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Adventure Background

A gang of bugbeas and hobgoblinslivesin a
stronghold that has been deserted by its buil ders
long ago. The gangisled by aparticularly feasome
bugbea cadled Groshnor. Some time ago,
Grosghnor dedded to enlarge the aeaof the gang's
raidings. Groshnor's right-hand man, a bugbea
cdled Somogh, gathered a band of goblins and
settled in an underground lair, not far from an old
trade route.

Groshnor, who owns threepieces of atreasure map,
found out that some orcs have the rest of the map.
The orcs had recently moved to an outpost in the
hills, not far from the lair of Somogh. Groshnor
send a message to Somogh, and ordered him to
attadk the orcs. Somogh, who had already begun
robbing the travellers on an old trade route,
gathered hisgoblinsand is currently preparing an
attadk on the orcs. At the same time, his superior,
Groshnor, is under attack by alarge group of deg
dwarves.

In Dobnell, ahamlet situated on the old trade route,
the villagers are draid to use the road. They have
head several stories of robbed travell ers, and some
of them have been attacked themselves. In short,
they desperately need a party of brave aventurers
to wipe out the goblins.

Adventure Synopsis

The PCstradk down the band of goblins. If they
successfully fight them, they find aletter and a map
which belong to the bugbea leader of the goblins.
These papers put them on thetrail of atreasure. In
order to actually find the treasure, the PCs have to
attadk the orcish outpost, and the bugbea'slair,
which is currently besieged by deep dwarves.
Finaly, if the PCs succeal, they have amap that
guides them to the seaet burial placeof 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 wantsto travel. He pays the PCsto 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 PCsreceves a
message from arelative or afriend, who livesin
Dobnell. It could be one of the servants of Sir
Niglund who has been robbed (seebelow). He or
she asksif the party can help the vill agersto get rid
of the goblins.

Pasdng through: The PCs are just passng
through Dobnell and hea the locds talk about the
goblin attacks. They also seethe placads all around
Dobnell (seebelow).

Dobnell (Hamlet):

Conventional; AL NG; 100gp limit; Assets 1,200
gp; Population 240, Mixed (human 79, halfling 9,
df 5, dwarf 3, gnome 2, half-elf 1, half-orc 1).
Authority Figure: Sir Niglund, male human Aril.
Important Characters: Guard Ugmor, male dwarf
War3; Sedebo, male gnome Com8 (Proprietor of
Sedebo’ s General Store); Sister Tiona, female
human ClIr2; Reyfus, male human Com4 (Proprietor
of the Draught 'n Doze Inn and Tavern); Kolab,
male dwarf Exp5 (Bladksmith).

Others: Militi a, Warl (11); Brbl (1); Brd1 (2); CIrl
(2); Drd1 (1); Ftr3 (2); Ftrl (2); Mnk1 (1); Rog2
(1); Rogl (2); Wizl (1); Adpl(2); Aril (1); Exp2
(2); Expl(6); Com4 (1); Com2 (4); Com1 (194).

Sir Niglund, who livesin the largest cottage in
Dobnell and serves as a mayor, has placed pacads
al over Dobnell (seebelow). All vill agers know all
about the ambushes. The first attad 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
Aril), and two of her servants were dtadked. They
al survived, by dropping everything they carried
and ride bad to the vill age a fast as they could.
After that event, the vill agers stayed far away from
the spat where the dtadkstook place Three
merchants have been attacked, though. If the PCs
offer to help, the vill agers show them the placads
and dred them to Sir Niglund's cottage.

Placad:

To the brave people of Dobnell

Asyou dl know, a band d godins has been
ambushing people onthe old trade route. Their
robhings and killi ngs must come to an end!

If you know, or if you are a braveadventurer, who
iswilling to fight these goblins, please mwme to my
house. | will reward you for evey golin you say!

Sr Niglunc

Sir Niglund

Sir Niglund's cottage isn't hard to find. Any

vill ager can gve the PCs diredionsto it. One of
Niglund's ®rvantsimmediately direds the PCsto
his master, oncethey've told they want to help the
vill agers.

Sir Niglund is a charismatic man, in hislate forties.
Hetellsthe PCs about the atadk on hiswife. There
were out seven goblinsinvolved, and they were
led by abugbea.

The servants who were with lady Fiona that day can
show the PCsthe location of the dtad. Sir Niglund
iswilling to pay 15gp for every pair of goblin eas
they bring him. He offers them 50 gp for the head
of the bugbea leader.
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Map 1: Dobnell and Vicinity

Goblin Hideout

The servants who have been attacked are willing to
show the PCs the spot where the gohlin attack took
place They will go with them on the old trade
route, but they will not go into the forest.

When the PCs sarch the forest on the spat the
servants show them, they'll probably find the tracks
the goblins | eft pretty easily. The robbers didn't
cover up their tradks at al, becaise they thought no
one would dare to go after them. Nevertheless, it
has been a whil e since the ambush took place so a
Survival check (DC 10) isrequired to foll ow the
trail .

A. Entrance

You have been foll owing the goblin's tracks, which
led you ckep into the forest. Now you're standng
on aclearing, with in the enter a huge tree-stump.
It looks as

if the treethat stoodthere has been hit by lightning
alongime ago. The tracks lead straight to the
stump, but there's no olvious doar in it.

Theresaseaet doar in the stump. It's not
extremely hard to find the knot one hasto push to
openit (Seach DC 15).

After pushing the knot, you hear a faint creaking
inside the stump. Then, thetop d the stump turns
away and adeep hde becomes visible underneath.
Aladder leads down into the darkness

When the PCs climb down they reach the spot on
the map marked with the letter A. There aeno light
sources down there; the goblins and the bugbea
can see @ough sincethey have darkvision. Unless
stated atherwise, all doarsin the hideout are ssimple
wooden doars (1 inch thick, hardness5, 10 hp,
brea&k DC 13). The doors have no locks.

1. Entrance Corridor

You're standngin an unlit corridor, some sixty fee
longand ten fee wide. The wall s, the floor, and the
celing havebeen pastered. The aacksin the
plaster-work show that the aurrent inhaktants of
this placedo nd pay much attention to the state of
their home. At the end dof the corridor, thereisa
doubedoa intheright-side wall .

