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|lNnTRODUCTION

ey of Destiny is the first part of a heroic
K DRAGONLANCE® adventure campaign that crosses
Ansalon from coast to coast. While the world is still
readjusting to the death of three Dragon Overlords and the
return of the gods, the characters find themselves

embroiled in events that will shape the world to come. And
it all begins with a tiny, unassuming music box.

Encounter Levels: Key of Destiny is designed for a party
of four characters, who begin the adventure at 1st level. By
the end of Key of Destiny, the characters will have overcome
a major milestone, gaining enough experience to advance
nearly to 7th level.

PREPARATION
In order to run this adventure, you will need a copy of the
three d20 System core rulebooks and the DRAGONLANCE
Campaign Setting. This adventure begins six months after
the end of the War of Souls. Familiarity with the informa-
tion in the Age of Mortals sourcebook will greatly enhance
your campaign. Some of the spells, classes, and creatures
found in the Age of Mortals book are used in the adventure.
Complete statistics for any creature from the Age of
Mortals can be found in the individual entries in the
Appendix; however, alternatives from the d20 System core
rules are provided with each entry. Several NPCs in this
adventure have base classes or prestige classes found in
other books, but all pertinent abilities and statistics are
included in the NPC entries in Appendix 2.

Text that appears in shaded boxes is information for the
players, which you may read aloud or paraphrase as appro-
priate. Any text found in sidebars contains information
pertinent to running the adventure, such as background
information or things for the Dungeon Master (DM) to
keep in mind. Monster and NPC statistics are presented in
abbreviated form in the encounter entries. For standard
monsters, full monster statistics can be found in the
Monster Manual or the DRAGONIANCE Campaign
Setting, while the statistics for any new or
unique creatures can be found in Appendix
1 and Appendix 2.

BackGrouno
It all begins with a tiny music box.

In the Age of Light, the elf Silvanos
gathered together the leaders of the great
elven houses, the Sinthal-Elish. Unifying the
fractious houses, Silvanos leads his followers
away from the ancestral homeland of the
elves in order to build a new kingdom. The
forest the elves choose to be their new
home is already occupied, thus igniting
the spark that began what historians record as
the First Dragon War.

The war between the dragons and the elves lasted for
350 years, before the gods of magic stepped in and gave the
elves five magic stones that enabled them to capture the
spirits of the first chromatic dragons. The dragon stones
granted the elves victory and the mighty elven kingdom of
the Silvanesti was born.

Following the war, Silvanos wed the young and beautiful
elf maiden Quinari. Though theirs was a political marriage
made to solidify the elven houses beneath a single crown,
the two slowly grew to love one another. Quinari’s beauty
was said to have been unrivaled by any other elf maiden, a
beauty that even dragons respected. Quinari’s beauty was
only rivaled by her grace, her wisdom, and her kindness. It
was her compassion and kindness during the Dragon War
that led her to be revered by the metallic dragons. Quinari
moved amongst their wounded, singing soothing melodies
as she called upon E’li (Paladine) to heal their wounds. Her
kindness prompted the metallic dragons to form an
alliance with the elves, and they named her the Dragon-
Singer.

One night, beneath the light of the moons, Gloranthia,
the leader of the gold dragons, sought out Quinari private-
ly, finding the elven woman weeping silently over the body
of a young copper dragon who had died because of
wounds suffered during the previous day’s battles. That
night, Gloranthia took Quinari into her confidence, reveal-
ing one of the greatest secrets of dragonkind to the young
elven woman—the location of the legendary Dragons’
Graveyard.

From that night forward, Quinari became the secret
guardian of the metallic dragons, using her magic to sweep
away the bodies of the fallen, taking them to the Dragons’
Graveyard, where she could ensure that they would remain
unmolested. After the war, Gloranthia once more
approached Quinari. With regret, Gloranthia cast a spell

upon the elven woman, removing the
knowledge of the Dragons’
Graveyard to ensure the sanctity
3 of the mystic site.

