marked on  the map and are as well hidden 
as secret doors. Since the tunnels are only 3 
feet high, characters in them restricted to 
the use of daggers and hand-axes. The 
central chamber, however, is 8 feet high. 

On  a rough shelf in the ghouls' chamber 
are two drinking vessels made from shrun- 
ken human skulls, each contains a potion 
of undead control. 

The Shaman 

Krasgat the gnoll shaman becomes aware 
of the adventurers' presence during their 
fight with the ghouls, and sends one of her 
helpers to get aid. The  helper will find a 
war-party consisting of a gnoll leader and 
IOordinarygnolls, and return with them to 
the sacred ground 4 turns after setting out. 

Krasgat the Gnoll Shaman 
Krasgat is shaman (or cleric) of the Death's 
Head gnolls, and is responsible for watch- 
ingover their sacredground. She isassisted 
by 4 ordinary gnolls. 

Appearance: Female, old, bald, she and her 
helpers make their faces and arms 
deathly white with smeared ash. 

Clothing: Filthycloak made from theskins 
of the tribe's enemies (including humans, 
dwarves, goblins and arcs); necklace of 
finger bones of various victims. 

Note: Krasgat's spell casting is far more 
animated than a normal cleric's. When 
casting a spell, she leaps around, shriek- 
ing and waving her bone rattle at her 
victim. An ear splitting howl marks the 
end of the spell. 

AC6:HD3**;hpl4;MV90'(30');#ATI spiked 
club; D ld4t2; SaveCG; ML9or 12; A L C  xp65; 
THACO 17. 

Spells: 
1st level: cause fear, darkness 

2nd level: blight, hold perso" 
3rdlevel:curse (reducer Dex to h a l t  

normali 
Gear: spiked club (made lrom a goblin skull 

bedded with iron spikes); bone rattle (made 
m an elf skull); elf-skin pouch containing 
loured stones used for divinations, a stone 

riticial knife, a ball of string and two 
ppered kohold skulls. One of these holds 2 
tions of healing and the other a potion of 

d. 

Although she would prefer not to attack 
until more gnolls arrive, Krasgat has no 
wish to let the "defilers" escape, and 
watches them carefully while remaining 
hidden in the mist. The adventurers will 

from around the site (as bones rattle 
together and unseen rats scuttle) add to the 
atmosphere. 

Krasgat and her helpers attack only if the 
adventurers approach her hut or are about 
to leave the sacred ground. First, the 
shaman casts her blight spell. Then, as her 
three helpers rush in, she casts her hold 
person spell, followed by cause f&r. She 
then enters the fray, swinging her spiked 
club. If the fight goes against, her she casts 
her darkness spell and flees. 

Krasgat's Hut  ~ 

InsideKrasgat's wooden hutareaselection 
of humanoid and animal skulls, and a bed 
of mangy furs. Hidden under the skulls is a 
leather backpack containing dried herbs, a 
pouch and a scroll case. The pouch holds 
fiveamhergems(value- IOOgpeach), anda  
clerical scroll in the case has the spdls cure 
light wounds, hold person, striking and 
neutralisepoison. Built against the hut is a 
lean-to where the helpers live. Inside are 
four beds of furs, one of which hides 23ep. 

Fleeing Up the Valle 
VE4. Smoke and Drums 

Three hours after the adventurer 
burial ground, the mist clears and they 
noticeplumesofdarksmokerisinginto the 
air behind them. These are gnoll signal- 
ling fires informing hunting hands that 
strangers have defiled the burial g ounds, 
and calling them together to orm a 

Over the next few hours, more smoke 

war-party. 

columns appear behind the adv nturers 
and they then spot a large group of 
humanoids moving up the valley two or 
three miles behind them. Theseare a gnoll 
war-party (1 gnoll leader, 1 ogre, and 30 
ordinary gnolls). The  gnolls are chasing 
the adventurers and howling for their 
blood. 

As they continue up the vall y. the 
adventurers catch occasional glimpses of 
the war-party across the rolling terrain. By 
day, the plumesofsmoke arealways visible 
and, at night, the sound of gnoll drums 
echoes around the valley. 

i 
k 

1 
VE5. Ambush 

A hunting party consisting of a gnoll 
leader and 12 ordinary gnolls has set an 
ambush for the party. The gnolls intend to 
throw their spears as the party passes and 
then leap out to attack with their swords. 
They have the normal chancr of gaining 
surprise. If they do not, then the adventurers 
spot the would-be ambushers wHile'they 
are still 100 yards away. 

I 



V1. The Gorge (Maps v .Q VI)  

Herr, at the head of a narrow gorge, the 
river falls 320 feet from the mountain pass 
to the valley below. At the base of the falls, 
the Hutaakans' ancient road enters a 
tunnrl that spirals up to the pass: 

Hugespumesofwhitespray rise into 
the air where the river thunders 
down a mighty waterfall. The  air is 
very damp and water runs i n  rivulets 
down every available surface. At thr 
foot of thr falls, a mass 01 wild white 
water thunders and churns. On the 
west sideof theriver, theancient road 
can br swn winding its way up  to a 
dark tunnel opening. At the top of 
the falls, a squat stone structure can 
just be seen. 

By the time the adventurers near the gorge 
at the hrad of the valley, the number of 
gnolls has grown ominously to include thr 
wholr tribe. How far the gnolls are behind 
the party depends on the party's speed of 
travel. Characters on foot or 011 warhorses 
are now rlosely pursued by the advance 
group of gnolls (see below) - a mere 200 
yards behind. Charactrrs on riding horsrs 
have greatly outdisranced the gnolls, but 
the gnolls can still he seen doggedly 
pursuing thr party. 

If close enough, the gnoll war-party 
follows them into the gorge, complctely 
blocking any escape. The  gnolls' intention 
is to drive thradventurers into the tunnels, 
for they are cerrain that the steel statues in  
thr tower on the bridge (see below) will 
make short work of the party. 

Unless theadventurers headrtraight lor the 
tunnel entrance, the advance party consist- 
ing of 40 ordinary gnolls and 2 gnoll 
leaders, led by the3ogresrush themand try 
to drive thrin into the tunnel. If this fails, 
the remaining gnolls will advance relent- 
lessly towards thr party cn masse. Since 
they do not possess any magical weapons, 
the gnolls are terrified of the statues which 
guard the tower on the bridge and so will 
not eveti enter the tunnel. 

Passage of the Ancients 

The  thunderous roar of the falls 
follows you into the tunnel, and 
echoes around its damp and dripping 
walls. A short way ahead, the tunnel 
bends to the right, and begins to 
ascend in broad steps. The  undis- 
turbed mud on the floor tells you that 
no-one has been here for many years. 

i 

The tunnel is 20 feet high and 20 feet wide, 
and spirals up to the bridge over the falls. 

Tower on the Bridge 

climbing steeply to your left. 

Munstrrs. 
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wand of polymorph- 
scroll with lightning 
and magic missile ( 3  

The ountain Pass P 

Die modifier 

modi A1 of 1-4 on Id20 (see above). 
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VE8. Rockfall (Map VEB) 
Numerous large rocks and boulders lie 
scattered across the road and, as the 
adventurers approach, a few small, harm- 
less stones tumble down from thecliff-face. 
The  characters can pass safely if they 
dismount and pass in single file. Riding 
past or walking past as a group, however, 
results in a dangerous rockfall; characters 
and animals must make a saving throw vs. 
Wandsor suffer2d6pointsofdamage from 
falling rocks. Animals will also fall on a 
modified roll of 1-4 on Id20 (see above). 

VE9. Narrow Road (Map VE9) 
The road has collapsed here and all that 
remains is a narrow ledge 1.2 feet wide. 
War horses can he led along the ledge, hut 
persuading mules and other horses will be 
difficult, requiring those leading them to 
have a combined strength of 20 or more. 
Any animalcrossing theledgewill fallona 
modified roll of 1-7 on Id20 (see above). 

Fixed Encounters 
V2. The High Bridge 

A high, 20-foot-wide, arching bridge spans 
a 200-foot-wide gorge which joins the main 
pass. Although it has a parapet running 
along either side, the bridge is crumbling 
in places and looks very unsafe. Small 
pieces of it drop away and plummet 
hundreds of feet to the chasm floor as the 
party crosses. Despite its appearance, the 
bridge is safe. When half-way across, 
however, the party's mounts are attacked 
by two griffons who swoop in from the 
side-gorge. 

The  griffons are 200 yards away and take 2 
rounds to reach the party. Their screeching 
causes any riding horses and mules to 
panic (war horses are unaffected). Char- 
actersleading horsesormulesmustroll less 
than their Strength on 3d10, or the beasts 
will break away from them. Mounted 
characters must make a saving throw vs. 
Wands to control their mounts or be 
thrown to the bridge for Id6 points of 
damage. 