There'sapit trap in the corridor, on the spot
marked on the map.

Camouflaged Pit Trap: CR 1;
mechanicd; locaion trigger; manual reset; DC 20
Reflex save avoids; 10ft. deep (1d6, fall); Seach
DC 24; Disable Device DC 20.




Map 2: Goblin Hideout

2. Main Corridor

You're standngin another corridor. Thisoneis
even longer than the one you just left. You can seea
doa in theright-side wall, next to an open
entrance Sanewhat further thereisa doa on both
sides of the corridor. Twenty fed behind that isa

doulbedoa on theright and asingle door on the
left. Therest of the crridor islost in darkness

In front of thefirst doar, a wooden board blocks the
corridor. It isabou two and ahalf fed high. Two
gohlins are standng behind the board. As on &
you enter, they scream an insult and throw their
javdins.



Creaures (EL 2/3):
2 Goblin Guards: Small Humanoid (Goblinoid);
HD 1d8+1; hp 5, 6; Init +1; Spd 30ft.; 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, Cha6; CR 1/3; AL NE.

Skillsand Feds: Hide +5, Listen +2, Move
Silently +5, Ride +4, Spat +2; Alertness
Possessons (of the guards together): 2 gp, 16 sp,
and 36¢p.

Tadics: The goblins hide behind the board,
which gvesthem alow cover (seethe PHB), and
throw their javelins at anyone who opens the doar.
When their enemies are within meleerange, they
draw their morningstars. The goblins sream and
shout during the whole fight, to alarm their fell ows.

Note: When the other goblins are darmed by the
guards, they respond as foll ows: the wolf attendant
in area4 releases the wolf from the den and waits
with for any invadersin area4. The goblinsin
areds5, 7, 9, and 10 prepare themselves for an
attadk, but they just stay where they are, rather
waiting for the danger than going out to find it.
Somogh, the bugbea in areal2, orders one of the
gohlinsin areal0to open the doar to seehow
many invaders they will haveto face He dso
orders them to use the tables as cover. After that,
Somogh staysin areal2. The goblinsthat livein
areal8rushto areal? to defend the women. The
female goblins take their offspring and hide in area
17a. The PCs may noticethe movement in the
hallway.

3. Guard's Quarters

This gquare room contains ome filthy seguing
rugs. The whole placeislittered with bores from
seveal meals, pieces of broken paster-work, and
other, harder to define garbage.

Treasure: Two leaher pouches are hidden
underneath the deeping rugs (Seach DC 10).
Together they contain 33 gp, 27 p, and 34cp.

4. Wolf Attendant

Thefront sedion d this L-shaped roomhadldsa
worn slegoing rug. A broken javdin liesonthe
floor. The back part is sperated from the front by
iron gatings. Inside, some picked boneslie ontop
of a pile of straw.

Sandng before the gratings are a wolf andits
attendart. The goblin mutters something to the wolf
andthen theybath jump forward andattack.

Creaures (EL 1 1/4):
Wolf Attendant: Small Humanoid (Gobli noid);
HD 1d8+1; hp 5; Init +1; Spd 30ft.; 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, Cha6; CR 1/3; AL NE.

Skillsand Fedas: Hide +5, Listen +2, Move
Silently +5, Ride +4, Spat +2; Alertness
Possessons. 4 gp, 9 sp, and 10cp.

Wolf: Medium Animal; HD 2d8+4; hp 12 Init +2;
Spd 50ft.; 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;
CR1; AL N.

Skillsand Feds: Hide +2, Listen +3, Move
Silently +3, Spat +3, Survival +1*; Tradk®, Wegon
Focus (bite).

Trip (Ex): A wolf that hits with a bite
attadk can attempt to trip the oppanent (+1 chedk
modifier) as afree ation without making a touch
attadk or provoking an attack of oppatunity. If the
attempt fail s, the oppanent cannot read to trip the
wolf.

Skills: *Wolves have a+4 rada bonus on
Survival checks when tracking by scent.

Note: The wolf can't seewell in darkness If the
PCsdon't bring any light into the room, the animal
suffersthe normal penalties for fighting in the dark.

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

Treasure: Hidden in the wolf's rubbish lies
apouch containing 10 gp, 27 sp, and 34 cp (Seach
DC12).

5. Sorcerer's Quarters

The door to thisroom is alocked, simple wooden
doar (1 inch thick, hardness5, 10 hp, bregk DC 15).
It'sasimple lock (hardness15, 30 hp, Open Lock
DC 20).

This room has shelvesliningthreeof the walls. The
shelves arefill ed with things like a human skull
with some bores, the decaying body of a hugerat, a
couple of valuable stones, some glassjars with
spiders and dl kinds of insedsin them, and alot of
other junk. There's a small wooden table against
the fourth wall, with achair nex toit. In the center
of theroomliesa pdlet.

A weird looking goblin with a painted face, and
wearing along, colorful robe, is gandngin the
room.



Creaure (EL 2)

Muglu, Goblin Sorcerer, level 2: Small Humanoid
(Goblinoid); HD 2d4+4; hp 1G Init +3; Spd 30ft.;
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 60ft.; SV Fort +2, Ref +3,
Will +3; Str 13, Dex 16, Con 14, Int 10, Wis 10,
Chall; CR2; AL NE.

Skills and Feds: Concentration +7, Hide
+7, Listen +2, Move Silently +7, Ride +7,
Spellcraft +5, Spat +2; Alertness

Spell s per day (6/4; base DC = 10 + spell
level): 0 + Daze, Deted Magic, Ghost Sound,
Prestidigitation, Ray of Frost; 1st + Magic Missle,
Mage Armor.

Posssdons: 13gp, 17 sp, and 26 cp.

Tadics: Muglu prepares himself for afight
as on as he heas the guards shouting, or the PCs
banging on the doar. He cats Mage Armor and
prepares his Magic Missil es.

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 55gp ead), one vial
of small centipede poison (seethe DMG).