As the years went by,
Silvanos and Quinari ruled
Silvanesti wisely, creating a
kingdom unrivaled on Ansalon.
The two began to build a family
as well when Quinari bore

Silvanos his first son, Sithel,
the first prince of the
Silvanesti. Each night as
Quinari rocked her son in
her arms, she gently sang
him to sleep. Quinari often
4 sang the same melody to her-
U self when she was alone, or
when her mind wandered.
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Slowly, this melody became incorporated into the subcon-
scious of the Silvanesti people, who never realized the true
magic held within the music.

At almost two thousand years of age, Silvanos passed
away. With great ceremony, the first Speaker of the
Silvanesti was buried in a crystal tomb. Quinari died soon
after. Her sorrow at the passing of her beloved was too
great. As the grieving Silvanesti prepared their queen for
burial, the golden dragon Gloranthia appeared during the
funeral. To the elves’ amazement, Gloranthia gently
explained that Quinari was a hero to the dragons, although
her accomplishments were unknown to the elves.
Gloranthia promised the elves that Quinari would be
interred in a place of great honor, a place sacred to the
gods of light. It is said that E’li himself appeared, assuring
the elves that their queen would be honored for all time.
Touched, the elves allowed the dragon and the god to take
their queen. E’li wrapped Quinari in a shroud of woven
starlight, gently placing her upon the back of the bowed
dragon. As he gazed once more upon the assembled
Silvanesti elves, E’li smiled gently and told them, “When
there is great need, the keys of Quinari shall open the portal,
allowing one to return from the Sanctuary of Spirits. The
path, however, shall not be easy, for if evil were to open the
portal and enter the Sanctuary, then great darkness would
befall the world.” With that, E’li and Gloranthia carried
away Quinari’s body, disappearing into the night.

In the years to follow, Sithel ordered the construction of
a beautiful tower, the Palace of Quinari, in honor of his
mother. Many among the Silvanesti discussed and debated
the meaning of E’li’s words, particularly puzzled by what
he meant by the “Keys of Quinari.” After many centuries
though, the words of E’li faded into obscurity.

Thousands of years later, as the Silvanesti fought hard to
rid their beloved kingdom of the taint of Lorac’s
Nightmare, a small, delicately crafted music box of silver
and crystal was discovered in the chambers of the dead
Speaker. When the lid of the music box was opened, it
revealed a tiny elven maiden beautifully carved from wood.
As a haunting melody played, the wooden figure danced
smoothly. A slip of paper was included in the box. The
paper read, Quinari’s Key.

Many of the ancient texts of the Silvanesti were lost in
the devastation of Lorac’s Nightmare, but the eldest among
the Silvanesti could remember stories told to them that
Quinari’s Key would open the way to something incredible,
if only one knew where to use it. Unfortunately, the knowl-
edge of the key’s true use had been lost. The music box,
known as Quinari’s Key, was passed down to the daughters
of the ruling family, a curiosity of a long ago time. When
Queen Alhana and her husband, Porthios, were declared
Dark Elves and cast out of Silvanost, the music box
remained within the kingdom. When the Dark Knights
conquered the Silvanesti, most of the treasures of the capi-
tal and the people were seized. When the minotaurs
appeared and the Dark Knights retreated, most of those
treasures disappeared.

Now that Quinari’s Key has left the protection of the
Silvanesti Forest, its presence has been noticed by those

4~ introbuction

who have their own theories about the key’s purpose. This
small child’s toy holds the key to either a great treasure, or
to open a pathway for a great evil to enter the world

ADVENTURE SYnorsis

In chapter one, the adventurers begin in the town of
Pashin, where the characters come into possession of
the elven music box that holds the key to an ancient
mystery. The characters must solve this mystery before
it is too late. Unfortunately, the characters are not the
only ones interested in the key. In a city of Dark Knights
and criminals, it’s up to the characters to escape the city.

Once the characters escape the city, they head into the
desert of Khur, and head for the ruins of an ancient city
that might hold answers to the key’s purpose. In the ruins,
the characters discover the truth behind an ancient betrayal
that led to the city’s ruin, as well as finding an unexpected
clue that will take them out of Khur and into one of the
most dangerous realms on Ansalon—the Desolation.