Loose horses and mules rush headlong for 
the far side of the bridge, and the griffons, 
ignoring the adventurers, attempt to kill 
them and carry them off. 

2 griffons: AC 5: H D  7; hp 38, 23; M V  120' 
(40')/flying MV 360' (120'); UAT2claws/l bitr; 
D I-4/1-4/2-16; Save F4; ML 8; AL N; xp 450 
each;THACO 13; EX51. 

V3. Fallen Bridge (Map v3) 

A second gorge (200 feet wide) meets the 
main pass. It too was once spanned by a 
bridge, but this collapsed long ago. The  

sides of the gorge have many narrow ledges 
along them (see Map VS). The  walls of the 
gorge are very rough, giving a thief a 10% 
bonus on attempts to climb it. Any other 
characters (not in metal armour) have a 
standard IO%chance. Rollsshould hemade 
for each climb between ledges. Characters 
who fall landon theledge below taking Id6 
points of damage for each 10 feet fallen, 
Characters securely roped from above are 
not harmed by falls. 

Giant Lizard 
At the hottomof thegorge, theadventurers 
notice a nearby cave: 

f i 

A dark cave-mouth leads into the 
rockface. From it  codes a disgusting 
lizard with pebble-coloured, oliye 
skin. Large white spikes stand erect 
fromits back. Itstaresstupidlyatyou 
before thundering to the attack. 

The  lizard is a giant tuatara. If i t  fails a 
morale check, the lizard retreats to its Fave 
where it fights to the death if pursued. 

1 tuatara lizard: AC 4; H D  6; hp 2 6  MV 90' 
(30'); #AT 2 c l a w d l  bite: D 1-4/1-4/2-12; Save 
F3; ML 6: AL N; np 275; THACO 14; BD32. 

The cave is a small noxious place. Half- 
decayed, animal carcasses lie strewn around 
the floor in a sticky mess. Anyone searching 
through this must make a saving throw vs. 
Poison or contract a disease which temp- 
orarily lowers Strength and Constitution 
hy 1 point per week for Id8 weeks. 

Mountain Rattler 
The  first character to climb the far side of 
the chasm encounters, half-way up, a 
poisonous, mountain rattle-snake. The  
climber may hear thesnake (requires a hear 
noiserollforathieforarollofl  on ld6 fo r  
other characters) and may attempt to avoid 
it (requires a successful moue silently roll 
fora thief,otherclasses havea lO%ciiance). 
If theattempt fails, thesnakeattacks. Char- 
acters attacking the snake must make a 
successful Dexterity check each round, or 
fall off the chasm wall. 

1 mountain rattle-snake: AC 7; H D  1.; hp 3; 
MV90'(3O');#AT1 bitetpoison:Dl +poisonof 
2-5 points of damage; Save F1; ML I ;  AL N: 
xp 13; T H A q 1 9  New Mons~er. 

V4. Gateway to Hutaaka (MapV4) 

The  only route into the Lost Valley of 
Hutaaka available to the adventurers is at 
the head of the ancient road from the 
gnolls' valley. At every other point around 
the valley, the surrounding mountains are 
impassable. 

the far side, a rock wall 

e led to them have long 

ometric designs. They an  
avy iron bars on the far sid< 
y from the gorge. 

e who opens the gates (e.g. by 

TOWARDS T H E  BLACK PEAKS (Events VE~-VE9/Encoounters V2-V4) 4: 



I 
Hutaak: is now only a dim shadow of its 
former :randeur. Most of it lies deserted 
and many of its once fine buildings are 
little mtxe than crumbling shells. The  
eastern half of the valley where the 
adventu-ers enter is desolate (see First 
Impressions, p45), hut war rages in the 
western part, a war in which the adven- 
tnrers have an important role to play. In 
addition, the characters are faced with the 
menace >f Kartoeha (see New MDnsters), a 
timeless evil which preys on the valley's 
inhabitants. Only after the destruction of 

Throug out the inter-tribal wars, (s 
Advent e Background, p4) the Hutaaka 
main st nghold was in the buildings ne 
the Te  ple of Pflarr. Here they fended 
Traldar ttacks and conducted rites to ho  
the tern le's darker inhabitants at h 
Most f ared of these is the mindl 
monstr sity known as Ka 
Hutaak n'sdeaddidnotsle 
and the i too had to he rear 

Five m nths ago, the Hut 
driven f om the temple by the 
took i t  over, despoi l ing  the ast  
Hutaak ' 5  finery as they did so. Worse, t 
Traldar new nothingof the rites needed 
restrain the denizens of the temple whi 
have es ped to stalk the valley by nigh I 
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outsiders as allies and use any means 
necessary - persuasion, bargaining, Slatt- 
cry, deceit or bribery - to win the 
adventurers over. 

Althougheach Saction tries topresent itself 
in a good light, both have a darker side 
which the adventurers may discover. Which 
group theadvrnturersallywith(0rwhether 
they ally with anyone at all) i h  entirely up  
to the players. It is also quite possible lor 
the party to change sides during thr 
adventure, since their Iormcr foes would 
rcadily welcome them. 

The  Hutaakans and Traldar arc Sully 
described on pages 47 & 48. 

Creatures from the Temple 

Legions of Undead 

The  Trmpleof Pflarr housed thecorpsesof 
innumerab le  Sormrr inhab i t an t s  of 
Hutaaka. Following the expulsion O S  the 
Hutaakans from the temple, many of the 
undead now roam the ruins of valley at 
night, hiding by day in deserted buildings 
(src Ancient Structures, below). Details of 
the undead are given in The  Haunters of 
the Temple (p52). 

Kartoeba 

Living deep underneath the temple O S  
Pflarr is the ageless heing Kartoeba (see 
New Monsters, p55). Placatrd lor millennia 
by the Hutaakan priests, Kartoeba now 
roams from its lair, avoiding the light of 
ddyaiidseekingvictirns bynight.Although 
they will seeclear signsof Kartoeba during 
the adventure, the characters should not 
actually meet it until they track it to its lair 
(see HE7, p50). 

Adventuring In Hutaaka 

Hutaaka is divided into two halves and the 
enirance to thevalley lies in the unoccupied 
rastern hall, where only wild animals and 
undead are encountered. On crossing into 
the western half the adventurers encounter 
theTraldarand the Hutaakans (seeMeeting 
the Inhabitants, p46). 

Eastern Hutaaka 
As the party explores the eastern part OS 
Hutaaka, you shouldemphasise thc strangr 
desolation of the valley while, at the same 
time, hinting that the characters are Sar 
Sromalonr. Duringthis time, thepal ty will 
come across many abandoned buildings 
and other ~ t r u c t u r e ~ .  These Sraturrs and 
their occupants are described i i i  Ancient 
Structures, below). 

First Impressions (Map H) 

When the adventurers can first see into the 
lost valley (see V4. Gateway to Hutaaka, 
p43): 

Beyond the wall, a broad valley 
hemmed in on all sides by shrer 
mountaios strrtchrs away northwards 
into the haze. Like the road which led 
you here, thr glories 01 those ancient 
ones are long-since faded. The  stones 
of the trail leading along the valley 
floor are overgrown and arr Slanked by 
decaying, deserted buildings. Higher 
u p  thr valley walls, other low struc- 
tures cling to the rock faces, but these 
too have fallen victim to the passagc of 
time. Nothing moves save the wind, 
and a deathly silence swallows up the 
sounds of your footstrps. 

In thr valley, no birds or insects can be 
heard. Only the sound OS the party's 
footfalls breaks the uniiatural silencr add- 
ing to the adventurers' disquiet. This uri- 
ease can take many forms: a tingling down 
the spine, the ferling of being watched, a 
soSt noise heard by only onr prrson, an 
unaccountable swcatingot the palms or an 
itch between the shoulder-blades. 

The following atmosphere-building events 
can br used i n  any order and each may he 
used several times: 

Loose Rocks: A skitter OS falling loose 
rocks is clearly hrard. l h e  sourcc of the 
sound should he hidden, and the adven- 
turers will not br ablr to Sind the cause. 

Footprints: Strange Sootprints are Sound in 
a soft piece of ground. These can he 
human, Hutaakan (narrow, clawed 
human-like feet) or giant foot-wad lizard 
prints. 

Glimpse: One of the adventurers briefly 
glimpsesadark, movingshapeoutol the 
corner OS his or her eye. On srarching the 
area, Sootprints may be found (or nothing 
at all). 

Trap: A large boulder rolls down a slope 
towards the party. Each charactrr must 
make a successful saving throw vs. 
Wands at t 4  to avoid thc rock, or he hit 
for 2d6 points of damage. 