6. Cattle

When you open the door to this room, a strong
bestial odou flows out. About 35 small pigs walk
aroundin this room. Theyfeed on agreen fungi
which grows on the floor, the wall s and even the
celing. In ore wrner stands a wooden cistern,
fill ed with water.

Nothing of value can be found in this room.

7. Goblin's Quarters

Thefilthy rugs that lie on the floor of this room
show that it serves as degiing roomfor the golins.
Two of them currently occupy the room. Theyraise
their morningstars and dtack!

Creaures (EL 2/3):
2 Goblins: Small Humanoid (Goblinoid); HD
1d8+1; hp 4, 5; Init +1; Spd 30ft.; 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, Cha6; CR 1/3; AL NE.

Skillsand Feds: Hide +5, Listen +2, Move
Silently +5, Ride +4, Spat +2; Alertness
Possessons (of the two together): 4 gp, 14 sp, and
61 cp.

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

8. Goblin Shrine

This gquare roomis dedicated to the goblin's
patron ckity. A huge, flat stoneliesin the aenter of
the room. It's covered with gare. Behindit, there's
a statue, obviously made by a poorly skill ed artist.
The statue probally depicts the goblin deity itself,
but you can oy make out a humanoid form,
withou any detail . In each corner of theroomare
two candes, a blackand ared ore. The candles are
currently unlit.

9. Goblin Cleric

Gore mvered rugs hang from the wall s of this
square room. The bloodstains on the rugs depict the
unhdy symbal of the goblin's patron deity. In one
corner of the room stands a wooden burk with a
small chest in front of it. On the other sidethere'sa
small wooden table with ore chair. In the center of
the room are two goHins. Oneraises his
morningstar, whil e the other makes gestures and
mutters something, appaently casting aspell.

Creaures (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
14; Atk +1 melee(1d6, morningstar) or +3 ranged
(1d4, javelin); Full Atk +1 melee(1d6,
morningstar) or +3 ranged (1d4, javelin); SA
Spdll's; SQ Darkvision 60 ft., rebuke undead; SV
Fort +3, Ref +2, Will +4; Str 11, Dex 15, Con 12,
Int 14, Wis 14, Cha6; CR 1; AL NE.

Skills and Feds: Concentration +5, Hide
+10, Knowledge (religion) +6, Listen +4, Move
Silently +6, Ride +6, Spell craft +6, Spot +4;
Alertness.

Spell s prepared (3/2; base DC = 12 + spell
level): 0 + Cure Minor Wounds, Resistance, Virtue;
1st + Cure Light Wounds, Cause Fear, Protedion
from Good*.

*Domain spell. Domains: Evil (cast evil spells at
2nd level); Trickery (Bluff, Disguise, and Hide ae
classskills).

Possessons: 10gp, 17 sp, 27 cp.

Goblin: Small Humanoid (Goblinoid); HD 1d8+1;
hp 6; Init +1; Spd 30ft.; 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 60ft.; SV Fort +3, Ref +1,
Will £1; Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha
6; CR1/3; AL NE.

Skills and Feds: Hide +5, Listen +2, Move
Silently +5, Ride +4, Spat +2; Alertness
Possessons. 1 gp, 8 sp, and 23cp.



Tadics: When the deric heasthe guards
screaming, he prepares his gells. When someone
opensthe first doar between area2 and 9, he cats
Protedion from Good, Resistance and Virtue at the
guard. The deric uses Cause Fear to get rid of the
first person who enters his room. When the guard is
perishing, hetriesto cast Cure Light Wounds and
Cure Minor Wounds at him.

Treasure: The (unlocked) chest contains
the deric'streasure: four irregular peals worth 12
gp ead), and a silver necklaceworth 60 gp.

10. Grea Hall

Thislarge hall holds four other exts, besides the
doube doars through which you entered. There are
two doas in the opposite wall, about 45 fed away,
andtwo doors in the wall onyour left. Considering
the large number of tables and chairs, and the pile
of picked bonesin one @rner, this hall probably
serves asdiningroom. There are aurrently four
gohinsin the room. They haveturned over some
tables and hde behind them, ready for an attack

Creaures (EL 1 1/3):
4 Goblins: Small Humanoid (Goblinoid); HD
1d8+1; hp 3,5, 6, 8; Init +1; Spd D 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, Cha6; CR 1/3; AL NE.

Skills and Feds: Hide +5, Listen +2, Move
Silently +5, Ride +4, Spat +2; Alertness
Possessons (all together): 5 gp, 26 sp, and 47cp.

Tadics: Thetables give low cover (seethe
PHB). The goblins throw javelins and start using
their morningstars when an enemy comes within
meleerange.

11 Goblin's Quarters

The floor of this roomis covered with filthy
deegpingrugs. The walls are mvered with obscene
gohin 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. Bugbea's Quarters

This roomis nat asfilthy as the other ones you saw.
There's a large wooden burk in one corner, with a
chest in front of it. There's a table with one dair in
the opposite crner. A small, empty birdcage stands
onthetable. Right in front of you stands a bugbear.
* Ah, you think you can messwith Samogh Well,

come and gt it!" the bugbear shous, as he raises
his morningstar and atacks.

Creaure (EL 2):
Somogh, Bugbear L eader: Medium Humanoid
(Goblinoid); HD 3d8+3; hp 17 Init +1; Spd 30ft.;
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, Cha9; CR 2; AL CE.

Skills and Feas: Climb +3, Hide +4,
Listen +4, Move Silently +6, Spot +4; Alertness
Weagpon Focus (morningstar).
Possesdons: Masterwork morningstar.

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

Poison Dart Trap: CR 1; mechanicd,
locaion trigger; manual reset; Atk +8 ranged (1d4
plus poison, dart); paison (bloodroat, DC 12
Fortitude save resists, 0/1d4 Con plus 1d3Wis);
Seach DC 20; Disable DeviceDC 18.

Treaure: 2 silver pealsworth 125ead), a
fire opal worth 800gp, a golden necklacewith a
blad peal worth 800gp, 18 mp, 193 gp, 174 p,
360cp. There'saso aletter, written in common,
seePlayer Handout A (page 19).