As the characters leave the ruins of Hurim and head for
Ak-Khurman, they are unaware of the forces surrounding
them, forces that are watching their every move in an intri-
cate game of khas. As they cross the Burning Lands, they
discover that the Legion of Steel-held city of Ak-Khurman
isn’t as peaceful as it seems on the surface. Chartering a
course across the Bay of Balifor, the characters land in Port
Balifor, the infamous port town which suffered greatly dur-
ing the reign of the red dragon Overlord, Malystryx. Here,
they will find an experienced guide willing to take them to
the ruined city of Kendermore, where the characters hope
to discover something more about the Key of Quinari.

In Kendermore, the characters discover that kender pil-
grims to the ruined city have been disappearing, captured
and taken prisoner. Will the characters brave the dangerous
volcano known as the Peak of Malys? If they do, much
awaits them: a horrific plot that could endanger the region,
an artifact long since believed lost to the world, and the
unravelling mysteries surrounding both the Key of Quinari
and their destiny.

Encounter [TumBERING

To easily correlate encounters and locations with the
provided maps, areas in this adventure have been divid-
ed into distinct sections. For example, the seven loca-
tions described in the town of Pashin are numbered P1
through P7. The areas in the adventure are:

The descriptions for subrooms listed by letter within
these areas are found in the text for the nearest main
numbered room.



CHAPTER OnE

Finbpinc THE KEY

across Ansalon, has undergone many changes over
the last few decades, culminating with the recent
arrival of Dark Knight refugees from Silvanost.

P ashin, like many other villages, towns, and cities

As one of the few permanent settlements in Khur, Pashin is
a major trading center for the Khur nomads and the ogres
of Blode. It has survived raids, wars, floods, famines, and
two Cataclysms. It has been a haven for criminals, a major
outpost for the Green Dragonarmies during the War of the
Lance, and now serves as the last bastion of the Dark
Knights who occupied Silvanesti during the War of Souls.

The people of Pashin come from all walks of life, drawn
to the neutral haven that Pashin represents, where few ques-
tions are ever asked and the only real law is “the strong sur-
vive, but the sly thrive.”

This town, near the border of ogre lands and the newly
minotaur-occupied Silvanesti Forest, is an unlikely place for
a band of heroes to come into possession of an ancient key
with a destiny that could forever change the world.

Apbventure Start — Movement in tTHE SHADOWS

Current Date: 12th day of Aelmont (Winter)

Phases of the Moons

Solinari: Waxing Crescent (between 18 and 1 on the
moon tracking chart).

Lunitari: High Sanction, Full (position 10)

Nuitari: High Sanction, Waxing Gibbous (position 7)

The introduction presented below assumes that the char-
acters have completed The Sylvan Key mini-adventure from
the DRAGONLANCE Campaign Setting, and that they have
returned to Pashin. If the characters did not return to
Pashin, or if you did not play The Sylvan Key, then you may
need to write your own beginning to the adventure, or you
may wish to have them come across it
through one of the random encounters.

When you are ready to begin the
adventure, read or paraphrase the fol-
lowing text aloud to your players:

he sun is setting over the town of

Pashin. Already, the silver moon
Solinari hangs high overhead, a wax-
ing crescent, while the full red moon
Lunitari, begins its ascent in the east-
ern sky. The air begins to cool almost
immediately as the sun sinks below
the western horizon; the cold south-
ern breezes causes the temperature
to drop swiftly. You can see your
breath in misty bursts as you exhale,
while every inhalation brings with it

both the crisp, sharp scent of winter and the dis-
tinctive mixture of refuse, horses, and countless
cook fires.

Passing through the gates of the town, you see
the people already beginning to close up their
shops, workers heading either for home or into
one of the many taverns for food and protection
from the sharp bite of the winter night. You feel a
strange chill, neck hairs prickling, as if someone
was watching you.

If the heroes enter town and glance down an alleyway, a
Spot check (DC 12) allows them to notice a shadowy figure
rapidly disappearing down the alleyway. The characters can
chase the figure, if they so desire. If they don't follow the
figure, have the characters make another Spot check every
so often to notice that the figure seems to be stalking them,
always staying just out of sight, hiding in the shadows.