Distant Wail: Echoing ofS the cliff walls 
and disturbing the valley's silence is an 
unnerving cry from a distant Traldar 
vocal (see p48). 

Restless Dead: During thr night, the 
adventuierswill catch sight ofmany dim 
shapes moving through the gloom. 

T A B L E  . R A N D O M  C R E A T U R E S  

FOR D e SERTED S T R U C T U R E S  

* (see 0 t ional Encounters - PSVIII) d 
THE LOST 



- the PCs' weapons are unhloodied. 
- a spear in one of the dead Traldar is not 

theirs (the Traldar can identify it as 

e unsavoury side of ea, 
race. 
toal 

away from the building. 

Id20 for each table). 

from the building. 

of the ghouls in the temple. 

Meeting the Inhabitants 

Tra lda r  

Traldar - the adventurers are 
the ceremony by the scout and some nearby rocks. 

Whether or not theadventurers investigate, 
8 Traldar warriors and a vocal suddenly 
come into view, all of them mounted on 

and Tactics (p47) for specific 
absolutely necessary, the leader to observe and disrupt it 

e. Kforedz and the priests succe monetary incentive (see NPCs, 

talk first. 
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QAKAN (Jackal-man) U T T T  

P l h ,  “. 
ARMOUR CLASS 
HIT DICE: 
MOVE 90‘ 13V) 
ATTACKS: 
DAMAGE: By weapon 
NO. APPEARING ............................... 
SAVE A S  Clertc: 2 
MORALE 8 
TREASURE TYPE S 
ALIGNMENT: Neutral 
XP VALUE 25 

I weapon or I sp 

The race of Hutaakans are tall, slender, 
humanoid creatures with jackal-like heads. 
Their bodies are exactly like those of 
humansexcept that theirhandsand feetare 
narrow withclaw-like nails. All Hutaakans 
have infravision (range 60’) and have the 
samechancrof mouingsilently as a thiefof 
the equivalent level. 

The attitudes and life-style of the Hutaa- 
kans are described on page 47. 

Priests: The  life of the Hutaakans centres 
on their ancient religion and so there are 
many clerics amongst their number who 
carry out the various rites. Most Hutaakan 
clerics have 2 hit dice and one spell, but 

TRALDAR. (Humans) 

mnMOUR CLASS 
HIT DICE 
MOVE 
ATTACKS: 
DAMAGE 

. APPEARING 
an.’E A S  
MORALE: 
TREASURE TYPE 
ALIGNMENT 
XP VALUE 

Warrior 
5 
I 

90’ (30’) 
1 weapon 
” ueapon 

’ below ....... 
. .;hter: 1 

9 
S 

eutral 
10 

0 t h  
8 

1-1 
91y (30’) 

1 weapon 
By weapon 

Normal Man 
6 
S 

Neut 
5 

some are of higher levels (with corr-spon- 
ding hit dice and spells), The higher level 
clerics are the Hutaakans’ leaders. 

Warriors: T h e  Hutaakans have never 
adapted well to the arts of war, and have 
few warriors. 

Others: Theremaining Hutaakans i iclude 
not only the old, young and sick, but also 
those craftsmen and artisans who have no  
skill with arms. TheseHutaakans normally 
fight only in self-defence. 

Weapons & armour: Priests - mac (ld6); 
leather armour. Wdrriors - short sword 
(ld6), spear (ld6), or sling (ld4j; leather 

Warrior 
6 

1 +I 

I weapon 
By weapon 

120’ (4V) 

... ........... 
:r: I 

Vocal ler 
9 

I =  1-1 
120’ (40’) 120’ (40‘) 

I shout or I weapon 
See below or ’By weapon 

By weapon +I 

I weapon 

......... Seebelow ................................ 
Normal Man 

7 

Neutral 
19 

The Traldar are a human tribe once 
enslaved by the Hutaakans. They are now 
free of Hutaakan domination, however, 
and have reverted to a barbaric life-style. 
They are mostly short and muscular, and 
have no hair on their headsor bodiesexcept 
011 the backs of their large, strong hands. 

T h e  attitudes and life-style of the Traldar 
are described on page 47. 

R 
eutral Neutral 
23 5 

but are otherwise less muscular than their 
fellows. Their training gives them the 
ability to shout very loudly, prcjecting 
most of the sound produced fcrwards 
within a 45-degree cone. The original task 
of vocals was communication. Their voices 
can he clearly heard up  to 5 miles away in  
the direction of the shout, althoLgh the 
sound carries no further than a normal 
human shout in any other direction. The 
special ability can also he used to attack, 
however, and any character caught within 
the cone of a vocal’s shout at close range 
may suffer the following mennal and 
physical effects: 

Ri 

ati 
R 
of 
an 
ar 
ar 

vs 

Warriors: These are the strongest members 
of the tribe and it is from amongst their 
numbers that the tribal leaders are drawn. 
The  crudeness of the warriors’ weapons is 
made u p  tor by their strength. Ordinary 
warriors have + I  to hit and damage. 

Vocals: These specially-trained Traldar 
haw abnormally large chests and necks, 
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- Range 20-30 feet: 
vs. Wands at +2 or 
attacks (to hit and 
class for 1 round. 

Othe 
the a 
gene] 
but 
n o m  

Weal 
( ldW 
armoi 
no ar 

and shield. Others - clnh fld4) 
:ld4); no armi 

Wands or suffer a -2 penalty 
:ks and.armour class for 1 roun 
ge 0.10 feet: victims suffer 1-2 p 
Image from the force of the sound, 
have a a 2  penalty on attacks and 
our class for 1-3 rounds. Both eft--.- 
i u tma t i c  (no saving throw). 

The  remainder of the tribe (mostly 
, young, weak and sick) share the 
attributes and attitudes of the tribe 

~ve limited combat abilities and 
ly avoid combat. 

ns & armour: Warriors - spear 
3) or,,hand axe (ld6+1-3); leather 
and shield. Vocals - dagger (ld4); 

DUT. Others - dagg, 
o armour. 



outsider is, in fact, Golthar (or Karllag) this 
event only occurs if Golthar (or Karllag) 
was not killed in  Threshold. Any of 
Golthar's associates still left alive will have 
come as well. 

This event has no immediate consequences 
but allows you to develop all kinds of 
exciting encounters with the members of 
the Iron Ring. Golthar could, for example, 
lead an enemy war-party, or mount an 
expedition into the Temple of Pflarr, or 
even into Kartoeba's Lair (see H6, p52). If 
theopportunityarises, youcouldaddspice 
to the final event (HE7, p50) by having the 
party become aware that Golthar is in the 
tunnels. Perhaps they might even witness 
his final destruction as he is dragged off 
into the darkness, screaming horribly, by a 
slime-covered tentacle1 

HE3. Enemy Prisoner 

A raiding party returns to the village with 
an enemy prisoner. The captors lock the 
prisoner i n a  hutandarereluctant tolet the 
adventurers talk with him. If, however, 
they can sneak a few words, they hear at 
least part of the other side's view. The  
adventurers' "friends" do not let them 
observe thecruel interrogation (though the 
cries may be heard) and eventually dump 
the mangled body outside the village. 

HE4. Restless Dead 

Traldar: The  undead of the valley are a 
particular problem to the Traldar, since 
they live near the temple and have no 
priests. The  Traldar may be attacked by 
either uncoordinated mobs or controlled 
squads of undead, or wights (sec below). 
These attacks occur frequently, between 0- 
3 times per night (ld4-1 j. 

Hutaakans: The  presence of numerous 
priests deters all but attacks by controlled 
squads of undead, and wights (see below). 
Attacks will only occur 0-2 (Ids-1) times 
each night. 

Party involvement: 
The  undead, particularly the controlled 
squads, are capable of making stealthy 
attacks, andit  is up  to you whetheror not to 
involve the adventurers in any given 
incident by alerting them (with a scream, 
warning cry, clash of arms, or sight of dark, 
moving shapes) or having the undead 
attack them directly. 

Undead attackers (see page 52): 
Uncoordinated mob 2d6+6 skeletons and 

ld6t3 zombies. 
controlled squad ("pawns" of ghouls - 

turn as wraiths): ld8t4 skeletons and 
ld4t2 zombies. 

wights: Id3 wights. 

HE5. Kartoeba Strikes 

At night, Kartoebastalks thevalleys 

through wooden doors. It also kno 
thevalley's hidden tunnels. Thus, a 

Kartoeba's victims, the creature w 

Trail of Kartoeba, 

Hutaakans 

The Hutaak&.. , d l  (correctly) that vynly 

the Knowledge of the Elders - an ancient 
b o k  -can tell the priests exactly how to 
drive back the creatures. They know tllat 
the book is in a sealed vault beneat, a 
shrine known as the "Vault of the Elders" 
(H3), and even have an inscribed rod for 
opening the door". They cannot read the 
inscription, however, and so cannot enter 
the vault themselves. 