13. Weaponry
This guare roomis obviously the goblin's

weaporry. Weaponracks with morningstars and
javdinsline all walls.

Treasure: There ae 17 morningstars, and
37javelins.

14. Supply Room
This roomisfill ed with sacks andjars. Apparently,

thisiswhere the godinskee al their suppies.

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

15. Kitchen

In ore corner of this room, there's an unlit
fireplace with acauldron ona chain aboveit. A
large table stands against one wall, with seveal
empty jars andthreebuckes, fill ed with water, on
top d it. There'sa large wooden cupboard against
the other wall.

The aupbeard holds 20 wooden mugs.



16. Goblin's Quarters
Threedirty palletslie onthe floor of this room.
There'sa small wooden chest in ore corner.

The dchest is unlocked. It contains arat skull and
threewooden mugs. The dhest has a false bottom
(Seach DC 10), which holds the treasure of the
gohlinsthat live here.

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

17. Goblin Warren, Front

Thefloor of this roomis covered with slegping
rugs. Theroomis nat asfilthy as the ones you saw
before. There's an open entrance to the back part of
the room. ThreegoHins defend the entrance

Creaures (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 60ft.; SV
Fort +3, Ref +1, Will £1; Str 11, Dex 13, Con 12,
Int 10, Wis 9, Cha6; CR1/3; AL NE.

Skills and Feds: Hide +5, Listen +2, Move
Silently +5, Ride +4, Spat +2; Alertness
Possessons (all together): 4 gp, 24 sp, and 56cp.

Orcish Outpost

The orcish outpost lies hidden in the hill s. Long
ago, it wasjust anatural caverninthe hills. Then a
group of dwarfs moved in and they hewed out some
rooms. The dwarfs didn't stay very long, though. A
couple of yeas ago, abladk bea moved in and
used the cave ssitslair. Very recently agroup of
orcs discovered the cave and made it their outpost.
They encountered the bea inside and the leader of
the orcs dedded to keep the animal and useit as
bouncer. The orcs overpowered the bea and used
some iron bars to ke the animal in a small part of
the outpost.

The orcs put simple wooden doars (1 inch thick,
hardness 5, 10 hp, bregk DC 13) in the doaways.
The doors have no locks. The orcs didn't bring any
light sources with them, sincethey have darkvision.

There ae no roads close to the care, 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 aut to
get water from a small brook which runs through
the hills neaby.

17a. Goblin Warren, Back

The back part of this roomlooks a lot likethe front.
Four baby goblinslie onthe deeing rugs. Three
female goHdins gandin front of them. They raise
their clubsto proted their offspring.

Creaures (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 60ft.; SV Fort +3, Ref +1,
Will +£1; Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha
6; CR1/3; AL NE.

Skills and Feds: Hide +5, Listen +2, Move
Silently +5, Ride +4, Spat +2; Alertness

The baby goblins are too young to fight.

Concluding the Goblin Hideout
Oncethe PCs have defeaed the goblins, they can
return to Dobnell, and claim their reward. Sir
Niglund will givethem 15gp for every pair of
goblin easthey bring him, and 50gp for the head
of Somogh, the bugbea. Then, alarge feast will be
held in the garden of Sir Niglund's cottage, to
cdebrate the victory over the gohlins.

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

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

B. Entrance

You've dimbed the rocky hill s towards the point
marked onthe map. The last part of the dimb
you'vefollowed asmall trail upwards. Now you're
standngon asmall | edge, bending aside the bushes
that hide the entranceto acave.

1. Hallway
Youre standngin along naural cavern. Sane

forty fee ahead d you, a wooden door has been
placed in the cavern wall, on theright side. Even
further ahead, you can seeaniron gée, which
fences off the cave Behind the gate, the cavern
turnsto theright sharply.

Theiron gateis held closed with alatch. The bea
lies around the corner. The orcs have beaen it with
sticks and rocks and the bea is affraid to show
itself. It doesn't move unless smeone opens the
gate, and enters its domain.



Map 3: Orcish Outpost

2. Guard's Quarters

The guards do not exped anyone to find the
outpost. Asfar as they know there's no reason for
anyone to seach for them, because they've moved
inrecetly. They are more or lessignoring their
task, just sitting in the room, cleaning their
wegoors.

The orcs have aeded a seaet passge (Seach DC
20) between the guard's quarters and the main hall,
so they dorit have to get past the bea when they
want to get in or out.

In this gluare roomall kinds of rubkish are spread
all over thefloor. Two pdl ets form the measly
furniture. Two orcs are sitting onthe pall ets. As
theynatice you, theyjump to their feet and attack!

Creaures (EL 1):
2 Orcs: Medium Humanoid (Orc); HD 1d8+1; hp
5, 6; Init +0; Spd 30ft.; 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.

Skillsand Feds: Listen +1, Spot +1;
Alertness.

Light Sensitivity (Ex): Orcs are dazded
in bright sunlight or within the radius of a daylight

spell.

Treasure: Two paucheslie hidden
underneath the pall ets (Search DC 10). Together
they contain 96 gp, 30 sp, and 102 cp.

3. Blakk Bea's Lair

When you appoach the gate, you noticea strong
bestial scent. Apparently some animal is kept
locked behind the gate, although you canna seeit.

If the bea notices that someone entersthe aegq it
doesn't hesitate to attack.

Creaure (EL 2):
Black Bear: Medium Animal; HD 3d8+6; hp 20
Init +1; Spd 30ft.; 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, Cha6; CR2; AL N.

Skillsand Feds: Climb +4, Listen +4, Spot
+4, Swim +8; Endurance, Run.



Note: The orcsin area4 will probably hea afight
going on in thisroom, but they will think the guards
are teasing the bea unless the PCs make noises that
indicate they're not orcs. In that case, the orcs take
alook to seewhat's going on and then prepare
themselves for afight in area4, using the furniture
as cover.

