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To the brave people of Dobnell

As you all know, a band of goblins has been
ambushing people on the old trade route. Their
robbings and killi ngs must come to an end!
If you know, or if you are a brave adventurer, who
is wil ling to fight these goblins, please come to my
house. I will reward you for every goblin you slay!

Sir Niglund

Adventure Background
A gang of bugbears and hobgoblins lives in a
stronghold that has been deserted by its builders
long ago. The gang is led by a particularly fearsome
bugbear called Groshnor. Some time ago,
Grosghnor decided to enlarge the area of the gang's
raidings. Groshnor's right-hand man, a bugbear
called Somogh, gathered a band of goblins and
settled in an underground lair, not far from an old
trade route.
Groshnor, who owns three pieces of a treasure map,
found out that some orcs have the rest of the map.
The orcs had recently moved to an outpost in the
hil ls, not far from the lair of Somogh. Groshnor
send a message to Somogh, and ordered him to
attack the orcs. Somogh, who had already begun
robbing the travellers on an old trade route,
gathered his goblins and is currently preparing an
attack on the orcs. At the same time, his superior,
Groshnor, is under attack by a large group of deep
dwarves.

In Dobnell , a hamlet situated on the old trade route,
the villagers are afraid to use the road. They have
heard several stories of robbed travellers, and some
of them have been attacked themselves. In short,
they desperately need a party of brave adventurers
to wipe out the goblins.

Adventure Synopsis
The PCs track down the band of goblins. If they
successfully fight them, they find a letter and a map
which belong to the bugbear leader of the goblins.
These papers put them on the trail of a treasure. In
order to actually find the treasure, the PCs have to
attack the orcish outpost, and the bugbear's lair,
which is currently besieged by deep dwarves.
Finally, if the PCs succeed, they have a map that
guides them to the secret burial place of the wizard
Agmanor, where they can find the treasure.

Character Hooks
Merchant guards: The PCs are hired by a

merchant who heard about the ambushes on the
road he wants to travel. He pays the PCs to get him
safely to Dobnell . The goblins do not attack him,
because they're busy preparing themselves for the
assault on the orcs.

Robbed relative: One of the PCs receives a
message from a relative or a friend, who lives in
Dobnell . It could be one of the servants of Sir
Niglund who has been robbed (see below). He or
she asks if the party can help the vill agers to get rid
of the goblins.

Passing through: The PCs are just passing
through Dobnell and hear the locals talk about the
goblin attacks. They also see the placards all around
Dobnell (see below).

Dobnell (Hamlet):
Conventional; AL NG; 100 gp limit; Assets 1,200
gp; Population 240; Mixed (human 79, halfling 9,
elf 5, dwarf 3, gnome 2, half-elf 1, half-orc 1).
Authority Figure: Sir Niglund, male human Ari1.
Important Characters: Guard Ugmor, male dwarf
War3; Sedebo, male gnome Com8 (Proprietor of
Sedebo’s General Store); Sister Tiona, female
human Clr2; Reyfus, male human Com4 (Proprietor
of the Draught ’n Doze Inn and Tavern); Kolab,
male dwarf Exp5 (Blacksmith).
Others: Militi a, War1 (11); Brb1 (1); Brd1 (1); Clr1
(2); Drd1 (1); Ftr3 (1); Ftr1 (2); Mnk1 (1); Rog2
(1); Rog1 (2); Wiz1 (1); Adp1 (2); Ari1 (1); Exp2
(2); Exp1 (6); Com4 (1); Com2 (4); Com1 (194).

Sir Niglund, who lives in the largest cottage in
Dobnell and serves as a mayor, has placed placards
all over Dobnell (see below). All vill agers know all
about the ambushes. The first attack took place
about four weeks ago. A lonely merchant was the
victim, his body was found some days later. A
week later Sir Niglund's wife, Lady Fiona (human
Ari1), and two of her servants were attacked. They
all survived, by dropping everything they carried
and ride back to the vill age as fast as they could.
After that event, the vill agers stayed far away from
the spot where the attacks took place. Three
merchants have been attacked, though. If the PCs
offer to help, the vill agers show them the placards
and direct them to Sir Niglund's cottage.

Placard:

Sir Niglund
Sir Niglund's cottage isn't hard to find. Any
vill ager can give the PCs directions to it. One of
Niglund's servants immediately directs the PCs to
his master, once they've told they want to help the
vill agers.
Sir Niglund is a charismatic man, in his late forties.
He tells the PCs about the attack on his wife. There
were about seven goblins involved, and they were
led by a bugbear.
The servants who were with lady Fiona that day can
show the PCs the location of the attack. Sir Niglund
is will ing to pay 15 gp for every pair of goblin ears
they bring him. He offers them 50 gp for the head
of the bugbear leader.
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Map 1: Dobnell and Vicinity

Goblin Hideout
The servants who have been attacked are willi ng to
show the PCs the spot where the goblin attack took
place. They will go with them on the old trade
route, but they will not go into the forest.
When the PCs search the forest on the spot the
servants show them, they'll probably find the tracks
the goblins left pretty easily. The robbers didn't
cover up their tracks at all , because they thought no
one would dare to go after them. Nevertheless, it
has been a while since the ambush took place, so a
Survival check (DC 10) is required to follow the
trail .

A. Entrance
You have been following the goblin's tracks, which
led you deep into the forest. Now you're standing
on a clearing, with in the center a huge tree-stump.
It looks as
if the tree that stood there has been hit by lightning
a longtime ago. The tracks lead straight to the
stump, but there's no obvious door in it.

There's a secret door in the stump. It's not
extremely hard to find the knot one has to push to
open it (Search DC 15).

After pushing the knot, you hear a faint creaking
inside the stump. Then, the top of the stump turns
away and a deep hole becomes visible underneath.
A ladder leads down into the darkness.

When the PCs climb down they reach the spot on
the map marked with the letter A. There are no light
sources down there; the goblins and the bugbear
can see enough since they have darkvision. Unless
stated otherwise, all doors in the hideout are simple
wooden doors (1 inch thick, hardness 5, 10 hp,
break DC 13). The doors have no locks.

1. Entrance Corridor
You're standing in an unlit corr idor, some sixty feet
long and ten feet wide. The walls, the floor, and the
ceili ng have been plastered. The cracks in the
plaster-work show that the current inhabitants of
this place do not pay much attention to the state of
their home. At the end of the corr idor, there is a
double door in the right-side wall .

There's a pit trap in the corridor, on the spot
marked on the map.

Camouflaged Pit Trap: CR 1;
mechanical; location trigger; manual reset; DC 20
Reflex save avoids; 10 ft. deep (1d6, fall ); Search
DC 24; Disable Device DC 20.
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Map 2: Goblin Hideout

2. Main Corridor
You're standing in another corr idor. This one is
even longer than the one you just left. You can see a
door in the right-side wall , next to an open
entrance. Somewhat further there is a door on both
sides of the corr idor. Twenty feet behind that is a

double door on the right and a single door on the
left. The rest of the corr idor is lost in darkness.
In front of the first door, a wooden board blocks the
corr idor. It is about two and a half feet high. Two
goblins are standing behind the board. As soon as
you enter, they scream an insult and throw their
javelins.
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Creatures (EL 2/3):
2 Goblin Guards: Small Humanoid (Goblinoid);
HD 1d8+1; hp 5, 6; Init +1; Spd 30 ft.; AC 15,
touch 12, flat-footed 14; Base Atk +1; Grp –3; Atk
+2 melee (1d6, morningstar) or +3 ranged (1d4,
javelin); Full Atk +2 melee (1d6, morningstar) or
+3 ranged (1d4, javelin); SQ Darkvision 60 ft.; SV
Fort +3, Ref +1, Will –1; Str 11, Dex 13, Con 12,
Int 10, Wis 9, Cha 6; CR 1/3; AL NE.