The robed figure leads the characters on a merry chase
through many back alleyways, heading deeper and deeper
toward the heart of the town. Have the characters make
periodic Spot checks to make sure they keep track of the
fleeing figure, who always seems to manage to stay one step
ahead of the party. If you decide to run any random
encounters along the way, the figure seems to stay close
enough to observe the group, but otherwise does not inter-
fere with the party.

The figure leads the characters to one of the oldest build-
ings still standing in Pashin, the Five Dragons (P5). As the
characters emerge into the square before the Five Dragons,
they cannot see the figure anywhere, as if it had disappeared
into thin air. The chase from the edge of town to the center
of town takes about an hour.

If the characters decide to head into
the Five Dragons, you may begin the
adventure from there. If not, allow the
characters to explore the town a little
bit, but give them fleeting glances of
the mysterious figure from afar.

Tre Town oF Paswin

In the Mikku region of Khur, about
35 miles north of the border of the
Silvanesti Forest, lying just off the
Thon-Thala River, lay the town of
Pashin. With the former elven home-
lands to the south, and the ogre king-
dom of Bléde to the west, Pashin is an
odd amalgam of cultures.

Pashin was founded centuries before
the Cataclysm as a border outpost for
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Istar, enabling trade between the north and south. It
remained a small outpost until gold was discovered in the
riverbed of the Thon-Thala River, approximately twenty
years before the Cataclysm. At that time, the town began to
swell rapidly with foreigners as people sought to make
their fortune panning for gold in the river. When the
Cataclysm struck, the riverbed shifted and steel, not gold,
became the cornerstone of trade.

Following the Cataclysm, the town became a ghost town
only visited by outlaws and bandits looking for a place to
lie low. Over time, the strongest of these bandits estab-
lished themselves as bandit lords, creating a rough set of
laws and enforcing them with force and guile. When the
Dragonarmies swept across Ansalon, the entire region of
Khur fell under the rule of the Green Dragon Highlord.

Pashin capitulated quickly to the rule of the
Dragonarmies, becoming a major center of operations for
strikes against the Silvanesti to the south. On orders from
the Dragon Highlord, a large defensive barricade was built,
surrounding the entire town, with strategic watchtowers
placed at every corner. When the Dragonarmy failed in
their conquest of the Silvanesti Forest, they retreated to
Pashin where they prepared for a second concentrated
attack. The defeat of the Green Dragon Highlord, Salah of
Khur, by a band of rebels lead by a Solamnic known as
Morgan di Kyre, caused the Green Dragonarmies to dis-
perse. Pashin soon reverted to its prior lawlessness.

Pashin would remain relatively lawless, as its citizens
preferred, until the minotaurs came to conquer and occupy

_ T|-| Pazaar
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the Silvanesti Forest toward the end of the War of Souls,
Dark Knight refugees, escaping the Forest with everything
that they could carry, spilled into Pashin, establishing
themselves as the new dominant force in the region. The
Mikku tribes were unhappy at this development, as were
the citizens of Pashin, but the sheer number of Dark
Knights in the town, nearly half of the current population,
enabled them to take control quickly and thoroughly.

The other residents have begun to mount a resistance.
That half consist of outlaws, some elven refugees, Khur
nomads, and others, even the odd ogre from Blode can be
seen walking the streets. Pashin also serves as a waystation
for ogre merchants and caravans traveling through Khur,
s0 many groups are represented.

{8 Pashin (Large Town): Nonstandard; AL CN; 3,000 stl
limit; Assets 352,500 stl; Population 2,351; Isolated (human
96%, kender 2%, elf 1%, other 1%).

Authority Figures: Emilian Togh (Mayor of Pashin), N
male human Nbl4 and General Dogah (Commander of the
Dark Knights in Pashin), LE male human Ftr5/Knight of
Lily 6.