4. Main Hall

You'relooking & a large, filthy room, abou forty
fed square. In one arner liesa large pil e of sacks,
with threebuckdsin front of it. There€'s a fireplace
in the oppaosite @rner, with asmall fire burningin
it. The smokedisappears through aholein the
celing. Against the wall nex to thefireplaceisa
weaponrack. In the enter of theroom stands a
crude wooden table, with some stools arourd it.
Four orcs are sitting onthe stoadls. As ©on as they
catch sight of you, they stand up and atack.

Creaures (EL 2):
4 Orcs: Medium Humanoid (Orc); HD 1d8+1; hp
4,5, 6, 6; Init +0; Spd 30ft.; 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, Cha6; CR
1/2; AL CE.

Skillsand Feds: Listen +1, Spot +1;
Alertness.

Light Sensitivity (Ex): Orcs are dazded
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 med. There
are four javelins and one falchion in the wegoon
rac.

Note: This gde of the seaet passage is hidden too
(Seach DC 20).

Bugbear Lair
An old road runs through the hills north of Dobnell.
It has been abandoned by travalers for yeas. There
used to be astronghold nea the road, in the valley
between two chains of hills, but it has been
abandoned too. The bugbea Groshnor and his
companions found the stronghold and moved in.
Not long ago, agroup o evil deg dwarves, from a
clan that livesin caves far beneah the hills,
attadked the stronghold.

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

5. Leder's Quarters

This roomis nat asfilthy as the others you've seen.
There'sonly one slegping pdace, a large wooden
burk. A large dhest standsin one corner. But, most
important, a huge, grinning aciswaving hs
falchionright in front of you!

Creaure (EL 3):
Baglak, Orc Leader, War 4: Medium Humanoid
(Orc); HD 4d8+4; hp 24 Init +0; Spd 20ft.; 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, Cha6; CR 3; AL CE.

Skillsand Feds: Intimidate +1, Listen +1,
Spot +1; Alertness Dodge.

Light Sensitivity (Ex): Orcs are dazded
in bright sunlight or within the radius of a daylight

spell.
Possessons. Masterwork falchion, breastplate.

Tadics: When Baglak heas afight going
oninarea4, hewill setthedoa gar, to seewhat's
going on. He will not help hisinferiors, or at least
not at first. He waitsin hisroom until the invaders
are wegkened by the other orcs.

Treasure: The dhest is neither locked nor
trapped. It contains a scroll with Seep, 4 silver
pealsworth 120gp ead), agolden nedklacewith
matching earings worth 350gp, 30 pp 272 o, 124
sp, and 110cp. There's apart of the treasure map in
it too, seePlayer Handout B (page 20).

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

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

getting close, they're bound to seethe partially
overgrown, but still clealy visible, road. They can
follow the road, and it will | ead them straight to the
bugbea'slair.

Unless noted atherwise, the doarsin the
stronghold are strong wooden doars (2 inches thick,
hardness 5, 20 hp, bregk DC 20). All doars have
simple locks (hardness15, 30 hp, Open Lock DC
20), but they aren't locked unless noted atherwise.
All windows have bars (1 inch thick, hardness15,
30 hp, bregk DC 25). Only tiny and smaller
creauresfit through the spaces between the bars.



Map 4: Bugbear Lair

Cl1. Gate Behind the gate, there's a fortress It seamsto be
You're standngin front of the gatein an dd wall. just asold asthe gate, but appaently the building
The doars of the gate are gone, but the stonearchis was well maintained, because it still | ooks asiif it
ill standng. The masonry isn't in avery good could withstand an entire army.

state, thoudh. Thereare holesin it and & some
points the wall has crumbled down compl etely.



C2. Front Door
Two large iron doas formthe entranceto the
stronghdd.

The doors aren't locked.

C3. Stables

The broken walls show that oncea bulding stood
aganst the outer wall here. There's no door, and
the roof isgonetoo. The ruined building is empty,
andyou canna make out anything about its former
use.

A small partion of this building used to be kennels,
whil e the rest was used as gables.

CA. Chapel
The buil ding that once stood here istotally ruined.

The wall s are almost completely destroyed, andthe
small partswhich are gtill standng are no higher
thanthreefed. Inside the buil ding, underneath dust
and lricks, you can seea large sigil, which has
been carved in the stone floor. You cannat
recognize what it depicts anymore.

Thisused to be the stronghold's chapel. The sigil
depicted the holy symbal of the warrior deity who
was honored here.

1. Main Corridor

You're standngin along corridor, with worn grey
tilesonthe floor and cracked plaster-work onthe
walls and cdili ng. Black stains on the walls show
the spots where torches ones burnt, but now even
the holders are gone, andthere'sno light in the
corridor.

2. Guard's Quarters

The furniture in this gluare roomis completely
wreckel. Pieces of probally two pdletslie all over
the floor and the remains of a chair or tableliein
one arner. In the center of theroom, in alarge
pudde of dried bHood, lie threebodes. Two dof the
dead are hobgoHins, and the other isa dwarf.

A dwarven PCs can seethat the dead dwarf isa
deep dwarf. Others may recmgnizethis with a
successful Knowledge (locd) ched, DC 12.

The degy dwarves that survived the fight here took
al valuables from their unfortunate cmpanion and
the hobgoblins, and left the bodesto rot.

3. Garbage Room
Your eyes begin to water when you open the door to

this room. The stench isunimaginable. The
stronghdd'sinhabitants apparently used this room
as bath loo and refuse dump. There's a huge pil e of

garbage and exaements, with the stripped body of
a hdbgoHin lying ontop of it.

4. Supply Room
There arelarge aupboards aganst the left andright

walls of this room. The doars are open andthey
seamto be enpty.

The aupbeeards used to hold food, but the deegp
dwarves took everything with them.

5. Life Food Stock

There'sa bestial smell intheair in this room.
Ther€e's graw onthe floor and an empty trough
standsin the rner. On thefloor lie seven dead
pigs, in apuddie of dried bood Theyhave been
stabbed to death.

Thisroom wasn't originally meant to hold cétle,
but the bugbea and his companions put the animals
in. The degp dwarveskilled the aeaures, just for
the fun of heaing them squedingin terror.