Skil ls and Feats: Hide +5, Listen +2, Move
Silently +5, Ride +4, Spot +2; Alertness.
Possessions (of the guards together): 2 gp, 16 sp,
and 36 cp.

Tactics: The goblins hide behind the board,
which gives them a low cover (see the PHB), and
throw their javelins at anyone who opens the door.
When their enemies are within melee range, they
draw their morningstars. The goblins scream and
shout during the whole fight, to alarm their fellows.

Note: When the other goblins are alarmed by the
guards, they respond as follows: the wolf attendant
in area 4 releases the wolf from the den and waits
with for any invaders in area 4. The goblins in
area's 5, 7, 9, and 10 prepare themselves for an
attack, but they just stay where they are, rather
waiting for the danger than going out to find it.
Somogh, the bugbear in area 12, orders one of the
goblins in area 10 to open the door to see how
many invaders they will have to face. He also
orders them to use the tables as cover. After that,
Somogh stays in area 12. The goblins that live in
area 18 rush to area 17 to defend the women. The
female goblins take their offspring and hide in area
17a. The PCs may notice the movement in the
hallway.

3. Guard's Quarters
This square room contains some filthy sleeping
rugs. The whole place is littered with bones from
several meals, pieces of broken plaster-work, and
other, harder to define garbage.

Treasure: Two leather pouches are hidden
underneath the sleeping rugs (Search DC 10).
Together they contain 33 gp, 27 sp, and 34 cp.

4. Wolf Attendant
The front section of this L-shaped room holds a
worn sleeping rug. A broken javelin lies on the
floor. The back part is seperated from the front by
iron gratings. Inside, some picked bones lie on top
of a pile of straw.
Standing before the gratings are a wolf and its
attendant. The goblin mutters something to the wolf
and then they both jump forward and attack.

Creatures (EL 1 1/4):
Wolf Attendant:  Small Humanoid (Goblinoid);
HD 1d8+1; hp 5; Init +1; Spd 30 ft.; AC 15, touch
12, flat-footed 14; Base Atk +1; Grp –3; Atk +2
melee (1d6, morningstar) or +3 ranged (1d4,
javelin); Full Atk +2 melee (1d6, morningstar) or
+3 ranged (1d4, javelin); SQ Darkvision 60 ft.; SV
Fort +3, Ref +1, Will –1; Str 11, Dex 13, Con 12,
Int 10, Wis 9, Cha 6; CR 1/3; AL NE.

Skil ls and Feats: Hide +5, Listen +2, Move
Silently +5, Ride +4, Spot +2; Alertness.
Possessions: 4 gp, 9 sp, and 10 cp.

Wolf:  Medium Animal; HD 2d8+4; hp 12; Init +2;
Spd 50 ft.; AC 14, touch 12, flat-footed 12; Base
Atk +1; Grp +3; Atk +3 melee (1d6+1, bite); Full
Atk +3 melee (1d6+1, bite) melee; SA Trip; SQ
Low-light vision, scent; SV Fort +5, Ref +5, Will
+1; Str 13, Dex 15, Con 15, Int 2, Wis 12, Cha 6;
CR 1; AL N.

Skil ls and Feats: Hide +2, Listen +3, Move
Silently +3, Spot +3, Survival +1*; TrackB, Weapon
Focus (bite).

Tr ip (Ex): A wolf that hits with a bite
attack can attempt to trip the opponent (+1 check
modifier) as a free action without making a touch
attack or provoking an attack of opportunity. If the
attempt fails, the opponent cannot react to trip the
wolf.

Skil ls: *Wolves have a +4 racial bonus on
Survival checks when tracking by scent.

Note: The wolf can't see well in darkness. If the
PCs don't bring any light into the room, the animal
suffers the normal penalties for fighting in the dark.

4a. Wolf Den
The gratings are held closed with a latch only.

Treasure: Hidden in the wolf's rubbish lies
a pouch containing 10 gp, 27 sp, and 34 cp (Search
DC 12).

5. Sorcerer's Quarters
The door to this room is a locked, simple wooden
door (1 inch thick, hardness 5, 10 hp, break DC 15).
It's a simple lock (hardness 15, 30 hp, Open Lock
DC 20).

This room has shelves lining three of the walls. The
shelves are fill ed with things like a human skull
with some bones, the decaying body of a huge rat, a
couple of valuable stones, some glass jars with
spiders and all kinds of insects in them, and a lot of
other junk. There's a small wooden table against
the fourth wall , with a chair next to it. In the center
of the room lies a pallet.
A weird looking goblin with a painted face, and
wearing a long, colorful robe, is standing in the
room.
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Creature (EL 2)
Muglu, Goblin Sorcerer, level 2: Small Humanoid
(Goblinoid); HD 2d4+4; hp 10; Init +3; Spd 30 ft.;
AC 14, touch 14, flat-footed 11; Base Atk +1; Grp
±2; Atk +3 melee (1d6+1, morningstar) or +5
ranged (1d4+1, javelin); Full Atk +2 melee (1d6+1,
morningstar) or +5 ranged (1d4+1, javelin); SA
Spells; SQ Darkvision 60 ft.; SV Fort +2, Ref +3,
Will +3; Str 13, Dex 16, Con 14, Int 10, Wis 10,
Cha 11; CR 2; AL NE.

Skil ls and Feats: Concentration +7, Hide
+7, Listen +2, Move Silently +7, Ride +7,
Spellcraft +5, Spot +2; Alertness.

Spells per day (6/4; base DC = 10 + spell
level): 0 ± Daze, Detect Magic, Ghost Sound,
Prestidigitation, Ray of Frost; 1st ± Magic Missile,
Mage Armor.
Possessions: 13 gp, 17 sp, and 26 cp.

Tactics: Muglu prepares himself for a fight
as soon as he hears the guards shouting, or the PCs
banging on the door. He casts Mage Armor and
prepares his Magic Missiles.

Treasure: Most of the stuff the sorcerer
owns isn't worth much. One can find the following
valuables on the shelves: a scroll with Enlarge
Person, two bloodstones worth 55 gp each, one vial
of small centipede poison (see the DMG).

6. Cattle
When you open the door to this room, a strong
bestial odour flows out. About 35 small pigs walk
around in this room. They feed on a green fungi
which grows on the floor, the walls and even the
ceili ng. In one corner stands a wooden cistern,
fill ed with water.

Nothing of value can be found in this room.

7. Goblin's Quarters
The filthy rugs that lie on the floor of this room
show that it serves as sleeping room for the goblins.
Two of them currently occupy the room. They raise
their morningstars and attack!

Creatures (EL 2/3):
2 Goblins: Small Humanoid (Goblinoid); HD
1d8+1; hp 4, 5; Init +1; Spd 30 ft.; AC 15, touch
12, flat-footed 14; Base Atk +1; Grp ±3; Atk +2
melee (1d6, morningstar) or +3 ranged (1d4,
javelin); Full Atk +2 melee (1d6, morningstar) or
+3 ranged (1d4, javelin); SQ Darkvision 60 ft.; SV
Fort +3, Ref +1, Will ±1; Str 11, Dex 13, Con 12,
Int 10, Wis 9, Cha 6; CR 1/3; AL NE.

Skil ls and Feats: Hide +5, Listen +2, Move
Silently +5, Ride +4, Spot +2; Alertness.
Possessions (of the two together): 4 gp, 14 sp, and
61 cp.