If the adventurers agree to seek the book, 
the priests give them the rod which is 
actually the equivalent of a magic u s d s  
scroll with the spells knock and continual 
light. Some minor priests (ld4) even 
volunteer to accompany them. 

H3. Vault of the Elders I 
The magically locked entrance is a st ne 
trapdoor behind the altar. It opens a to- 
matically if a knock spell is used ! 

like stone gratingon stone breaks 

Steep, ancient steps lead down int 
the gloom. For a few moments yo 
can hear nothing but your ow 
anxious breathing, but then a soun 

silence. 

The steps leadingdown 
5 feet wide and 30 feet 
point the Hutaakan priests flee. 

Awaiting the adventurers in the 20-f ot- 
square chamber below, is the bo 4 k's 

mummy. he ghoul attacks anyone who 
enters the chamber, 

1 special P h o d :  AC 5 :  HD 5';: ho 27: MV 90' 

15; ED90 ($ecial) 

I 
ralda 

The  Tralhar believe that the creatures of 

The adve turers have no difficulty colle 
ing as m ch water as they wish from 
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convenient in the valley). 

point thisout,audif theadventureridecide theoutsidewhereithasfallenfr~ 
to go in search of Kartoeba, a few volunteers 
(either 5 Traldan warriors, or 3 ;minor the roof leading to area b. 'I I Hutaakan priests and 2 warriors) will 

butasuccessful attempt tool 
smash through them. 

pool (only a small amount is required to 
"fill" the altar bowl). On the first night 
after leaving theTraldar, however, they are 
attacked by a pair of hunting rhagodessae. 
The  lair of these creatures is nearby, and 
contains three matching gold earrings 
(value l5Ogp each). 

2 rhagodessae: AC 5; H D  4t2; hp 14 each; 
MV 150' (50 ' ) :  #AT I kg/I bile; D Suckers 

atic bitenrxt round)/2-16: S a w  FZ ML9 
, 6 125 each; THACO 15; EX55 

. Laying the Dead to Rest 

Whichever tribe the party has helped this 
far now want to gain access to the temple. 
They are afraid to go there alone and ask 
theparty toactasescort. Ifeitherceremony 
is successfully completed, theundeadof the 
valley collapse to the ground and become 
simply dead once more (Kartoeba and any 
undead animated by Kforedz are unaffect- 
ed). If the ceremony is successfully com- 
pleted, the adventures each earn 500 xps. 

The temple is described in €I5 below. 

Kforedzand 2 minor pries tsaccompany the 
party. If they enter the temple by night, the 
group has no difficulty avoiding the 
Traldal.; otherwise, they are attacked hy a 
sinall war-party (see Optional Encounters, 
PSVIII). The  priests are familiar with the 
general layout of the temple, but are 
unaware of the secret doors. They will 
neither carry weapons nor fight inside the 

rriors offer to 
accompany theparty. They go fully armed, 
but have no knowledge of the layout of the 
temple. Inside the building, their morale 

7. Trail of Kariurud 

party's intrusioii into the te 
not affect Kartoeba. Its attacks will even 

1creas.e in frequency and, after one of 
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Karfoeba's lair and the tunnels around i t  
are described in Catacombs of Kartoeba 
and 

HE8. Peace In The Valley 

When Kartoeba and the undead!at the 
Temple are no longer a threat to the 
inhabitants of the valley, neither the 
Hutaakans nor the Traldar will have any 
further use for the party. Both groups will 
covet the wealth "looted" by the ad- 
venturers from the Temple and attempt to 
overpower them. The  g-roups' intense 
hatred for each other prevents them work- 
ing together, and each seeks to de I w;'h 
the party on their own. 

If she is still alive, Kforedz will use her 
animate dead spell to send undead against 
the adventurers. 

f 

of their treasure back to Thr  
the adventurers get the lizard 
the party's actions, but it 
remembered that only ones tr 

are initially pawns  control 
cia1 ghouls (see p52). Once 
ve been destroyed, the skeleu 
esrevert to their normal mindl 
t they still attack intruders 

orated the walls but these have 

key embedded in  Kartoeba see H6. 
he Temple, p51); a knock spe l~  

flame inflicts 2d6 points of 



spells (cast one above the other), and its 
sides are rxtremely slippery (-60% penalty 
to thieves' climb shrer surfaces abilities. 
Four grey oozes live on the pit walls. 
Lowenng tht, cage or dropping anything 
into the pit causes an ooze to slither out of 
thrpit ai;dattack. Theother 3 oozesappear 
at Id4 round intrrvals to join the mrlee. 

Thrrr are four hfr-size Hutaakan statues in 
thepositionsshownonPlanH5. Thcscaie 
4 living jade statues which move to attack 
t h r  party if thc altar or large statue- is 
touched. 

Two turns aftrr the party entcrs this room, 
8 skeletons and 3 zombies air sent by the 
ghouls (area H5cl toattack theadvmturrrs. 
They pursue thr PCs wherever thry are i n  
the temple. 

H5c. Robing Rooms 

Thrse m a l l  rooms contain numerous 
wstmrnts, capes, cowls and surplices for 
use during the Huraakan's ceremonirs. 
Therr are 3 special ghouls in thr wrstern 
loom controlling the skclctons and zombies 
from lime. Tlreyonlyattack i n  srlf-defence, 
oi i f  a cwrmony is begun in the main 
trmple. 

.The secret door 10 the prirsts' quarters 
(H5e) from the westrrn room is magically 
trapped: unless the propcr words (known 
vnly to thr dead High Prirstess) are spokrn 
an  electrical discharge inflicts 2d4 points of 
damage on all  within 10 feet ( h a l u p y  a 
sur-cesslul saving throw YS. Wands). 

H5d. Secret Passage 

Thc  rorpsc of the High Prirstess lies i n  the 
opm doorway to thc priests' quarters, still 
clutching thr golden bowl. As thr party 
approaches the corpse, i t  rises up  as a 
wraith and atracks. The  corpse w a r s  plate 
mail armour t2, a gem studdrd platinum 
star of Pflarr ( w l u e  - 2000gp) and has a 
potion of levitation plus a scroll with cure 
serious wounds, raise dead and remove 
curse. 

H5e. Priests' Quarters 

T h r  majority of these rooms arr buried 
under tons of rubble. The  rrmains of 
bunks, rables, chairs and other mundane 
furniture arc all that may be found herc. 
The  roof of th? passage hetwcen the two 
western rooms sags down almost to thr 
lloor leaving only a small rubble-strewn 
crawlway brtwrrn the two rooms. The  
criling is unsafe, there is a 50% chance that 
any character clawling along hcrr causes a 
rock to fall from thc ceiling inflicting ld4 
points 01 darnage. 

H5f. Antechambers 

These two rooms arc similar and unlit, 
although there are several torches in 
brackcis around the walls. There are 5 
zombies and 8 skeletons i n  herc which 
attackrheadvcnturersassoonas thryenter. 

Each room has a ceremonial silver wash- 
stand (value 150gp) in the centre, used tor 
thc ritual ablutions that all Hutaakans 
pertormed before entering the temple 
proper. The walls and crilings are dccor- 
aced wi th  rlahorate frrscoes dcpicting a 
variety of religious ceremonirs and major 
scenes from Hutaakan history. Any ohar- 
actrr examining thew closely will =om? to 
realise the true history of both theTraldar 
and Hutaakans (see Adventure Back- 
ground, p4). 

H5g. Room of Records 

The  doublr doors into this room trom area 
f a r e  locked and trapped. Uiiless opened by 
Kforrdr, all those within 15 feet must save 
vs. Spe l l s  or bt. struck blind for 2d6 turns. 
Theroorn itself is lincd wi th  shelvrs which 
arr piled high with all i n a n n ~ r  of books 
and scrolls: the complete records and 
history of rhc Hutaakan empire. Thrse 
items can only he read hy means of read 
languages spells, but any magic-user or elf 
prepared to sprnd Id412 hours studying 
them, would discovcr the truth about the 
Hutaakans and 'Iraldar. 

H5h. The Crypts 

The staircase down to thr cIypts drscrnds 
some 50 feet. This area contains8skeletons, 
4 zombies and 2 wights. 

A largr, orllatr sdrcophdgus stands upright 
i n  front 01 the secret door. If this is 
disturbed i n  arty way, the mummy insidr 
moves to attack. The passage behind thr 
secret door lrads into the Catacombs of 
Kartoeba (below). Insidr the sarcophagus 
is a jewelled orb (value 3500gp), a pea& 
rnrrusted sceptre (value 6500gp), and a 
silver needlr still trailing a lrngth of 
goldrn thread. 