Important Characters: Cael Kiergard, LN male human
Ftr6/Steel Legionnaire 3 (Leader of the Legionnaires in
Pashin); Shaylin Moonborn of House Mystic, CG female
Silvanesti elf Wiz6/White Robe Wizard 4 (the elder of the
elves in Pashin); Klaudia Lorn, N female half-ogre Mys3
(an agent for the Legion of Steel, runs Old Omar’s
Oddities, a small apothecary in the Merchant District);
Captain Whyndam, LN male human Warl (Togh’s cousin,

The city of Pashin
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Whyndam is the newly-appointed captain of the recently-
formed town watch); Kaybrin, LG male human War2
(Whyndam’s lieutenant, he’s an experienced veteran who
has taken Whyndam under his wing to help keep the
younger man from being overwhelmed).

Featurgs oF PasHin
Before the unexpected influx of the Dark Knights, Pashin
had a population of around 1,200 people. Since the Dark
Knight retreat from Silvanost the occupancy of the town
has nearly doubled, causing the small town to rapidly swell
both in population and in crime. Although the leaders of
the Dark Knights are trying to maintain discipline among
their own troops, as well as to impose a sense of order on
the chaotic nature of Pashin, they have found that things
are rapidly coming apart. The number of deserters has
increased drastically since the death of the Dark Queen.
The elven refugees who lived in Pashin have gone under-
ground, fomenting anarchy. The bandit lords who once
ruled the city are paying lip service to the Dark Knights, all
the while looking the other way while their people riot in
the streets, pick fights with the Dark Knights, and steal the
spoils the Dark Knights looted from Silvanost.
Throughout the city there are numerous artesian wells
that provide a constant source of clean water, tapped from
the waterbeds deep underground. The artesian wells them-
selves are all of dwarven craftsmanship, stretching more
than fifty feet below the surface.

Ovtsipe tHE City

Pashin lies in a large valley between two mountain ranges:
the southern-most arm of the Kalkhist Mountains of Blode
to the west and the Badland Range in the east. The moun-
tains provide a shelter against most of the wind coming
from the coast, as well as the scent of Onysablet’s swamp.
The region is arid, with sparse, tough grass and few shrubs.
There are signs of vegetation in the higher altitudes where
the soil is richer.

The town is about two miles away from where the
Thon-Thalas River splits into two tributaries, one that
winds into the ogre kingdom of Bléde, while the other
continues north, cutting a swath through the Khur bad-
lands. This provides the inhabitants of Pashin with easy
access to trade routes along the river, and also makes it per-
fect for smuggling; a common profession among the city’s
inhabitants.

BuiLpings in tHE City

Pashin is a ramshackle town with a startling variety of dif-
ferent buildings, ranging from the solid construction remi-
niscent of Solamnic architects to the sprawling, meander-
ing designs of the gnomes. In the last six months, an
entirely new section has been added to the town, called the
Dark Knight’s Enclave.

The vast majority of buildings within Pashin are made
of sun-baked clay, gathered from the riverbed and formed
into small blocks. The outside of the buildings are covered
with a thick paste that, when dry, is surprisingly water-

proof, yet allows for some air circulation. The buildings
remain cool during the summer and warm during the win-
ter. Most buildings are only a single story high, though
more than a few are built to accommodate second and
even third floors. Very few buildings in Pashin have base-
ments or cellars, as the water level causes them to become
unstable during the spring months. There is a small sewer
network that allows rainfall to run off and not accumulate
in the streets. Given the wide variety of cultures the resi-
dents of Pashin have come from, the interiors of the build-
ings are as varied as the people who call this town home.

Next to Khuri-Khan and Delphon, Pashin is one of the
only Khurish settlements of any worthwhile size for traders
and merchants to travel through, enabling the people of
Pashin to partake of goods from across Ansalon. The horse
market of Pashin is second only to that of Khuri-Khan’s.
This is one feature that keeps drawing merchants to the
city, despite having to cross the Plains of Dust, the mino-
taur-occupied Silvanesti Forest, Onysablet’s New Swamp,
and the ogre kingdom of Bléde in order to purchase one of
the legendary Khur stallions.