Treasure: Four pouches lie hidden
underneath the sleeping rugs (Search DC 10). All
together they contain 64 gp, 71 sp, and 89 cp.

8. Goblin Shrine
This square room is dedicated to the goblin's
patron deity. A huge, flat stone lies in the center of
the room. It's covered with gore. Behind it, there's
a statue, obviously made by a poorly skill ed artist.
The statue probably depicts the goblin deity itself,
but you can only make out a humanoid form,
without any detail . In each corner of the room are
two candles, a black and a red one. The candles are
currently unlit .

9. Goblin Cleric
Gore covered rugs hang from the walls of this
square room. The bloodstains on the rugs depict the
unholy symbol of the goblin's patron deity. In one
corner of the room stands a wooden bunk with a
small chest in front of it. On the other side there's a
small wooden table with one chair. In the center of
the room are two goblins. One raises his
morningstar, while the other makes gestures and
mutters something, apparently casting a spell .

Creatures (EL 1 1/3):
Goblin Cleric, level 1: Small Humanoid
(Goblinoid); HD 1d8+1; hp 8; Init +2; Spd 30 ft.;
AC 15, touch 12, flat-footed 14; Base Atk +0; Grp
±4; Atk +1 melee (1d6, morningstar) or +3 ranged
(1d4, javelin); Full Atk +1 melee (1d6,
morningstar) or +3 ranged (1d4, javelin); SA
Spells; SQ Darkvision 60 ft., rebuke undead; SV
Fort +3, Ref +2, Will +4; Str 11, Dex 15, Con 12,
Int 14, Wis 14, Cha 6; CR 1; AL NE.

Skil ls and Feats: Concentration +5, Hide
+10, Knowledge (religion) +6, Listen +4, Move
Silently +6, Ride +6, Spellcraft +6, Spot +4;
Alertness.

Spells prepared (3/2; base DC = 12 + spell
level): 0 ± Cure Minor Wounds, Resistance, Virtue;
1st ± Cure Light Wounds, Cause Fear, Protection
from Good*.
*Domain spell . Domains: Evil (cast evil spells at
2nd level); Trickery (Bluff, Disguise, and Hide are
class skil ls).
Possessions: 10 gp, 17 sp, 27 cp.

Goblin: Small Humanoid (Goblinoid); HD 1d8+1;
hp 6; Init +1; Spd 30 ft.; AC 15, touch 12, flat-
footed 14; Base Atk +1; Grp ±3; Atk +2 melee
(1d6, morningstar) or +3 ranged (1d4, javelin); Full
Atk +2 melee (1d6, morningstar) or +3 ranged (1d4,
javelin); SQ Darkvision 60 ft.; SV Fort +3, Ref +1,
Will ±1; Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha
6; CR 1/3; AL NE.

Skil ls and Feats: Hide +5, Listen +2, Move
Silently +5, Ride +4, Spot +2; Alertness.
Possessions: 1 gp, 8 sp, and 23 cp.
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Tactics: When the cleric hears the guards
screaming, he prepares his spells. When someone
opens the first door between area 2 and 9, he casts
Protection from Good, Resistance, and Virtue at the
guard. The cleric uses Cause Fear to get rid of the
first person who enters his room. When the guard is
perishing, he tries to cast Cure Light Wounds and
Cure Minor Wounds at him.

Treasure: The (unlocked) chest contains
the cleric's treasure: four irregular pearls worth 12
gp each, and a silver necklace worth 60 gp.

10. Great Hall
This large hall holds four other exits, besides the
double doors through which you entered. There are
two doors in the opposite wall , about 45 feet away,
and two doors in the wall on your left. Considering
the large number of tables and chairs, and the pile
of picked bones in one corner, this hall probably
serves as dining room. There are currently four
goblins in the room. They have turned over some
tables and hide behind them, ready for an attack.

Creatures (EL 1 1/3):
4 Goblins: Small Humanoid (Goblinoid); HD
1d8+1; hp 3, 5, 6, 8; Init +1; Spd 30 ft.; AC 15,
touch 12, flat-footed 14; Base Atk +1; Grp ±3; Atk
+2 melee (1d6, morningstar) or +3 ranged (1d4,
javelin); Full Atk +2 melee (1d6, morningstar) or
+3 ranged (1d4, javelin); SQ Darkvision 60 ft.; SV
Fort +3, Ref +1, Will ±1; Str 11, Dex 13, Con 12,
Int 10, Wis 9, Cha 6; CR 1/3; AL NE.

Skil ls and Feats: Hide +5, Listen +2, Move
Silently +5, Ride +4, Spot +2; Alertness.
Possessions (all together): 5 gp, 26 sp, and 47 cp.

Tactics: The tables give low cover (see the
PHB). The goblins throw javelins and start using
their morningstars when an enemy comes within
melee range.

11. Goblin's Quarters
The floor of this room is covered with filthy
sleeping rugs. The walls are covered with obscene
goblin drawings.

Treasure: Four pouches have been hidden
underneath the rugs (Search DC 10). All together
they contain 65 gp, 61 sp, and 83 cp.

12. Bugbear's Quarters
This room is not as filthy as the other ones you saw.
There's a large wooden bunk in one corner, with a
chest in front of it. There's a table with one chair in
the opposite corner. A small , empty birdcage stands
on the table. Right in front of you stands a bugbear.
‘Ah, you think you can mess with Somogh! Well ,

come and get it!' the bugbear shouts, as he raises
his morningstar and attacks.

Creature (EL 2):
Somogh, Bugbear Leader: Medium Humanoid
(Goblinoid); HD 3d8+3; hp 17; Init +1; Spd 30 ft.;
AC 17, touch 11, flat-footed 16; Base Atk +2; Grp
+4; Atk +6 melee (1d8+2, masterwork morningstar)
or +3 ranged (1d6+2, javelin); Full Atk +6 melee
(1d8+2, masterwork morningstar) or +3 ranged
(1d6+2, javelin); SQ Darkvision 60 ft., scent; SV
Fort +2, Ref +4, Will +1; Str 15, Dex 12, Con 13,
Int 10, Wis 10, Cha 9; CR 2; AL CE.

Skil ls and Feats: Climb +3, Hide +4,
Listen +4, Move Silently +6, Spot +4; Alertness,
Weapon Focus (morningstar).
Possessions: Masterwork morningstar.

Somogh keeps his treasure in the chest, which isn't
locked, but does contains a trap.

Poison Dar t Trap: CR 1; mechanical;
location trigger; manual reset; Atk +8 ranged (1d4
plus poison, dart); poison (bloodroot, DC 12
Fortitude save resists, 0/1d4 Con plus 1d3 Wis);
Search DC 20; Disable Device DC 18.

Treasure: 2 silver pearls worth 125 each, a
fire opal worth 800 gp, a golden necklace with a
black pearl worth 800 gp, 18 pp, 193 gp, 174 sp,
360 cp. There's also a letter, written in common,
see Player Handout A (page 19).

13. Weaponry
This square room is obviously the goblin's
weaponry. Weapon racks with morningstars and
javelins line all walls.

Treasure: There are 17 morningstars, and
37 javelins.

14. Supply Room
This room is fill ed with sacks and jars. Apparently,
this is where the goblins keep all their supplies.

The sacks and jars contain nothing of real value.
They hold flour, grain, and some cheap spices.

15. Kitchen
In one corner of this room, there's an unlit
fireplace, with a cauldron on a chain above it. A
large table stands against one wall , with several
empty jars and three buckets, fill ed with water, on
top of it. There's a large wooden cupboard against
the other wall .