H5i. Treasure Room 

This room contains the last surviving 
iiches of the glory that was onre thc 
Hutaakan Fmpire. It call be rntrrrd either 
with the magical key  from Kartoeba or by 
means of the trapdoor from thr catacombs 
(area H6d). 

Most of the items have been stored i n  herc 
for years, and all are rovrrrd in a thick layer 
ofdust. Certainly, nocarehas been taken i n  
the arrangement of the itrrns. There are: 

Catac mbs of Kartoeba .I 
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underneath the temple (Plan 
number of green slime (X) and o 
(Y) exist here and are marked on 
When theadventurers first enter th ankle-deep in slimeanda vile 

Meandering Tunnels 

ceilings. The acoustics are such that 
strange echoes are often heard, sounding as 
i f  something loathsome is just round the 
next corner: 

H6a. Dark Pit 

The roueh-hewn oassaee meanders 



meikosand the lands beyondoffer unlimit- 
ed opportunties for further adventuring, 
and the following suggestions are just a 
few ideas that you might like to develop: 

The Death's Head Gnolls 

After leaving Hutaaka, theadventurers still 
have to journey hack through the moun- 
tains to the territory of the Death's Head 
tribe. Fortunately, the gnolls do not expect 
trouble from the north, and if they are 
careful, the adventurers' presence may not 
even henoticed by themain tribe. However, 
a few gnoll huntinggroups areencountered 
along the way, and if some of the gnolls 
should happen to escape, the adventurers 
could very well find themselves hotly 
pursued out of the valley1 

The House 
Whilestayingin Threshold theadventxer. 
are approached by a local merchant or 
shopkeeper who offers to sell them a house 
for the "bargain" basepriceof 3000gp. The  
house is in a delapidated condition, low- 
ever, and home to various monsters su:h as 
rats, spiders or moulds, which the char- 
acters will have to clear out before they can 
move in. The  house could even he haunted. 

Alternatively, the person selling the house 
is a local thief out to trick them. The  house 
actually belongs to an out-of-town ad- 
venturer or. merchant, who is likely to 
return at some point and indignantly 
demand that the adventurers leave, taiing 
the matter to the Clerical Court if they 
don't .... 

An even more devious situation is &e 
where the person selling the house is an  
Iron Ring member intent on eliminating 
the party. The  house has a secret entrance 

~ ~~~~~~~ . ~ ~ .  
that the huni 

Sukiskyn Calls In the cellar leading to the sewers, and the __ 
On returning toThreshold, Stephan wishes 
to return to Sukiskyn, and may ask t h ~  
adventurers to accompany him or simpl 
go on his own. Back at Sukiskyn, howevei 
there are no joyous feasts held to celebrat 
Stephans' return, since the Iron Ring hav 
exacted a heavy revenge. The  homesteat 
has been burnt to the ground and the clai 
members abducted. In the smoke-blackenel 
ruin of the tower is a clue to the where 
ahouts of Pyotr's clan - a note dr 
by an Iron Ring slaver. i 

! 
! 

Threshold 

Threshold itself is an ideal place to 
elaborate as a setting for further adventures. 
As the adventurers explore the town 
further, you can assign uses to relevant 
buildings as needed, determining in what- 
ever detail is required their contents and 
inhabitants. You could also elahorate on 
the ruins north of the town as locations for 

. d h e  characters to adventure in. 

tollowing are also suggested: u 
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NEW MONSTERSI I 

I I 
ChevallX 

1 
HORSE FORM‘ CENTAUR FORM 

ARMOUR CLASS 2 5 
HIT DICE 71 7’ 
MOVE 270‘ (90’) 180’ (60’) 
ATTACKS 2 hoouesil bile 2 hoouesll weapc 
DAMAGE 1 d6I1 d6/ d6IId6iby weapon 
NO. APPEARING (1-3) 1 (1-3) 
SAVE A S  Fighter: 7 Fighter: 7 
MORALE I1 9 
TREASURE TYPE: C C 
ALIGNMENT Neutral Neutral 

evall is a creature which can change at  
between two forms: an intelligent 

horse, and a powerful centaur. 

Chevalls concern themselves with striving 
for the good of all horses. They often go 
about in horse form, checking on the 
welfare of horses in the service of humans, 
demi-humans and humanoids. If a chevall 
finds a horse which is unhappy with its lot 

enemies of were-wolves. 

ARMOUR CLASS: 4 
HIT DICE: 3t1**, 4+1*” The victim is allowed a saving ne extra point is added to ea 
MOVE: 150’ (50’) Dragon Breath and, if success age inflicted (e.g. a torch dc 
ATTACKS I bite or  1 breath only half damage. ts of damage to an  ice wolf). 
DAMAGE l d l 0  or special 
NO. APPEARING 0 (1-8) 
SAVE A S  Fighter: 4, 5 or 
MORALE 10 
TREASURE TYPE: C 
ALIGNMENT: Chaotic 
XP VALUE 100, 275 or 575 

Ice wolves are huge hounds (as big as a 
pony) with snow-white fur and icy blue. 
ryes. They live mostly in high mountains 

nd during combat, ice w 

victim within 15 feet. The  blast auto- 
matically hits, inflicting Id4 points of 
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Kartoeba ("Thing in the Pit") 

ARMOUR CLASS. 6 
H I T D I C E  IO"' 
MOVE. 60' (20') 
ATTACKS 
DAMAGE: 1-4 ( x 4 )  (+ 2-12) 
'40. APPEARING: Unique 
SAVE A S  Fighter: 10 
MORALE: 10 
rREASURE T Y P E  C 
iLIGNMENT: Neutr, 
YPVALUE 230 

4 tentacles (+ acid slime) 

The mindless abomination known as 
cartoeha is the ancient guardian of the 
luiaakan Temple of Pflarr. It has a 
iightmarish form - a large green mound 
i f  oozewith four40-foot-lonc tentaclesand - 
i hideous gaping glutinous maw - and 
my characters seeing it for the first time 
Nil1 beaffected by theequivalent of amuse  
:ear spell unless they make a successful 
;aving throw vs. Spells at +4. Despite its 
,ize, Kartoeha can movesilentlyand climb 
iertical surfaces, leaving only occasional 
smears of slime to mark its passing. 

-n addition to causing damage by lashing 
usual chance to hit), Kartoeba's tentacles 

rate of 16' pe;round, and held there temple, r strained.from ranging abroad by 
the cere onies of the Hutaakan priests. 
However, following the expulsion of the 
priests fr m the temple by the Traldai, i t  
began to stalk the passages under the 
temple. hese tunnels have numerous 
secret exi s throughout the valley which 
allow Kar oeha to ventureinto thecountry- 

,side in s rch of prey. The  creature only 
moves ou doors at  night, retreating by day 
to the dar I ness of the tunnels. 

Livine: Statues 
Silver Rock/Ooze lade Steel I h A  

4RMOUR CLASS 4 4 4 
HIT DICE: l+l* 
MOVE 120' (40' 0" (20') 60' (20') 
4TTACKS: 1 bite 2 squirts of 2 handc 2 fists 

DAMAGE: 2d4 See below Id6I ld6  1-8/1-8 
YO. APPEARING 2-12 (2-1; 1-3 (1-3) 1-6(1-6) 1-4 (1-4) 
SAVE A S  Fighter: Dwarf: 5 Fighter: IO Fighter: i 
MORALE: 12 I 1  12 12 
rREASURE T Y P E  Nil  Nil  Nil  Nil  
4LIGNMENT: Neutral Neutral Neutral Neutral 

3+1- '*I 

grey ooze 

425 200 425 .. KP VALUE: 19 

Several varieties of living siatue (see BD32 
occur during this adventure, associated 
with the remains of the Hutaakan civil- 
ization which created them. Like normal 
rock living statues, these are immune to 
sleep, charm and hold spells, hut they have 
their own, special, attributes: 

Silver: These are much smaller than 
normal living statues (about 1 foot high) 
and have a thick skin of pure silver (value 
50gp when the statue is killed). They are 
not harmed by non-metal weapons or non- 
magical fire, and take only half damage 
from weapons with sharp edges. 