City Streets
The main streets in Pashin are cobblestone, made of the
same sun-baked bricks as the buildings themselves. The
streets are laid out to allow more-or-less easy access
through the town and to major sections within the town,
such as the Lord’s Manor, the Bazaar, and the Horse
Market. Given the lack of any stringent city planning, how-
ever, there are numerous side streets and alleyways
throughout the town. These alleyways can cause anyone
unfamiliar with the town to become lost rather quickly.
On each side of the main streets are gutters for refuse.
Most of the alleys and side streets also have gutters that
direct water spill-off back toward the main streets. These
gutters provide a crude system of navigation, as all gutters
eventually lead back to one of the primary roads through
the town.

PoLitics in PasHin

Before the coming of the Dark Knights, the primary politi-
cal structure of Pashin was basically that of a bandit-aris-
tocracy. Technically part of the Khanate of Khur, and pay-
ing regular tithes to the Khanate, Pashin has remained a
neutral border town ever since the dispersal of the Green
Dragonarmies following the War of the Lance.

With the addition of the autocratic Dark Knights to the
political structure of Pashin, things have changed—at least
on the surface. Mayor Togh seems little more than a figure-
head, content to hide behind the walls of his manor, while
the General of the Dark Knights exerts almost complete
political and military control over the town. Secretly, how-
ever, both Mayor Togh and General Dogah have sent
envoys to the Khan in Khuri-Khan, calling for assistance.
Mayor Togh wants his town completely free of Dark Knight
influence, while General Dogah wishes to seize complete
control over the town as a Dark Knight outpost and
“embassy city” for the Knights of Neraka,
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GatHERING InFOrRmAtion in PasHin

For characters attempting to use their Gather Information skill in Pashin, below is a basic list of what information
can be gained, depending upon the DC of the roll.

Dragonarmy, and suffered greatly at the hand of the Dragon Highlord, Salah. Pashin’s population

DC Information

10 In the last few months, the population of the Dark Knights has nearly doubled, while the elven
population has drained to almost nothing.

15 With the addition of yet more Dark Knights to the population of Pashin, there has been an
increase in the underlying tension in the city. Pashin was once the headquarters of the Green
is not happy about being put into a similar situation again.

20 The mayor of the town has closed himself away in his manor; he will not see anyone for any rea-
son. Meanwhile, the leader of the Dark Knights, General Dogah, has taken a more active role in
the leadership of the town, although it seems he is pursuing his own private agenda.

25

The Legion of Steel used to be very active in Pashin, which served as one of their outposts in the

region. At about the same time that the elves first appeared in Pashin, the Legion began to pull
back. By the time the Dark Knights arrived, most of the Legion had apparently left for Ak-
Khurman, the center of all Legionnaire activities in the area.

30+ There are elves still in Pashin; they have taken to disguising themselves as lepers in order to hide
from persecution at the hands of the Dark Knights.

PRIDE AnD PREjUDICE in PasHin

Because of the current political climate in Pashin, one
thing to keep in mind when running encounters and
playing NPCs is the reaction individuals might have
based upon race. These modifiers apply particularly to
Bluff, Diplomacy, Gather Information, Intimidation, and
Perform skill checks.

Humans: Khur is a region dominated by humans, but
more than a few non-humans find their way to the
deserts.

Ergothian: In Khur, Ergothians are greeted warmly,
for they are typically merchants bringing strange and
exotic goods from the other side of the continent.
Ergothians receive a +2 circumstance bonus on all
Charisma related checks while in Pashin.

Nerakan: Although the Dark Knights are not truly
welcomed in most regions of Khur, with their political
and financial control over Pashin, they have gained a
strong foothold in the area. Nerakan characters receive a
+2 circumstance bonus on all Charisma related skill
checks dealing with residents of Pashin, increasing to a
+4 bonus if the character clearly displays some sign of
being a Knight of Neraka.

Solamnics: In most places in Khur, the Solamnics are
respected for their codes of honor. However, Pashin is a
city almost completely dominated by Dark Knights and
mercenaries. In Pashin, Solamnics receive a —2 circum-
stance penalty on all Charisma based skill checks while
dealing with the residents of Pashin. If the character is
clearly a Solamnic Knight, the penalty increases to —4.
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Dwarves: The people of Khur respect the gruff,
industrious nature of the dwarves. Even the Dark
Knights cannot truly dislike the dour dwarves. Dwarven
characters receive a +4 circumstance bonus on all
Charisma based skill checks dealing with the residents of
Pashin.