The cupboard holds 20 wooden mugs.
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16. Goblin's Quarters
Three dirty pallets lie on the floor of this room.
There's a small wooden chest in one corner.

The chest is unlocked. It contains a rat skull and
three wooden mugs. The chest has a false bottom
(Search DC 10), which holds the treasure of the
goblins that live here.

Treasure: 64 gp, 73 sp, and 74 cp.

17. Goblin Warren, Front
The floor of this room is covered with sleeping
rugs. The room is not as filthy as the ones you saw
before. There's an open entrance to the back part of
the room. Three goblins defend the entrance.

Creatures (EL 1):
3 Goblins: Small Humanoid (Goblinoid); HD
1d8+1; hp 4, 6, 8; Init +1; Spd 30 ft.; AC 15, touch
12, flat-footed 14; Base Atk +1; Grp ±3; Atk +2
melee (1d6, morningstar) or +3 ranged (1d4,
javelin); Full Atk +2 melee (1d6, morningstar) or
+3 ranged (1d4, javelin); SQ Darkvision 60 ft.; SV
Fort +3, Ref +1, Will ±1; Str 11, Dex 13, Con 12,
Int 10, Wis 9, Cha 6; CR 1/3; AL NE.

Skil ls and Feats: Hide +5, Listen +2, Move
Silently +5, Ride +4, Spot +2; Alertness.
Possessions (all together): 4 gp, 24 sp, and 56 cp.

17a. Goblin Warren, Back
The back part of this room looks a lot like the front.
Four baby goblins lie on the sleeping rugs. Three
female goblins stand in front of them. They raise
their clubs to protect their offspring.

Creatures (EL 1):
3 Female Goblins: Small Humanoid (Goblinoid);
HD 1d8+1; hp 3, 6, 6; Init +1; Spd 30 ft.; AC 15,
touch 12, flat-footed 14; Base Atk +1; Grp ±3; Atk
+2 melee (1d4, club); Full Atk +2 melee (1d4,
club); SQ Darkvision 60 ft.; SV Fort +3, Ref +1,
Will ±1; Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha
6; CR 1/3; AL NE.

Skil ls and Feats: Hide +5, Listen +2, Move
Silently +5, Ride +4, Spot +2; Alertness.

The baby goblins are too young to fight.

Concluding the Goblin Hideout
Once the PCs have defeated the goblins, they can
return to Dobnell , and claim their reward. Sir
Niglund will give them 15 gp for every pair of
goblin ears they bring him, and 50 gp for the head
of Somogh, the bugbear. Then, a large feast will be
held in the garden of Sir Niglund's cottage, to
celebrate the victory over the goblins.

After that, the PCs can pursue the hints of
the letter and the map they found in the goblin
hideout.

Orcish Outpost
The orcish outpost lies hidden in the hill s. Long
ago, it was just a natural cavern in the hil ls. Then a
group of dwarfs moved in and they hewed out some
rooms. The dwarfs didn't stay very long, though. A
couple of years ago, a black bear moved in and
used the cave as its lair. Very recently a group of
orcs discovered the cave and made it their outpost.
They encountered the bear inside and the leader of
the orcs decided to keep the animal and use it as
bouncer. The orcs overpowered the bear and used
some iron bars to keep the animal in a small part of
the outpost.
The orcs put simple wooden doors (1 inch thick,
hardness 5, 10 hp, break DC 13) in the doorways.
The doors have no locks. The orcs didn't bring any
light sources with them, since they have darkvision.

There are no roads close to the cave, and anyone
who tries to get to the outpost has to travel through
at least two miles of dense forest. On the hillside
are some small animal trails. The orcs use them
when they go out hunting, or when they go out to
get water from a small brook which runs through
the hills nearby.

With the map, the PCs can locate the hill they're
searching for very easily; a Survival or Search
check DC 8 will do. The entrance is hidden behind
some bushes and finding it is a bit more difficult,
requiring a Search check DC 12.

B. Entrance
You've climbed the rocky hill s towards the point
marked on the map. The last part of the climb
you've followed a small trail upwards. Now you're
standing on a small l edge, bending aside the bushes
that hide the entrance to a cave.

1. Hallway
You're standing in a long natural cavern. Some
forty feet ahead of you, a wooden door has been
placed in the cavern wall , on the right side. Even
further ahead, you can see an iron gate, which
fences off the cave. Behind the gate, the cavern
turns to the right sharply.

The iron gate is held closed with a latch. The bear
lies around the corner. The orcs have beaten it with
sticks and rocks and the bear is affraid to show
itself. It doesn't move unless someone opens the
gate, and enters its domain.
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Map 3: Orcish Outpost

2. Guard's Quarters
The guards do not expect anyone to find the
outpost. As far as they know there's no reason for
anyone to search for them, because they've moved
in recently. They are more or less ignoring their
task, just sitting in the room, cleaning their
weapons.

The orcs have created a secret passage (Search DC
20) between the guard's quarters and the main hall ,
so they don't have to get past the bear when they
want to get in or out.

In this square room all kinds of rubbish are spread
all over the floor. Two pallets form the measly
furniture. Two orcs are sitting on the pallets. As
they notice you, they jump to their feet and attack!

Creatures (EL 1):
2 Orcs: Medium Humanoid (Orc); HD 1d8+1; hp
5, 6; Init +0; Spd 30 ft.; AC 13, touch 10, flat-
footed 13; Base Atk +1; Grp +4; Atk +4 melee
(2d4+4/18-20, falchion) or +1 ranged (1d6+3,
javelin); Full Atk +4 melee (2d4+4/18-20, falchion)
or +1 ranged (1d6+3, javelin); SQ Darkvision 60
ft., light sensitivity; SV Fort +3, Ref +0, Will ±2;
Str 17, Dex 11, Con 12, Int 8, Wis 7, Cha 6; CR
1/2; AL CE.

Skil ls and Feats: Listen +1, Spot +1;
Alertness.

L ight Sensitivity (Ex): Orcs are dazzled
in bright sunlight or within the radius of a daylight
spell .

Treasure: Two pouches lie hidden
underneath the pallets (Search DC 10). Together
they contain 96 gp, 30 sp, and 102 cp.

3. Black Bear's Lair
When you approach the gate, you notice a strong
bestial scent. Apparently some animal is kept
locked behind the gate, although you cannot see it.

If the bear notices that someone enters the area, it
doesn't hesitate to attack.

Creature (EL 2):
Black Bear : Medium Animal; HD 3d8+6; hp 20;
Init +1; Spd 30 ft.; AC 17, touch 11, flat-footed 12;
Base Atk +2; Grp +6; Atk +6 melee (1d4+4, claw);
Full Atk +6 melee (1d4+4, 2 claws) and +1 melee
(1d6+2, bite); SQ Low-light vision, scent; SV Fort
+5, Ref +4, Will +2; Str 19, Dex 13, Con 15, Int 2,
Wis 12, Cha 6; CR 2; AL N.

Skil ls and Feats: Climb +4, Listen +4, Spot
+4, Swim +8; Endurance, Run.
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Note: The orcs in area 4 will probably hear a fight
going on in this room, but they will think the guards
are teasing the bear unless the PCs make noises that
indicate they're not orcs. In that case, the orcs take
a look to see what's going on and then prepare
themselves for a fight in area 4, using the furniture
as cover.