RocWOoze: These outwardly resemble 
normal rock living statues, hut have the 
ability to conceal themselves by merging 
into the surface of a rock wall, floor or 
ceiling. In place of hot magma, rock/ooze 
statues are filled with crey ooze, and can 

I 
squirt two blobs of ooze per 
their fingertips (AC 8; HD 4 Rock battle 
?.d4/round (automatic) t dissol 

ATTACKS: 1 bite 

matically becomes stuck in it. 
followinground theweaponisah 
thestatuewhichgains ld4+1 h i tp  

snake which is found only in mountains. 
Its bite ca ises only 1 point of damage, hu' 
its sharp 'angs inject poison at  the Sam 
time. An)one bitten by the snake mus 

tahces/Rock Rattler) 55 
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Lizard, Giant Foot-pad 
ARMOUR CLASS 6 .- 
HITDICE 2 t 1  
MOVE: 120' (40'). Cltmbine: 60' 120') 

XPVALUE 25 -:~ 
These slender giant lizards have long, the vertical. Provided they are captured 
spindly legs with toes which are flattened young and properly trained, foot-pad 
out to form round, sticky pads. These pads, lizards can he used as mounts or pack 
allied with the creatures' agility and low animals (carrying capacity 2500cn a t  
body weight make foot-pad lizardsexcellent normal movement rate, 4000cn at half 
climbers. They can cope with any hut the rate). However, they cannot climb slopes 
smoothest of surfaces, at any angle up  to steeper than 60 degrees when mounted. 

Wyrd" 
ARMOUR CLASS: 
HITDICE 4* 
MOVE 120' (40') 
ATTACKS 2 glowi ieres 
DAMAGE: l d 6 l l d 6  
NO. APPEARING: 1-6 (1. 
SAVEAS E4 
MORALE: I2 
TREASURE TYPE B 
ALIGNMENT: Chaotic 
XPVALUE 175 

AGyrd(pronounced"weerd') isan undead wyrd can either strike with twn hands 
spirit inhabiting the body of an elf (cf. using the spheres as melee weapons, or 
wight - BD39). Wyrds can only be hit by fling the two spheres as missiles :range 
magical or silver weapons. They are 30/60/90), or use one sphere in mel:e and 
immune to sleep, charm and hold spells, one as a missile. 
and their saving throws are the same as for 
a n  elf of level 4. Clerics have the same If a sphere hits its target (normal .oil to 
chance of turning wyrds as they do of hit), it explodes, inflicting Id6 points of 
t6ming wraiths (EX4). damageagainst mostopponents, hut ld6t3 

against elves. As each sphere explodes, a 
A wyrd usually appears as a dark, roL-.. replacement instantly appears in the wyrd's 
figure holding a small, diffuse, red, glow- hand, but i t  can only make two attacks per 
ing sphere in each hand. In combat, the round. 

Piranha (Cold-water) 
ARMOUR CLASS 7 
HIT DICE 
MOVE: 90' (30') 

1 htt poznt each 

ATTACKS: I bzte per shoal 
DAMAGE: 
N O .  APPEARING: 5-50 
SAVE A S  Normal Mati 
MORALE 11 
TREASURE TYPE N d  
ALIGNMENT: Neutral 
XPVALUE 5 

The  dreaded piranhd are small, black fish 
( u p  to I foot in length) with bulging eyes 
and large mouths filled with VLCLOUS teeth. 

1-4 or 3-12 (see below) 

damage per shoal per round. 
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WEATHER 8c 

Weather 
The climate of Karameikos is temperate, 
with short winters that bring little snow, 
and Long, warm summers. The adventure 
takes place in Spring, and early Summer 
when the weather is quite changeable. In 
Table 2 each date has next to it a series of 
four numbers which indicate the cloud 
cover, rainfall, temperature and wind for 
that day. The meanings of the number 
codes are given below: 

Code Cloud Rain Temp. Wind 

3 heavy storm hot gale 

Example: Moldain the 8th of Flaurmont 
has weather 3/0/2/l, i.e. it is a warm, dry 
day with heavy cloud cover and a breeze. 

Key to Tab le  

Moon phases: 
0 - new moon; 0 - quarter moon; 0 - half 
moon; 0 - three-quarter moon; 0 - full 
moon. 

OPTIONAL NC UNTERS r 7  
TABLE z - W E A ~ H E R  8c M ~ O N  PHASES 

D y of the  Week 
Lunadain  Gromdain Tserdain Moldain Ny tdain Loshdain Soladain 

Thaumont 1 7 l/I/l/Z 8: 0 1; 0/2/20 9 0/0/2/1 10: l/l/l/2 
11: 2/0/2/20 12: 2/2/1/2 13: 3/3/1/2 1 4  3/2/1/2 15 3.'2/0/30 1 6  2/0/1/2 17 3/2/l/Z 
18: 2/0/1/20 1 9  l/I/l/Z 20: 0/0/2/2 21: 0/0/3/3 22: l,'O/2/1@ 25: l/1/1/2 2 4  3/P/I/l 
252/2/l/O. 2 6  1/0/2/2 2 7  0/0/2/3 

Flaurmont 
5 2/0/2/00 6 Z/O/l/O 7 3/1/1/2 1 8: 3/0/2/l 9: 2,'0/1/10 10: 1/0/1/3 11: O/O/Z/l 

12:0/0/3/20 13: 0/0/2/2 1 4  I/0/3/2 1 5  0/0/2/3 16: 1.'1/2/20 17 0/0/2/1 18: 0/0/3/0 
1 9  1/2/2/00 20: l/l/l/2 21: 3/0/0/3 2 2  1/0/1/2 2 3  I,'Z/O/l@ 2 4  1/2/l/l 25: 0/0/2/2 
2 6  0/0/2/20 2 7  1/1/2/2 28: 0/0/3/3 2 9  1/0/2/1 

Yarthmont 

11:2/0/1/20 12: l/0/2/l 13 Z/I/Z/l 1 4  l/2/2/2 152/0/1/10 16 2//1/2/2 17 1/0/2/l 

1: O / O / Z / l 0  2: 0/0/3/2 3 0/0/2/3 
42/1/1/20 5 2/1/1/2 6 1/0/2/2 7 2/0/2/1 8:2/1/2/20 9 3/3/1/2 10 I/l/2/2 

18:0/0/2/M) 1 9  1/0/3/1 2 0  1/0/2/1 21: 2/0/2/1 22: I O / l / Z @  23 1/0/3/1 2 4  0/0/2/0 
25:0/0/3/00 26: 0/0/2/2 2 7  0/0/2/3 28: 2/2/1/2 29 1/0/2/3. 3 0  O/O/Z/Z 31: 1/0/2/0 

Klarmont 
1: 1/0/3/10 2: 1/l/2/1 3 0/0/3/1 4 1/0/2/2 5:  1/0/2/10 6 0/0/2/2 7 1/0/3/0 
8: 1/1/2/lO 9: 3/2/1/3 1 0  1/0/2/1 11: 0/0/3/1 12: 0/0/2/20 13 1/0/2/0 14 I/0/3/0 

15: I/O/2/10 1 6  0/0/3/0 17: I/l/Z/l 18: 1/0/2/1 192/ l /Z/ lO 20: 1/1/2/2 21: 0/0/3/I 
22: 0/0/2/10 25: l/0/3/0 24 l/1/2/1 25: 0/0/3/1 2 6  l/O/2/2@ 27: 0/0/3/1 28: 2/2/2/2 

Bargaining 
Bargaining is the most common form of 
trading in Karameikos. Usually the buyer 
and seller start by stating outrageous prices 
and then try to meet each other somewhere 
in between. 

For certain transactions which occur dur- . ~~ ~~~~~ 

ing the adventure, a base offer or price is 
given for the NPC concerned. Where no 
base offer or price is given, you should use 
the orices aiven on EX19 or else invent 

TABLE 4 - BARGAINING 

.. 
)OUI own.  I I  thcdd,,c.nturrl\arrrellillR, t h ~  Roll Offer Price 
NPC's initial oiler i, one third of the base 
offer. If the NPC is selling, the initial 
demand is double the base price. Once 
negotiation is underway, secretly roll Zd6, 
add the PC'scharisma modifier and consult 
Table 4 to determine what percentage of 
the base offer or price the NPC will .. 
eventuallv offer or accept. 

Optijnal Encounters 

once each day and twice each 
example) by rolling d20. If an 
. indicated, the ranges given in 

statistics below are used to 
numbers of creatures involved. 

~ 

(Weather & Op 'onal PULCOUT SHEET VEI n 



SUKISKYN (pian SI 

Sukiskyn is one of several fortified home- 
steads in the wilderness east of Kelven. It is 
the home of a closely knit human clan 
(headed by Pyotrj, which makes a living by 
catching wild horseson theplainsand hills 
to theeast(seeMapK), bringingthem back 

oman, able to calm the fierce 

Muted Feast). It is u p  to you as DM to determine the 
actions of the NPCs, using the information 
(including personalities and possible roles 
in the adventure) in the character des- 
criptions. The party will be received as 
welcome guests at the homestead, and will 
remain welcome there so long as they do 
not cause serious offence. 