6. Kitchen

There are two large aupboadsin this room.
Inbetween, ther€'s a large table. Underneath the
table stand two empty buckes, and the body of a
hobgoblin liesontop d it. His hands are pinned to
the table with large forks, and hislegs aretied to
the legs of the table. Several pieces of broken plates
stick out of hisarms andlegs, and afork is gicking
out off one of his eyesockds.

This unfortunate hobgoblin was isolated from his
companions and cornered by a wuple of degp
dwarves, who tortured him for awhile and then let
him bleed to deah.

The aupbeards are empty.

7. Quarters
Except for threepall ets, this room holds no

furniture. A hobgolin ard a deep dwarf both lie on
one of the pall ets. Theylook asif theyare deging.
Only the blood that covers the pall ets andthe floor,
givesyou agood hint about their actual state.

Both creaures were kill ed by stabsin the back. All
valuables have been taken from their bodes.

8. Weagonry
The wall s of this room are lined with weaponracks.

Theyre almost empty, though. The racks hold two
javdins, of which oreisbroken, and a rusty
longsword. The floor is covered with bloodstains,
but there are no bodesin this room.

Nothing of value can be found in this room.



9. Quarters
On thefloor of this roomlie two pdlets, and two

cuphoards gandagainst the wall. There's an open
chest in ore crner, with weapons gicking ot of it.
In the center of the room stands a table, with two
chairs. Two dee dwarves gt onthe chairs. Asthey
natice your prescence, theyjump to their fee and
grabtheir axes.

Creaures (EL 2)

2 Deeg Dwarves, War 2: Medium Humanoid
(Dwarf); HD 2d8+4; hp 11, 15; Init +0; Spd 20ft.;
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, Cha6; CR1; AL NE.

Skillsand Feds: Appraise +2, Craft
(bladksmithing) +2, Craft (stonemasonry) +2,
Intimidate +0, Listen +2, Spat +2; Wegon Focus
(dwarven waraxe).

Light Sensitivity (Ex): Dee dwarvesare
dazZed in bright sunlight or within the radius of a
daylight spell.

*+3 rada bonus on saving throws against
poison, and spell s and spell-like eff ects.
Posssdons (of the two together): 4 bloodstones
worth 30 gp ead, ablad peal worth 100gp; 12
pp, 52 gp, 63 sp, and 173 cp.

Tadics: These degp dwarves are waiting
for the two injured onesin the Main Hall, and they
hope they will be &le to kill the remaining
hobgobli ns and the bugbea with their group o six.
They're planning on betraying their companions
afterward and claim the treasure for themselves.
These dwarves only care for themselves. When they
hea afight going on in another part of the
stronghold, they prepare themselves, but they will
not help athers.

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

10. Main Hall

Youre standngin alarge hall, some twenty by fifty
fed. There are two bared windows in the oppasite
wall. Between the windows a pat of the wall, the
size of a doube doar, has clearly been bricked up
There'sa longtable in the hall, with chairs around
it. On top o thetablelietwo bodies. Oneisa
hobgoblin, the other a deegp dwarf. Both still clutch
the weapors with which they Kll ed each ather. Two
deep dwarveslie onthe floor, covered with
blankes. Astheynaticeyour entrance theygrab

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

Creaures (EL 2)

2 Remvering Deg 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 (1d&/x3, shortbow); Full Atk +4 melee
(1d10+1/x3, dwarven waraxe) or +2 ranged
(1d€/x3, shortbow); SA Dwarf traits; SQ
Darkvision 90ft., dwarf traits;, SV Fort +5*, Ref
+0*, Will £1*; Str 13, Dex 11, Con 14, Int 10, Wis
9, Cha6; CR1; AL NE.

Skillsand Feds: Appraise +2, Craft
(bladksmithing) +2, Craft (stonemasonry) +2,
Intimidate +0, Listen +2, Spot +2; Wegon Focus
(dwarven waraxe).

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

*+3 rada bonus on saving throws against
poison, and spell s and spell-like eff ects.
Possessons (of the two together): 3 moorstones
worth 60 gp ead; 18 pp 34 gp, 62 sp, and 77cp.
11 Quarters

The door to thisroom has been set gjar.

Two pdletslie onthefloor of this room. There'sa
cuphoard against the wall oppdasite to the door. A
small table with two chairs gands underneath the
barred window in the right wall . There are two
deep dwarvesin the room, ready to attack.

Creaures (EL 2)

2 Deeg Dwarves, War 2: Medium Humanoid
(Dwarf); HD 2d8+4; hp 13 16; Init +0; Spd 20ft.;
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, Cha6; CR1; AL NE.

Skillsand Feds: Appraise +2, Craft
(bladksmithing) +2, Craft (stonemasonry) +2,
Intimidate +0, Listen +2, Spat +2; Wegon Focus
(dwarven waraxe).

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

*+3 rada bonus on saving throws against poison,
and spell s and spell-like eff ects.

Possessons (of the two together): a small golden
statuette worth 350gp; 32 gp, 73 sp, and 61 cp. One
of the degp dwarves also carries asilvered dagger.



Tadics: These degp dwarves take turns
watching the stairs. That's why they keep the doar
gjar. They have the same plans as the degp dwarves
inarea9.

Treasure: The aupbaard holds nothing but
food

12. Guard's Quarters

There are two small wooden burksin this room. A
small desk stands underneath the only window in
the room. On top of the desk isa small pil e of
picked bones and two wooden mugs. Two mean
looking hdogohins are standng in the room. They
seemto be surprized, probaly expeding deep
dwarves. Theydo nd hesitate to attack, howeve.

Creaures (EL 1):
2 Hobgoblins: Medium Humanoid (Goblinoid);
HD 1d8+2; hp 6, 7; Init +1; Spd 30ft.; 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 60ft.; SV Fort +4, Ref +1, Will +1; Str
13, Dex 13, Con 14, Int 10, Wis 9, Cha8; CR 1/2;
AL LE.

Skillsand Feds: Hide +3, Listen +2, Move
Silently +3, Spot +2; Alertness

Treasure: One of the burks has a seaet
compartment (Seacch DC 15) which holds the
hobgoblin's treasure: a Potion d Jump, 21 pp 34
op, 54 sp, and 69 cp.