4. Main Hall
You're looking at a large, filthy room, about forty
feet square. In one corner lies a large pile of sacks,
with three buckets in front of it. There's a fireplace
in the opposite corner, with a small fi re burning in
it. The smoke disappears through a hole in the
ceili ng. Against the wall next to the fireplace is a
weapon rack. In the center of the room stands a
crude wooden table, with some stools around it.
Four orcs are sitting on the stools. As soon as they
catch sight of you, they stand up and attack.

Creatures (EL 2):
4 Orcs: Medium Humanoid (Orc); HD 1d8+1; hp
4, 5, 6, 6; Init +0; Spd 30 ft.; AC 13, touch 10, flat-
footed 13; Base Atk +1; Grp +4; Atk +4 melee
(2d4+4/18-20, falchion) or +1 ranged (1d6+3,
javelin); Full Atk +4 melee (2d4+4/18-20, falchion)
or +1 ranged (1d6+3, javelin); SQ Darkvision 60
ft., light sensitivity; SV Fort +3, Ref +0, Will ±2;
Str 17, Dex 11, Con 12, Int 8, Wis 7, Cha 6; CR
1/2; AL CE.

Skil ls and Feats: Listen +1, Spot +1;
Alertness.

L ight Sensitivity (Ex): Orcs are dazzled
in bright sunlight or within the radius of a daylight
spell .

Treasure: Some of the sacks are fill ed with
flour and grain, but most contain dried meat. There
are four javelins and one falchion in the weapon
rack.

Note: This side of the secret passage is hidden too
(Search DC 20).

5. Leader's Quarters
This room is not as filthy as the others you've seen.
There's only one sleeping place, a large wooden
bunk. A large chest stands in one corner. But, most
important, a huge, grinning orc is waving his
falchion right in front of you!

Creature (EL 3):
Baglak, Orc Leader, War 4: Medium Humanoid
(Orc); HD 4d8+4; hp 24; Init +0; Spd 20 ft.; AC 15,
touch 10, flat-footed 15; Base Atk +4; Grp +8; Atk
+9 melee (2d4+6/18-20, masterwork falchion) or
+4 ranged (1d6+4, javelin); Full Atk +9 melee
(2d4+6/18-20, masterwork falchion) or +4 ranged
(1d6+4, javelin); SQ Darkvision 60 ft., light
sensitivity; SV Fort +5, Ref +1, Will ±1; Str 18,
Dex 11, Con 12, Int 8, Wis 7, Cha 6; CR 3; AL CE.

Skil ls and Feats: Intimidate +1, Listen +1,
Spot +1; Alertness, Dodge.

L ight Sensitivity (Ex): Orcs are dazzled
in bright sunlight or within the radius of a daylight
spell .
Possessions: Masterwork falchion, breastplate.

Tactics: When Baglak hears a fight going
on in area 4, he will set the door ajar, to see what's
going on. He will not help his inferiors, or at least
not at first. He waits in his room until the invaders
are weakened by the other orcs.

Treasure: The chest is neither locked nor
trapped. It contains a scroll with Sleep, 4 silver
pearls worth 120 gp each, a golden necklace with
matching earrings worth 350 gp, 30 pp, 272 gp, 124
sp, and 110 cp. There's a part of the treasure map in
it too, see Player Handout B (page 20).

6. Orc's Quarters
This room contains four dirty pallets.

Treasure: The orcs have hidden their
money in a secret compartment in the wall (Search
DC 15). All together it contains 179 gp, 195 sp, and
98 cp.

Bugbear Lair
An old road runs through the hil ls north of Dobnell .
It has been abandoned by travalers for years. There
used to be a stronghold near the road, in the valley
between two chains of hil ls, but it has been
abandoned too. The bugbear Groshnor and his
companions found the stronghold and moved in.
Not long ago, a group of evil deep dwarves, from a
clan that lives in caves far beneath the hil ls,
attacked the stronghold.

The PCs shouldn't have too much trouble
finding the stronghold with the map. When they're

getting close, they're bound to see the partially
overgrown, but still clearly visible, road. They can
follow the road, and it will l ead them straight to the
bugbear's lair.

Unless noted otherwise, the doors in the
stronghold are strong wooden doors (2 inches thick,
hardness 5, 20 hp, break DC 20). All doors have
simple locks (hardness 15, 30 hp, Open Lock DC
20), but they aren't locked unless noted otherwise.
All windows have bars (1 inch thick, hardness 15,
30 hp, break DC 25). Only tiny and smaller
creatures fit through the spaces between the bars.
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Map 4: Bugbear Lair

C1. Gate
You're standing in front of the gate in an old wall .
The doors of the gate are gone, but the stone arch is
still standing. The masonry isn't in a very good
state, though. There are holes in it and at some
points the wall has crumbled down completely.

Behind the gate, there's a fortress. It seems to be
just as old as the gate, but apparently the building
was well maintained, because it still l ooks as if it
could withstand an entire army.
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C2. Front Door
Two large iron doors form the entrance to the
stronghold.

The doors aren't locked.

C3. Stables
The broken walls show that once a building stood
against the outer wall here. There's no door, and
the roof is gone too. The ruined building is empty,
and you cannot make out anything about its former
use.

A small partion of this building used to be kennels,
while the rest was used as stables.

C4. Chapel
The building that once stood here is totally ruined.
The walls are almost completely destroyed, and the
small parts which are still standing are no higher
than three feet. Inside the building, underneath dust
and bricks, you can see a large sigil , which has
been carved in the stone floor. You cannot
recognize what it depicts anymore.

This used to be the stronghold's chapel. The sigil
depicted the holy symbol of the warrior deity who
was honored here.

1. Main Corridor
You're standing in a long corr idor, with worn grey
tiles on the floor and cracked plaster-work on the
walls and ceili ng. Black stains on the walls show
the spots where torches ones burnt, but now even
the holders are gone, and there's no light in the
corr idor.

2. Guard's Quarters
The furniture in this square room is completely
wrecked. Pieces of probably two pallets lie all over
the floor and the remains of a chair or table lie in
one corner. In the center of the room, in a large
puddle of dried blood, lie three bodies. Two of the
dead are hobgoblins, and the other is a dwarf.

A dwarven PCs can see that the dead dwarf is a
deep dwarf. Others may recognize this with a
successful Knowledge (local) check, DC 12.
The deep dwarves that survived the fight here took
all valuables from their unfortunate companion and
the hobgoblins, and left the bodies to rot.

3. Garbage Room
Your eyes begin to water when you open the door to
this room. The stench is unimaginable. The
stronghold's inhabitants apparently used this room
as both loo and refuse dump. There's a huge pile of

garbage and excrements, with the stripped body of
a hobgoblin lying on top of it.

4. Supply Room
There are large cupboards against the left and right
walls of this room. The doors are open and they
seem to be empty.

The cupboards used to hold food, but the deep
dwarves took everything with them.

5. Life Food Stock
There's a bestial smell i n the air in this room.
There's straw on the floor and an empty trough
stands in the corner. On the floor lie seven dead
pigs, in a puddle of dried blood. They have been
stabbed to death.

This room wasn't originally meant to hold cattle,
but the bugbear and his companions put the animals
in. The deep dwarves killed the creatures, just for
the fun of hearing them squealing in terror.

6. Kitchen
There are two large cupboards in this room.
Inbetween, there's a large table. Underneath the
table stand two empty buckets, and the body of a
hobgoblin lies on top of it. His hands are pinned to
the table with large forks, and his legs are tied to
the legs of the table. Several pieces of broken plates
stick out of his arms and legs, and a fork is sticking
out off one of his eye-sockets.

This unfortunate hobgoblin was isolated from his
companions and cornered by a couple of deep
dwarves, who tortured him for a while and then let
him bleed to death.
The cupboards are empty.