NPC Deaths During the Siege 
Although you have full control over the 
NPCs, it is possible that some of Pyotr’s 
clan will be killed during the Siege at 
Sukiskyn (p6). If any of these NPCs have 
important roles to play later in the 
adventure (see below), it will be necessary 
to have other NPCs fulfil these roles. Yuri 
(one of the Refugees from Ilyakana - see 
PSIV), for example, can take over from the 
deceased Novannes as blacksmith at Sukis- 
kyn. In some cases, you may have to invent 
and introduce entirely new NPCs. 

Pyotr’s Clan 
There were originally 12 inhabitants of 
Sukiskyn: Pyotr and his immediate family 
(seven people in  all), the blacksmith 
Novannes, and his family (four in all), and 
a servant, Stellios. By the time the ad- 
venturers arriveduring the siege, Novannes 
and his son-in-law Hakos will have been 
killed by the goblins. 

Abbreviations 

mour classes, weapon attacks, weapon 
ges, andgear shown in bracketsapply 
during times of danger when the 
have equipped themselves for com- 

. Combat abilities are adjusted for 

DARYA - Pyou’a wife 

black hair. 

armour). 

Gear: dagger (short bow, arrows). 

TARAS - Py~u’selder-~. 

clan head. 

THACO 18 or I8 - R 50/100/l50. 
Abilities: S15,19, Wl2, Dl4, CIO, Chll 
Gear: Battle axe (short bow, arrows). 
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PLAYERS' INFORMATION SHEET 
Karameikos 
Youarein theCrandDuchyof Karameikos, 
a wild and untamed area ruled hy Duke 
Stefan Karameikos 111 from the southern, 
coastal city of Specularum. Outside 
Specularum, the Duke's control is very 
limited and large tracts of the Duchy are 
rumoured to be home to evil humanoids 
and monsters. You have recently travelled 
north along the river from Krakatos to the 
town of Kelven. 

Kelven is a thriving frontier town that has 
grown up  rapidly, following its establish- 
ment at the point where the rivers Wind- 
rush, Shutturga, and Volaga meet. Much 
timber passes through Kelven on its way to 
Specularum where it is used to build ships 
and houses, or else exported to neigh- 
houring states. Merchants following the 
trade routes from Specularum to Threshold 
and  distant Selenica regularly travel 
through Kelven ensuring plenty of trade 
for the town. 

You have not been in Kelven long before a 
red-haired man approaches you with an 
offer of work ... 

The World of 
Wilderness Adventuring 

If you have not played a wilderness 
adventure before you will find it very 
different from exploring a dungeon - 
detached from the rest of the world, where 
practically every place you see and every 
creature you meet is a part of the adventure. 

Adxentures above ground are set in the 
midst of a "real" world filled with a 
multitude of people, places and creatures. 
As well as defeating monsters and people 
who threaten you, you will also have to 
interact with the many non-player char- 
acters who are not directly part of your 
adventure. 

These people are simply going about their 
everyday business, intending you no harm, 
but they can still he important. It is they 
who can sell you armour and weapons,; 
serve you in inns, or provide you with 
useful pieces of information. Speaking to 
them can be fun and informative, but 
beware, some people may mean you no 
good - thieves may pick your pockets, 
thugs may waylay you in dark streets or 
chaotic magic users may cast spells at you. 
Dealing with these people is similar to 
dungeon encounters, but recognising them 

authorities. 

Just as people should be treated 

They are private home, oiplacer of work 
and their inhabitants will not take kindl) 

T r a v e l h i  in the o,utdyrs can be a 
problem i other way5 Ratti rmt wak bow 

to adventurers looting them. I 

The Passing Days 

Unlike dungeon adventuring, where play- 
ing time is almost entirely spent explor ng 
underground passages, wilderness adven- 
turing places you in a more realirtic 
situation. Everyday matters such as travzll- 
ing long distances, finding food iind 
shelter, and so on, need to be taken care of. 
Because of thh, recording the passag of 
time is very important for both players m d  
DM. A calendar is provided for you on the 
reverse of this sheet, and your DM will :ell 
you when to start marking off the days. If, 
after every night's rest, you remember to 
mark off a day, you will have no difficdty 
in keeping track of time. 

Scale 

ings,.makingthemuseless. 

to attract humanoids ana 
t monsters. The camp silt 
n with an eye to defence, il 
ng only one or two lines 0 1  

Missile and spell ranges 

sleepspell hasarangeof 240yards, hut still 

square area. 

Wilderness Survival 

Surviving in thewilderness can bediffiault, 
as danger can come at you from more 
quarters than in a dungeon, While traCe1 
ing, it is advisable to be ready for a 

ery short distance will S ~ O F  



abandon the humans at a later stage, Kforedz 
does her utmost topersuade them to help herand 
her people. Shepaintsaveryconvincingpictur~ 
of the Traldar as ungrateful barbarians, who 
have repayed years of enlightened patronage 
with hatredand bloodshed.Shemighteven hint 
at the existence of an ancient Humahan pro- 
phecy. which foretold the arrival of the party as 
saviours of the last remnants of their culture. As 
a last resort, she will dffer the adventurers a 
jewelled Star of Pflarr (value 1OOOgp) but will 
not accompany them under any circumstances. 
Unbeknown to the adventurers, Kforedz will 
'3ke any opportunity to animate dead to send 
gainst theTraldar. She will never admit to this 
bility. 

.ppearance: Female, with silvery grey fur; taller 
than most of her race (cf. Hutaakans, p47) 

:lothing: pure white robes (over leather armour 
+l); she wears at all times a large medallion 
in the shape of a star - the Star of Pflarr 

ersonality: AL C naturally aloof and haughty, 
but capable of great tact and charm 

Iote: Kforedz might be persuaded to cast spells 
to aid the adventurers, but only in exchange 
for their help. 

C5 (inc. D bonus); HD8**; hp26 MVSO'(30'); 
4T1mace+2;Dld6+2;SaveC8;ML9xpl750: 
'HAC0 I O  New Monster. 
pells: 
Is1 level: cure light wounds (x2), protection 

2nd level: bless, hold person, and silence 15; 

3rd level: cure disease 
4th level: animate dead 

;ear: mace +2; clerical scroll with cure serious 

from evil 

radius 

wounds, remove curse, striking 

GURI-BEN-KAAL (F) - Traldan Chief 

If the PCs decide to accompany the Traldar they 
meet in western Hutaaka (p46). or if they go 
there as refugees from the Hutaakans at a later 
date, Guri will be very anxious to recruit them to 
his cause. TheTraldar have littledefenceagainst 
theundead from theTempIe(H5,~50),andGuri 
will recognise that the party could swing the 
balance of the "war against the mutts" in his 
favour. After doing his best to describe the 
Hutaakans as inhuman sadists, he will go as far 

offering l5OOgp in gems as an incentive if the 
rty seems reluctant to aid him. On noaccount 
II  he accompany the adventurers. 

*.ppearancr: Male, aged 28; short and very 
muscular, he wears a brightly-colo$red 
lizard-skincloak (hi5"badpe"ofoffice)a/tall 
times. 

Clothing: leather armour and shield 
Personality: AL N shrewd and cunning, ~ but 

swift to anger and easily insulted. 
Note: Accompanied at all times by four Traidan 

warriors. 

i 

i 

AC 4 (inc. D bonus); HD 7; hp 38; 
#AT 1 spear or 1 hand-axe; D 
bonus);SaveF7;ML Il;xp85OTHACO lZ(jnc. 
*bonus); New Monster. 
.hilitits: S18.19, WIO, 016, C13, Ch15 
:ear: spears, hand-axe 1 Traldan bodyguards 
C 6; HD 2; hp 8 each: MV 120' (4 '); 
4T 1 spear or I axe; D ld6+2 (inc. S bonh); 
we FZ ML 10 (8); AL N; xp 25 each; THAFO 
7 (inc. S bonus); New Monster. 

NON-HUMAN CLANS I &  
I TRIBES 

Listed below are some individual charader- 
istics of the non-human clans and tribes 
encountered in the rncdu' 

Elves (BDSOj 

Vyalia 
Symbol: Oak tree set with stars 
Features: Pale-skinned, deep green eyes; 
Weapons: Swords and longbows. , 
Home:Tree-housesinforestS.E. ofLakeof 

I Lost Dreams (not on map). 

Callarii 

(their epic heroine, Callariij. 

patterns, great lovers of horses. 
Weapons: swords, daggers and longbods. 
Home: Radlebbforesr, including thevilldge 

I of Rifllian (p32). 