13 Leder's Quarters

The view of this roomisdominated by a large bunk,
that standsin the aenter of the room. Against the
wall's are two cuphoards, an empty weaponrack, a
writing desk, and atable with three dairs.
Althoudh the bed looks like someone has recently
dept init, there'sno orein the room now.

Wizard's Tomb

Although the PCs don't know it, the treasure map
will lead them to the tomb of along dead wizard
cdled Agmanor. He drew the map himself, before
he died, to make sure that people would find his
tomb. Agmanor, who had no chil dren, wanted
worthy people to get histreasure. He aeaed
undead creaures to guard the treasure, and prevent
weak people from taking it.

Theroad 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 istoday. Oncethe
PCs have found that out, the tomb of the wizard
shouldn't be too hard to find. If they travel in the

Nothing of value can be found in this room.

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

The doar to this roomis of solid sted, and it hasa
large lock, which has been shattered. Inside, there
are four small wooden chests. A bugbear is busy
colleding coins from one of the chests. When he
natices you, he quicky grabs his morningstar and
preparesto atack.

Creaure (EL 3):

Groshnor, Bugbear Leader, Ftr 1: Medium
Humanoid (Goblinoid); HD 3d8+1d10+4; hp 23;
Init +5; Spd 30ft.; 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;
CR3; AL CE.

Skillsand Feas: Climb +3, Hide +4,
Intimidate +1, Listen +4, Move Silently +6, Spot
+4; Alertness Improved Initi ative, Wegyon Focus
(morningstar).

Possesdons. Masterwork morningstar, 22 pp 142
gp. He dso owns threepieces of the treasure map,
seePlayer Handout C (page 20).

Tadics: Groshnor is busy colleding the
treasure. He plans to command the hobgohlinsto
attad the degp dwarves one more time. During the
attadk, he will try to get past the dwarves and
escgpe with the treasure.

Treasure: Groshnor has arealy colleded
theloat from two of the chests. The other two
contain 10 moss agates worth 8 gp ead, a silvered
dagger with ared garnet in the hilt worth 120gp;
98 gp, 811 sp, and 2.588 cp.

right direcion through the forest, the PCs can
hardly missit.

The entranceto the tomb is hiddenin alarge,
overgrown statue. Althoudh it'sivy-covered, the
statueis clealy visible. It'seight fed tall, carved
out of one large rock, and it depicts a standing
figure with ahooded cloak and along staff;
Agmanor himself. It standsin the ceanter of asmall
cleaing.

D. Entrance

Theresaseaet doa in the statue's pedestal
(Seach DC 15). When someone opens the doar, a
Magic Mouth spell i sadivated.



Asthe seaet doa slides open, the mouth of the
statue suddenly moves, and it says: “ Enter the tomb
of the great wizard Agmanar. Know that there are
dangers ahead. You can colled the treasure, or die

trying.”

Map 5: Wizard’s Tomb

1. Porch

After climbing dovn some thirty fed, you're
standngin asmall room, with a dastered ceili ng,
wallsandfloor. The célingis about eight fee 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 standngin an octagond room. There are
five other doars 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 threefee
abovethefloor.

If anyone comes within five fed of the floating
stone, a Magic Mouth appeason it. It saysthe
following:

“Welcome bravetreasure hurters. Listen carefull y
to my instructions. Once you havetouched this
stone, the door behind you will close andit cannot
be opened before you have ather colleced my
treasure, or died trying. Leave now, and noharm
will come over you. Touch the stone and hope
you're prepared to med my challenges.”

When someone touches the stone, it disappeas. As
the Magic Mouth said, the doa to areal closes and
it cannot be opened before the PCs have disabled or
survived the trap in area8, or until they're dl dea.
Oncethe doa is closed, the other doars begin to
open. Firgt, the doar to area3 opens, and the
skeletons are released. When they have been

Inside the statue, you seea ladder leading down
into the darkness

The ladder leads the PCsto areal.

defeaed, the doar to area 4 opens, to release the
zombies. Then the doar to area5 opens, then the
doar to area6, and finally, when all undead have
been defeaed, the doar to area?.

These doars cannot be opened by the PCs manually
or with magic.

3. Undea Quarters

Creaures (EL 1):
3 Skeletons, Human Warr ior: Medium Undea;
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,
unded traits; SV Fort +0, Ref +1, Will +2; Str 13,
Dex 13, Con -, Int -, Wis 10, Cha 1; CR 1/3; AL
NE.

Skillsand Feas: Improved Initiative.

4. Undea Quarters

Creaures (EL 2):
4 Zombies, Human Commoner: Medium Undea;
HD 2d12+3; hp 11, 15, 18, 20; Init -1; Spd 30ft.
(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 adions
only, DR 5/dlashing, darkvision 60 ft., undeal
traits; SV Fort +0, Ref -1, Will +3; Str 12, Dex 8,
Con -, Int -, Wis 10, Cha 1; CR 1/2; AL NE.

Skills and Feds: Toughness



5. Undead Quarters

Creaure (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,
Cha6; CR 2; AL NE.

Skills and Feas: Wegpon Finesse®.

Note: Thisisanew monster. SeeNew Monster
sedion for afull description (page 18).

6. Undea Quarters

Creaure (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 10ft./5 ft.; SQ DR
5/bludgeoning, darkvision 60 ft., immunity to cold,
undea traits; SV Fort +1, Ref +3, Will +4; Str 21,
Dex 14, Con -, Int -, Wis 10, Cha1; CR 2; AL NE.

Skillsand Feas: Improved Initiative.

7. Corridor

You're standngin acorridor, 15 fee wide and
forty fee long At the end, there's and open
entranceto ancother room.

8. Tressure Room

You're standngin another octagond room, but
there are no doors in thisone. There'sa large thest
aganst the backwall. In the center of the room
stands a coffin, on astone pedestal. It hasa gass
lid. An dd manliesinit. He wears a hooded cloak,
andholds a long staff in hishands. Hiseyes are
closed andhe appears to be deging. Golden
letters on the mffin spell the name of the man who
liesinit: 3Agmanar®.