7. Quarters
Except for three pallets, this room holds no
furniture. A hobgoblin and a deep dwarf both lie on
one of the pallets. They look as if they are sleeping.
Only the blood that covers the pallets and the floor,
gives you a good hint about their actual state.

Both creatures were kill ed by stabs in the back. All
valuables have been taken from their bodies.

8. Weaponry
The walls of this room are lined with weapon racks.
They're almost empty, though. The racks hold two
javelins, of which one is broken, and a rusty
longsword. The floor is covered with bloodstains,
but there are no bodies in this room.

Nothing of value can be found in this room.
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9. Quarters
On the floor of this room lie two pallets, and two
cupboards stand against the wall . There's an open
chest in one corner, with weapons sticking out of it.
In the center of the room stands a table, with two
chairs. Two deep dwarves sit on the chairs. As they
notice your prescence, they jump to their feet and
grab their axes.

Creatures (EL 2)
2 Deep Dwarves, War 2: Medium Humanoid
(Dwarf); HD 2d8+4; hp 11, 15; Init +0; Spd 20 ft.;
AC 16, touch 10, flat-footed 16; Base Atk +2; Grp
+3; Atk +4 melee (1d10+1/x3, dwarven waraxe) or
+2 ranged (1d6/x3, shortbow); Full Atk +4 melee
(1d10+1/x3, dwarven waraxe) or +2 ranged
(1d6/x3, shortbow); SA Dwarf traits; SQ
Darkvision 90 ft., dwarf traits; SV Fort +5*, Ref
+0*, Will ±1*; Str 13, Dex 11, Con 14, Int 10, Wis
9, Cha 6; CR 1; AL NE.

Skil ls and Feats: Appraise +2, Craft
(blacksmithing) +2, Craft (stonemasonry) +2,
Intimidate +0, Listen +2, Spot +2; Weapon Focus
(dwarven waraxe).

L ight Sensitivity (Ex): Deep dwarves are
dazzled in bright sunlight or within the radius of a
daylight spell .

*+3 racial bonus on saving throws against
poison, and spells and spell-like effects.
Possessions (of the two together): 4 bloodstones
worth 30 gp each, a black pearl worth 100 gp; 12
pp, 52 gp, 63 sp, and 173 cp.

Tactics: These deep dwarves are waiting
for the two injured ones in the Main Hall, and they
hope they will be able to kill t he remaining
hobgoblins and the bugbear with their group of six.
They're planning on betraying their companions
afterward and claim the treasure for themselves.
These dwarves only care for themselves. When they
hear a fight going on in another part of the
stronghold, they prepare themselves, but they will
not help others.

Treasure: the cupboards hold no valuables,
but they're fill ed with food the deep dwarves took
from the supply room and the kitchen.

10. Main Hall
You're standing in a large hall , some twenty by fifty
feet. There are two barred windows in the opposite
wall . Between the windows a part of the wall , the
size of a double door, has clearly been bricked up.
There's a long table in the hall , with chairs around
it. On top of the table lie two bodies. One is a
hobgoblin, the other a deep dwarf. Both still clutch
the weapons with which they kill ed each other. Two
deep dwarves lie on the floor, covered with
blankets. As they notice your entrance, they grab

their weapons and stand up. One has a blood-
stained wrapping around his arm, and the other has
a bandage around his head.

Creatures (EL 2)
2 Recovering Deep Dwarves, War 2: Medium
Humanoid (Dwarf); HD 2d8+4; hp 12, 14
(currently down to 11, 12); Init +0; Spd 20 ft.; AC
16, touch 10, flat-footed 16; Base Atk +2; Grp +3;
Atk +4 melee (1d10+1/x3, dwarven waraxe) or +2
ranged (1d6/x3, shortbow); Full Atk +4 melee
(1d10+1/x3, dwarven waraxe) or +2 ranged
(1d6/x3, shortbow); SA Dwarf traits; SQ
Darkvision 90 ft., dwarf traits; SV Fort +5*, Ref
+0*, Will ±1*; Str 13, Dex 11, Con 14, Int 10, Wis
9, Cha 6; CR 1; AL NE.

Skil ls and Feats: Appraise +2, Craft
(blacksmithing) +2, Craft (stonemasonry) +2,
Intimidate +0, Listen +2, Spot +2; Weapon Focus
(dwarven waraxe).

L ight Sensitivity (Ex): Deep dwarves are
dazzled in bright sunlight or within the radius of a
daylight spell .

*+3 racial bonus on saving throws against
poison, and spells and spell-like effects.
Possessions (of the two together): 3 moonstones
worth 60 gp each; 18 pp, 34 gp, 62 sp, and 77 cp.
11. Quarters
The door to this room has been set ajar.

Two pallets lie on the floor of this room. There's a
cupboard against the wall opposite to the door. A
small table with two chairs stands underneath the
barred window in the right wall . There are two
deep dwarves in the room, ready to attack.

Creatures (EL 2)
2 Deep Dwarves, War 2: Medium Humanoid
(Dwarf); HD 2d8+4; hp 13, 16; Init +0; Spd 20 ft.;
AC 16, touch 10, flat-footed 16; Base Atk +2; Grp
+3; Atk +4 melee (1d10+1/x3, dwarven waraxe) or
+2 ranged (1d6/x3, shortbow); Full Atk +4 melee
(1d10+1/x3, dwarven waraxe) or +2 ranged
(1d6/x3, shortbow); SA Dwarf traits; SQ
Darkvision 90 ft., dwarf traits; SV Fort +5*, Ref
+0*, Will ±1*; Str 13, Dex 11, Con 14, Int 10, Wis
9, Cha 6; CR 1; AL NE.

Skil ls and Feats: Appraise +2, Craft
(blacksmithing) +2, Craft (stonemasonry) +2,
Intimidate +0, Listen +2, Spot +2; Weapon Focus
(dwarven waraxe).

L ight Sensitivity (Ex): Deep dwarves are
dazzled in bright sunlight or within the radius of a
daylight spell .
*+3 racial bonus on saving throws against poison,
and spells and spell-like effects.
Possessions (of the two together): a small golden
statuette worth 350 gp; 32 gp, 73 sp, and 61 cp. One
of the deep dwarves also carries a silvered dagger.
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Tactics: These deep dwarves take turns
watching the stairs. That's why they keep the door
ajar. They have the same plans as the deep dwarves
in area 9.

Treasure: The cupboard holds nothing but
food.

12. Guard's Quarters
There are two small wooden bunks in this room. A
small desk stands underneath the only window in
the room. On top of the desk is a small pile of
picked bones and two wooden mugs. Two mean
looking hobgoblins are standing in the room. They
seem to be surprized, probably expecting deep
dwarves. They do not hesitate to attack, however.

Creatures (EL 1):
2 Hobgoblins: Medium Humanoid (Goblinoid);
HD 1d8+2; hp 6, 7; Init +1; Spd 30 ft.; AC 15,
touch 11, flat-footed 14; Base Atk +1; Grp +2; Atk
+2 melee (1d8+1/19-20, longsword) or +2 ranged
(1d6+1, javelin); Full Atk +2 melee (1d8+1/19-20,
longsword) or +2 ranged (1d6+1, javelin); SQ
Darkvision 60 ft.; SV Fort +4, Ref +1, Will ±1; Str
13, Dex 13, Con 14, Int 10, Wis 9, Cha 8; CR 1/2;
AL LE.

Skil ls and Feats: Hide +3, Listen +2, Move
Silently +3, Spot +2; Alertness.