Gnolls (BD30) 

Death's Head (Gall-kalat) 
Symbol: A half-decayed head. 
Features: Defend their territory fanat; 

(ML 12j, shields bear tribal symba 
Weapons: spears or swords 
Morale: Average (9). 
Lair: Caves (not marked) overlooking ti e 

valley of the Foamfire River (Map Vf 

Goblins ( ~ ~ 3 1  j 

I Wolfskull (Kloss-lunk) 
Symbol: Wolf's head. I 
Features: Wear cloaks made of wolf-skir/. 
Weapons: A x o  and spears. 
Morale: High (8). 
Lair: I n  the Petrilicd Foiest (W 'h 

ar hammers and  daggers (for 

Lair: Un rground in th 

(area 

nrak I 
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PLAYERS’ INFORMATION 1 SHEET 
Karameikos 
You are in the Grand Duchy of Karameikos, 
a wild and untamed area ruled by Duke 
Stefan Karameikos I11 from the southern, 
coastal city of Specularum. Outside 
Specularum, the Duke’s control is very 
limited and large tracts of the Duchy are 
rumoured to be home to evil humanoids 
and monsters. You have recently travelled 
north along the river from Krakatos to the 
town of Kelven. 

Kelven is a thriving frontier town that has 
grown up  rapidly, following its establish- 
ment at the point where the rivers Wind- 
rush, Shutturga, and Volaga meet. Much 
timber passes through Kelven on its way to 
Specularum where it is used to build ships 
and houses, or else exported to neigh- 
bnuring states. Merchants following the 
trade routes from Specularum toThreshold 
and distant Selenica regularly travel 
through Kelven ensuring plenty of trade 
for the town. 

You have not been in Kelven long before a 
red-haired man approaches yon with an 
offer of work ... 

The Woilu of 
Wilderness Adventuring 

If you have not played a wilderness 
adventure before you will find it very 
different from exploring a dungeon - 
detached from the rest of the world, where 
practically every place you see and every 
creature you meet isapartof theadventure. 

Adventures above ground are set in the 
midst of a “real” world filled with a 
multitude of people, places and creatures. 
As well as defeating monsters and people 
who threaten yon, you will also have to 
interact with the many non-player char- 
acters who are not directly part of your 
adventure. 

These people are simply going about their 
everyday business, intending you no harm, 
but they can still be important. It is they 
who can sell you armour and weapons, 
serve yon in inns, or provide you with 
useful pieces of information. Speaking to 
them can be fun and informative, hut 
beware, some people may mean you no 
good - thieves may pick your pockets, 
thugs may waylay you in dark streets or 
chaotic magic users may cast spells at you. 
Dealing with these people is similar to 
dungeon encounters, but recognising them 

before they strike can be difficult. Even so, 
if you treat everyone as a potential enemy 
you are unlikely to make any friends, and 
attacking people without good cause is a 
sure way to earn the emnity of the local 
authorities. 

Just as people should be treated with 
respect and care in the outside world, yon 
should avoid treating houses, inns and so 
on as if they were just rooms in a dungeon 
- most buildings belong to someone. 
They are private homes or places of work 
and their inhabitants will not take kindly 
to adventurers looting them. 

The Passing Days 

Unlike dungeon adventuring, where play- 
ing time is almost entirely spent exploring 
underground passages, wilderness adven- 
turing places you in a more realistic 
situation. Everyday matters such as travell- 
ing long distances, finding food and 
shelter, and solon. need to be taken care of. 
Because of this, recording the passage of 
time isvery important for both player sand 
DM. A calendar is provided for you on the 
reverse of this sheet, and your DM will’tell 
you when to start marking off the days. If, 
after every night’s rest. you remember to 
mark off a day, you will have no difficulty 
in keeping track of time. 

‘ 

I 
Scale 

In a dungeon, feet are used as the hasic 
measure of movement and range. In the 
wilderness it is easier to move quickly, 
there is more open terrain and your vision 
is not hampered by poor lighting con- 
ditions. As a result, movement rates are 
read not as feet but as yards. For example, a 
character who moves 120’ per turn in a 
dungeon moves at 120 yards per turn while 
outdoors, similarly the distance moved in a 
combat round is read as yards not feet. 
Missile and spell ranges are also read as 
yards in wilderness, but theareanffected by 
a spell is never rend as yardc. Therefore a 
sleepspell hasarangeof 240yards. butstill 
only affects creatures within a 40 foot 
square area. 

I 

wilderness Survival 

Survivingin the wildernesscan bedifficult, 
as danger can come at you from more 
quarters than in a dungeon. While travell- 
ing, i t  is advisable to be ready for an 

in the outdoors can be a 
other ways. Rain can soak bow 
w strings, making them useless. 

r 
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ER 8c OPTIONAL ENC~UNTERS 

The climate of Karameikos is temperati 
with short winters that bring little snow, 
and long, warm summers. The adventure 
takes place in Spring, and early Summer 
when the weather is quite changeable. In 
Table 2 each date has next to it a series of 
four numbers which indicate the cloud 
cover, rainfall, temperature and wind for 
that day. The meanings of the number 
codes are given below: 

Date - cloud/rain/temperature/ wind. 

Moon phases: 
0 - new moon; 0 - quarter moon; 0 - half 
moon; 0 - three-quarter moon; 0 - full 
moon. 

TABLE 2 - WEATHER & MOON PHASES 

Day of the Week 

Lunadain Gromdain Tserdain Moldain N y  ldain Loshdain Soladain 

0/2/20 9: 0/0/2/l 10 1/1/1/2 
11:2/0/2/20 12: 2/2/1/2 1 3  3/3/1/2 2/0/30 1 6  2/0/1/2 17: 3/2/1/2 
18:2/0/1/213 19 l/l/l/2 20: 0/0/2/2 0/2/10 23: I/l/l/2 2 4  3/2/I/l 
25: 2/2/1/00 26 1/0/2/2 !27 0/0/2/3 

Thaumon t 

4:2/1/1/20 5: 2/l/1/2 6 1/0/2/2 
11:2/0/1/20 12: l/0/2/l 1 3  2/1/2/1 
18: 0/0/2/00 19: 1/0/3/1 2 0  1/0/2/1 
2 5  0/0/3/00 26 0/0/2/2 27 0/0/2/3 

Klarmont 
1: 1/0/3/10 2: l/I/Z/l 3: 0/0/3/1 
8: 1/1/2/10 9: 3/2/1/3 10 l/O/2/1 

15  1/0/2/10 16 0/0/3/0 17 l/I/Z/l 
22: 0/0/2/10 2 3  1/0/3/0 24: l/I/Z/l 

Bargaining 1 Optidnal Encounters 
Bargaining is the most common form of 
trading in Karameikos. Usually the buyer 
and seller start by stating outrageous prices 
and then try to meet each other somewhere 
in between. 

For certain transactions which occur dur- 
ing the adventure, a base offer or price is 
given for the NPC concerned. Where no 
base offer or price is given, you should use 
the prices given on EX19 or else invent 
your own. If theadventurersareselling, the 
NPCs initial offer is one third of the base 
offer. If the NPC is selling, the initial 
demand is double the base price. Once 
negotiation is underway, secretly roll 2d6, 
add thePCscharismamodifierandconsult 
Table 4 to determine what percentage of 
the base offer or price the NPC will 
eventuallv offer a- ----..* 

course he accepted by the NPC. 

~~ 

TABLE 4 ~ BARGAINING 1 
Die Maximum Mini 
Roll Offer 
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Spec i a I Bas i cl E x pe r t Transition Mod u I e 

Night's 'Dark Terror 
dim Barnbra, Graeme Morris & Phil Gallagher 

Barely one  day's march from Kelven, the uncharted 
t racts  of t he  Dymrak forest conceal horrors enough 
t o  freeze the blood of civilized folk. Those who have 
ventured there tell how death comes  quick to the 
unwary-for the woods a t  night are  far worse than 
any dungeon. 
But you are adventurers, veterans of many battles, 
and the call of the wild is strong. Will you answer 
the call, or  are  you afraid of t he  dark terrors of the 
night? 
This campaign adventure is for characters just  
beginning Expert play (levels 2-4) and hurls them 
into the  exciting outdoor world which awaits in the 
Expert rulebook. 
With a 64 page booklet, 2 double-panel covers, a 
double-sided, fold-out mapsheet and 120 die-cut 
counters, this  super module provides all you need 
for epic wilderness and dungeon adventuring. Jour- 
ney across  the Grand Duchy of Karameikos in a des- 
perate race against time and the forces of evil. 

This adventure is for use  with the DUNGEONS 
E DRAGONS' Expert Se t ,  which continues and 
expands the D E D "  Basic rules. This adventure 
cannot be played without the DGD Basic and 
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