Between the offin and the chest stand another
undead creature. It isthe walking bod/ of a human,
with desiccated flesh, androtting clothes. The
wight's red eyes turn your way. The aeature opens

its mouth andspeaks with a hdlow voice 3 am
Agmanar's last sentry. Defeat me, and the treasure
isyours.©

Creaure (EL 3):

Wight: Medium Undead; HD 4d12 hp 27 Init +1;
Spd 30ft.; AC 15, touch 11, flat-footed 14 Base
Atk +2; Grp +3; Atk: +3 melee(1d4+1 plus energy
drain, dam); Full Atk: +3 melee(1d4+1 plus
energy drain, slam); SA* Energy drain; SQ
Darkvision 60ft., undea traits, SV Fort +1, Ref
+2, Will +5; Str 12, Dex 12, Con -, Int 11, Wis 13,
Chal5, CR3; AL LE.

Skillsand Feds: Hide +8, Listen +7, Move
Silently +16, Spat +7; Alertness, Blind-Fight.

SA: *Thiswight does not have the ability
to crede spawn.

Energy Drain (Su): Living credures hit
by awight's dam 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
ead such negative level bestowed, the wight gains
5 temporary hit points.

Treasure: The chest is neither locked not
trapped. It contains: a scroll with Sumnon Monster
I, aWand d Cure Light Wounds, a masterwork
longsword, a golden yell ow topazworth 600gp, a
fire opal worth 600gp, a star ruby worth 800gp; 70
pp, 310gp, 1,200 sp, and 2000cp.

The offin in which Agmanor liesisa Coffin of
Preservation, seeNew Magicd Item section (page
18).

There ae no valuablesin the wffin (the staff is
nonmagicd).

Oncewight has been killed, the doar to area 1
opens agains. A Magic Mouth appeas on the body
of Agmanor. It says. @Congatulations. Youtruly
deserveto havethistreasure. The doar isopen
agan, and you'refreeto leaveand let merest in
peace®

As on as al the PCs have |eft the tomb, the door
in the statue doses and sedsitself, never to be

opened again.



New Monster

Woretched Fencer

Medium Undea

Hit Dice 4d12 (26 hp)

Initiative: +3 (Dex)

Spedal: 30ft. (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)
SpaceReach: 5 ft./5 ft.

Spedal Qualities: Darkvision 60 ft, undead traits
Saves: Fort +1, Ref +4, Will +3

Abilities: Str 10, Dex 16, Con -, Int -, Wis 9, Cha 6
Feats: Wegoon Finesse®

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 creaures have been creaed from the bodes of skill ed fencers. When abody starts decaying, it
cannot be used to creae awretched fencer anymore. The magic preserves not only the body of the aeaure, but
aso 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 fencersretain
the dexterity and fighting skill s they had in life. They follow the instructions of their creaors, but they can only
follow simple, one line orders.

New Magicd Item

Coffin of Preservation: When this coffin is closed, abody inside is well preserved, and daesn't decay. These
coffins are made of woodand have aglasslid, so that the body remains visible. It holds bodes of medium size
and small er. When more than oneis put to rest in it, the preservation works for one body only; the first that was
put in. The preservation of the body works exadly asif a permanent Gentle Repose spell was cast onit.

Faint neaomancy; CL 3rd; Craft Wondrous Item, gentle repose; Price 6,000 gp; Weight 1201b.
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OPEN GAME LICENSE Version 10a

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

1. Definitions: ()" Contributors' means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including
derivative works and trandations (including into ather 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
digtribute; (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 tranglations and derivative works under copyright law,
but specificaly excludes Product Identity. (€) "Product Identity”
means product and product li ne names, logos and identifying
marks including trade dress artifacts; creatures characters;
stories, storylines, plots, thematic dements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and
other visual or audio representations; names and descri ptions of
characters, spell s, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or eff ects,
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 specificaly excludes
the Open Game Content; (f) "Trademark" means the logas,
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 atherwise create Derivative
Material of Open Game Content. (h) "You" or "Y our" meansthe
licenseein terms of this agreament.

2. The License: This License applies to any Open Game Cortent
that contains a notice indicating that the Open Game Content
may only be Used under and in terms of this License. Y ou must
affix such anotice to any Open Game Cortent that you Use. No
terms may be added to or subtracted from this License except as
described by the Licenseitself. No ather terms or conditions
may be applied to any Open Game Content distributed using this
License.

3.0ffer and Acceptance: By Using the Open Game Content You
indicate Y our acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeng to use
this License, the Contributors grant Y ou a perpetual, worldwide,
royalty-free, non-exclusive license with the exad 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 Y our Contributions are Y our original creation
and/or You have sufficient rights to grant the rights conveyed by
this License.

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

exad text of the COPYRIGHT NOTICE of any Open Game
Content Y ou are copying, modifying o distributing, and Y ou
must add the title, the copyright date, and the copyright holder©s
name to the COPY RIGHT NOTICE of any origina Open Game
Content you Distribute.

7. Use of Product Identity: Y ou agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expresdy licensed in another, independent Agreement with the
owner of each element of that Product Identity. Y ou agreenot to
indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with awork containing
Open Game Content except as expresdy 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 congtitute a chall enge 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 Y ou 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 dstribute
any Open Game Content originally distributed urder any version
of thisLicense.

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

11. Use of Contributor Credits: Y ou may not market or advertise
the Open Game Content using the name of any Contributor
unlessYou have written permisdon from the Contributor to do
0.

12. Inability to Comply: If it isimpossble for Y ou 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 Y ou may not Use any Open Game
Material so aff ected.

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

14. Reformation: If any provision of this Licenseis held to be
unenforceeble, such provision shall be reformed only to the
extent necessary to makeit enforceable.

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

System Reference Document Copyright 2000-2008, Wizards of
the Coast, Inc.; Authors Jbnathan Twee, Monte Cook, Skip
Williams, Rich baker, Andy Collins, David noonan, Rich
Redman, Bruce R. Cordell, based on aiginal material by E.
Gary Gygax and Dave Arneson.

Agmanor's Treasure Copyright 2004, Jan Willem van den Brink
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