Treasure: One of the bunks has a secret
compartment (Search DC 15) which holds the
hobgoblin's treasure: a Potion of Jump, 21 pp, 34
gp, 54 sp, and 69 cp.

13. Leader's Quarters
The view of this room is dominated by a large bunk,
that stands in the center of the room. Against the
walls are two cupboards, an empty weapon rack, a
writing desk, and a table with three chairs.
Although the bed looks like someone has recently
slept in it, there's no one in the room now.

Nothing of value can be found in this room.

14. Treasure Room
Groshnor used this room to store the loot from his
raidings.

The door to this room is of solid steel, and it has a
large lock, which has been shattered. Inside, there
are four small wooden chests. A bugbear is busy
collecting coins from one of the chests. When he
notices you, he quickly grabs his morningstar and
prepares to attack.

Creature (EL 3):
Groshnor , Bugbear Leader, Ftr 1: Medium
Humanoid (Goblinoid); HD 3d8+1d10+4; hp 23;
Init +5; Spd 30 ft.; AC 17, touch 11, flat-footed 16;
Base Atk +3; Grp +5; Atk +7 melee (1d8+2,
masterwork morningstar) or +4 ranged (1d6+2,
javelin); Full Atk +7 melee (1d8+2, masterwork
morningstar) or +4 ranged (1d6+2, javelin); SQ
Darkvision 60 ft., scent; SV Fort +4, Ref +4, Will
+1; Str 15, Dex 12, Con 13, Int 10, Wis 10, Cha 9;
CR 3; AL CE.

Skil ls and Feats: Climb +3, Hide +4,
Intimidate +1, Listen +4, Move Silently +6, Spot
+4; Alertness, Improved Initiative, Weapon Focus
(morningstar).
Possessions: Masterwork morningstar, 22 pp, 142
gp. He also owns three pieces of the treasure map,
see Player Handout C (page 20).

Tactics: Groshnor is busy collecting the
treasure. He plans to command the hobgoblins to
attack the deep dwarves one more time. During the
attack, he will try to get past the dwarves and
escape with the treasure.

Treasure: Groshnor has already collected
the loot from two of the chests. The other two
contain 10 moss agates worth 8 gp each, a silvered
dagger with a red garnet in the hilt worth 120 gp;
98 gp, 811 sp, and 2.588 cp.

Wizard’s Tomb
Although the PCs don't know it, the treasure map
will lead them to the tomb of a long dead wizard
called Agmanor. He drew the map himself, before
he died, to make sure that people would find his
tomb. Agmanor, who had no children, wanted
worthy people to get his treasure. He created
undead creatures to guard the treasure, and prevent
weak people from taking it.
The road on the map depicts the old road. When the
map was drawn, Dobnell didn't yet exist, and the
forest was much larger than it is today. Once the
PCs have found that out, the tomb of the wizard
shouldn't be too hard to find. If they travel in the

right direction through the forest, the PCs can
hardly miss it.
The entrance to the tomb is hidden in a large,
overgrown statue. Although it's ivy-covered, the
statue is clearly visible. It's eight feet tall , carved
out of one large rock, and it depicts a standing
figure with a hooded cloak and a long staff;
Agmanor himself. It stands in the center of a small
clearing.

D. Entrance
There's a secret door in the statue's pedestal
(Search DC 15). When someone opens the door, a
Magic Mouth spell i s activated.
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As the secret door slides open, the mouth of the
statue suddenly moves, and it says: “ Enter the tomb
of the great wizard Agmanor. Know that there are
dangers ahead. You can collect the treasure, or die
trying.”

Inside the statue, you see a ladder leading down
into the darkness.

The ladder leads the PCs to area 1.

Map 5: Wizard’s Tomb

1. Porch
After climbing down some thirty feet, you're
standing in a small room, with a plastered ceili ng,
walls and floor. The ceili ng is about eight feet high.
There's a wooden door in one wall .

The door has no lock and it isn't trapped. Agmanor
made it indestructable by magic. It cannot be
destroyed by any means the PCs know of.

2. Center Room
You're standing in an octagonal room. There are
five other doors in the room, besides the one you
entered through. In the center of the room, a small
egg-shaped stone floats in the air, some three feet
above the floor.

If anyone comes within five feet of the floating
stone, a Magic Mouth appears on it. It says the
following:
“ Welcome brave treasure hunters. Listen carefully
to my instructions. Once you have touched this
stone, the door behind you will close and it cannot
be opened before you have either collected my
treasure, or died trying. Leave now, and no harm
will come over you. Touch the stone and hope
you're prepared to meet my challenges.”

When someone touches the stone, it disappears. As
the Magic Mouth said, the door to area 1 closes and
it cannot be opened before the PCs have disabled or
survived the trap in area 8, or until they're all dead.
Once the door is closed, the other doors begin to
open. First, the door to area 3 opens, and the
skeletons are released. When they have been

defeated, the door to area 4 opens, to release the
zombies. Then the door to area 5 opens, then the
door to area 6, and finally, when all undead have
been defeated, the door to area 7.
These doors cannot be opened by the PCs manually
or with magic.

3. Undead Quarters

Creatures (EL 1):
3 Skeletons, Human Warr ior : Medium Undead;
HD 1d12; hp 5, 6, 9; Init +5; Spd 30 ft.; AC 12,
touch 11, flat-footed 14; Base Atk +0; Grp +1; Atk:
+1 melee (1d6+1/18-20, scimitar) or +1 melee
(1d4+1, claw); Full Atk: +1 melee (1d6+1/18-20,
scimitar) or +1 melee (1d4+1, claw); SQ DR
5/bludgeoning, darkvision 60 ft., immunity to cold,
undead traits; SV Fort +0, Ref +1, Will +2; Str 13,
Dex 13, Con -, Int -, Wis 10, Cha 1; CR 1/3; AL
NE.

Skil ls and Feats: Improved Initiative.

4. Undead Quarters

Creatures (EL 2):
4 Zombies, Human Commoner: Medium Undead;
HD 2d12+3; hp 11, 15, 18, 20; Init -1; Spd 30 ft.
(can't run); AC 11, touch 9, flat-footed 11; Base
Atk +1; Grp +2; Atk: +2 melee (1d6+1, slam) or +2
melee (1d6+1, club); Full Atk: +2 melee (1d6+1,
slam) or +2 melee (1d6+1, club); SQ Single actions
only, DR 5/slashing, darkvision 60 ft., undead
traits; SV Fort +0, Ref -1, Will +3; Str 12, Dex 8,
Con -, Int -, Wis 10, Cha 1; CR 1/2; AL NE.

Skil ls and Feats: Toughness.
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5. Undead Quarters

Creature (EL 2):
Wretched Fencer: Medium Undead; HD 4d12; hp
26; Init +3; Spd 30 ft.; AC 13, touch 13, flat-footed
10; Base Atk +2; Grp +2; Atk: +5 melee (1d6/18-
20, rapier); Full Atk: +5 melee (1d6, rapier); SQ
Darkvision 60 ft., undead traits; SV Fort +1, Ref
+4, Will +3; Str 10, Dex 16, Con -, Int -, Wis 9,
Cha 6; CR 2; AL NE.

Skil ls and Feats: Weapon FinesseB.

Note: This is a new monster. See New Monster
section for a full description (page 18).

6. Undead Quarters

Creature (EL 2):
Owlbear Skeleton: Large Undead; HD 5d12; hp
32; Init +6; Spd 30 ft.; AC 13, touch 11, flat-footed
11; Base Atk +2; Grp +11; Atk: +6 melee (1d6+5,
claw); Full Atk: +6 melee (1d6+5, 2 claws) and +1
melee (1d8+2, bite); SR 10 ft./5 ft.; SQ DR
5/bludgeoning, darkvision 60 ft., immunity to cold,
undead traits; SV Fort +1, Ref +3, Will +4; Str 21,
Dex 14, Con -, Int -, Wis 10, Cha 1; CR 2; AL NE.

Skil ls and Feats: Improved Initiative.

7. Corridor
You're standing in a corr idor, 15 feet wide and
forty feet long. At the end, there's and open
entrance to another room.

8. Treasure Room
You're standing in another octagonal room, but
there are no doors in this one. There's a large chest
against the back wall . In the center of the room
stands a coffin, on a stone pedestal. It has a glass
lid. An old man lies in it. He wears a hooded cloak,
and holds a long staff in his hands. His eyes are
closed and he appears to be sleeping. Golden
letters on the coffin spell the name of the man who
lies in it: ªAgmanorº.
Between the coffin and the chest stand another
undead creature. It is the walking body of a human,
with desiccated flesh, and rotting clothes. The
wight's red eyes turn your way. The creature opens

its mouth and speaks with a hollow voice: ªI am
Agmanor's last sentry. Defeat me, and the treasure
is yours.º

Creature (EL 3):
Wight:  Medium Undead; HD 4d12; hp 27; Init +1;
Spd 30 ft.; AC 15, touch 11, flat-footed 14; Base
Atk +2; Grp +3; Atk: +3 melee (1d4+1 plus energy
drain, slam); Full Atk: +3 melee (1d4+1 plus
energy drain, slam); SA* Energy drain; SQ
Darkvision 60 ft., undead traits; SV Fort +1, Ref
+2, Will +5; Str 12, Dex 12, Con -, Int 11, Wis 13,
Cha 15; CR 3; AL LE.

Skil ls and Feats: Hide +8, Listen +7, Move
Silently +16, Spot +7; Alertness, Blind-Fight.

SA: *This wight does not have the abili ty
to create spawn.

Energy Drain (Su): Living creatures hit
by a wight's slam attack gain one negative level.
The DC is 14 for the Fortitude save to remove a
negative level. The save DC is Charisma-based. For
each such negative level bestowed, the wight gains
5 temporary hit points.

Treasure: The chest is neither locked not
trapped. It contains: a scroll with Summon Monster
II , a Wand of Cure Light Wounds, a masterwork
longsword, a golden yellow topaz worth 600 gp, a
fire opal worth 600 gp, a star ruby worth 800 gp; 70
pp, 310 gp, 1,200 sp, and 2,000 cp.
The coff in in which Agmanor lies is a Coffin of
Preservation, see New Magical Item section (page
18).
There are no valuables in the coffin (the staff is
nonmagical).

Once wight has been killed, the door to area 1
opens agains. A Magic Mouth appears on the body
of Agmanor. It says: ªCongratulations. You truly
deserve to have this treasure. The door is open
again, and you're free to leave and let me rest in
peace.º

As soon as all the PCs have left the tomb, the door
in the statue closes and seals itself, never to be
opened again.
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New Monster
Wretched Fencer
Medium Undead
Hit Dice: 4d12 (26 hp)
Initiative: +3 (Dex)
Speed: 30 ft. (6 squares)
Armor Class: 13 (+3 Dex), touch 13, flat-footed 10
Base Attack/Grapple: +2/+2
Attack: Rapier +5 melee (1d6/18-20)
Full Attack: Rapier +5 melee (1d6/18-20)
Space/Reach: 5 ft./5 ft.
Special Quali ties: Darkvision 60 ft, undead traits
Saves: Fort +1, Ref +4, Will +3
Abili ties: Str 10, Dex 16, Con -, Int -, Wis 9, Cha 6
Feats: Weapon FinesseB

Environment: Any
Organization: Solitary, gang (2-5) or squad (6-10)
Challenge Rating: 2
Treasure: None
Alignment: Always neutral evil
Advancement: 5-8 HD (medium-size)
Level Adjustment: -

These undead creatures have been created from the bodies of skill ed fencers. When a body starts decaying, it
cannot be used to create a wretched fencer anymore. The magic preserves not only the body of the creature, but
also its clothes, so that they do not decay. It also causes a bright red light to shine in they eyes of wretched
fencers.

Combat
Wretched fencers fight as the skill ed fencers they once were. Although they're mindless, wretched fencers retain
the dexterity and fighting skill s they had in life. They follow the instructions of their creators, but they can only
follow simple, one line orders.

New Magical Item
Coff in of Preservation: When this coffin is closed, a body inside is well preserved, and doesn't decay. These
coff ins are made of wood and have a glass lid, so that the body remains visible. It holds bodies of medium size
and smaller. When more than one is put to rest in it, the preservation works for one body only; the first that was
put in. The preservation of the body works exactly as if a permanent Gentle Repose spell was cast on it.
Faint necromancy; CL 3rd; Craft Wondrous Item, gentle repose; Price 6,000 gp; Weight 120 lb.
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Player Handout A: Bugbear ’s Letter:
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Map on the back of the letter:
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Player Handout B: Orc’s Piece of the Map:

Player Handout C: Groshnor ’s Pieces of the map:
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc.
and is Copyright 2000 Wizards of the Coast, Inc ("Wizards").
All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or
other form in which an existing work may be recast, transformed
or adapted; (c) "Distribute" means to reproduce, license, rent,
lease, sell , broadcast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content" means the game mechanic
and includes the methods, procedures, processes and routines to
the extent such content does not embody the Product Identity
and is an enhancement over the prior art and any additional
content clearly identified as Open Game Content by the
Contributor, and means any work covered by this License,
including translations and derivative works under copyright law,
but specifically excludes Product Identity. (e) "Product Identity"
means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and
other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the
owner of the Product Identity, and which specifically excludes
the Open Game Content; (f) "Trademark" means the logos,
names, mark, sign, motto, designs that are used by a Contributor
to identify itself or its products or the associated products
contributed to the Open Game License by the Contributor (g)
"Use", "Used" or "Using" means to use, Distribute, copy, edit,
format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) "You" or "Your" means the
licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content
that contains a notice indicating that the Open Game Content
may only be Used under and in terms of this License. You must
aff ix such a notice to any Open Game Content that you Use. No
terms may be added to or subtracted from this License except as
described by the License itself. No other terms or conditions
may be applied to any Open Game Content distributed using this
License.

3.Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are
contributing original material as Open Game Content, You
represent that Your Contributions are Your original creation
and/or You have suff icient rights to grant the rights conveyed by
this License.

6.Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to include the

exact text of the COPYRIGHT NOTICE of any Open Game
Content You are copying, modifying or distributing, and You
must add the title, the copyright date, and the copyright holder©s
name to the COPYRIGHT NOTICE of any original Open Game
Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibili ty, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing
Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the ownership
of that Product Identity. The owner of any Product Identity used
in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are
distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any
authorized version of this License to copy, modify and distribute
any Open Game Content originally distributed under any version
of this License.

10. Copy of this License: You MUST include a copy of this
License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or advertise
the Open Game Content using the name of any Contributor
unless You have written permission from the Contributor to do
so.

12. Inability to Comply: If it is impossible for You to comply
with any of the terms of this License with respect to some or all
of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game
Material so affected.

13. Termination: This License wil l terminate automatically if
You fail to comply with all terms herein and fail to cure such
breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the
Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of
the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip
Will iams, Rich baker, Andy Coll ins, David noonan, Rich
Redman, Bruce R. Cordell , based on original material by E.
Gary Gygax and Dave Arneson.
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