Elves: Elves are not particularly liked in Khur, but
with the Dark Knight occupation of Pashin, they risk
open persecution if they are not careful. ElIf characters
receive a —6 circumstance penalty on all Charisma based
skill checks while dealing with the residents of Pashin.

Kender: There are few places in the world where
kender are truly welcomed and Pashin is not one of
them. Kender receive a —6 circumstance penalty on all
Charisma based skill checks while dealing with the resi-
dents of Pashin.

Minotaurs: Before the minotaur occupation of the
Silvanesti Forest, minotaurs were a rare sight in Pashin.
Given that Pashin is now home to both the elves and the
Dark Knights who were forced out of the forest, mino-
taurs are now a most unwelcome sight on the city
streets. Minotaur characters receive a —6 circumstance
penalty on all Charisma based skill checks when dealing
with residents of Pashin.

Ogres: Pashin is one of the few primarily human
cities where ogres are actually welcomed. Ogres receive
no bonus, but also have no penalty to Charisma-based
skill checks when dealing with residents of Pashin.



The Dark KnicHTs OF PasHin

Although they consist of nearly half of the population,
the Dark Knights only firmly control one-quarter of the
town of Pashin. Theirs is the south side, where they
established their enclave. Here, the rule of the Dark
Knights is absolute, with constant patrols and a firm
martial law.Outside of this area, the Dark Knights have
slowly gained control over the eastern portion of town,
the Gold District, where the wealthiest inhabitants of
Pashin have established their homes and businesses.

The Guild District in the northern section of town
and the Merchant District in the western section of
town remain outside firm Dark Knight control, which is
just as the inhabitants prefer it. Unfortunately for the
townspeople, the Dark Knights have continued to
increase in numbers. Combine this with the wealth they
have brought with them from Silvanost, and they are
slowly but surely encroaching on those districts that do
not wish to fall under the iron-grip of the Dark Knight
Enclave.

The Dark Knights are actively petitioning the Khan
of Khur for the right to permanently settle in Pashin,
promising to bring the lawless city into line and donate
a portion of all city profits to the Khanate as its rightful
share. There has been no word from the Khanate one
way or the other about the petition, which is making
both the Dark Knights and the natives of Pashin very
nervous.

The greatest problem facing the Dark Knights cur-
rently, however, lies in the stagnation and entropy of
their membership. With the Dark Queen dead and the
other gods returned to the heavens, many of the order
have lost faith. Some have succumbed to the blandish-
ments and temptations of other gods, searching for a
deity to replace their own fallen goddess. Others who
joined the orders after the disappearance of the gods,
whose only Visions were inspired by the dictates of the
Order’s mystics and sorcerers, have lost faith altogether.
This has left the Knights of Neraka in a state of chaos as
more and more members of the knighthood abandon
their posts and turn their backs on the Orders forever.

THe ReseL Factions oF PasHin
There are actually three distinct rebellious factions in
Pashin: the Legionnaires, the elven refugees who left
Silvanost when the Dark Knights assumed control over
their homeland, and the Mikku rebels who do not wish
to see any portion of their realm fall once more under
the tyranny of the Dark Knights.

The Legionnaires operate covertly out of Pashin, hav-
ing gone underground when the first major contingent
of Dark Knights arrived from the Silvanesti Forest.

Never a large group, mainly placed here as an embassy
to the Khur nomads, the members of this organization
have been forced to abandon their homes and assume
new identities, while trying to maintain their tenuous
chain of contacts and informants. Now, they are seeking
to infiltrate the Dark Knight Enclave, to weaken it from
within.

A few Qualinesti and Silvanesti elves had been too
weak to go to Sanction with their respective rulers to
save Silvanoshei during the War of Souls. Instead, they
had volunteered to be left behind. Their mission was to
bedevil the Dark Knights occupying Silvanost and keep
them occupied. When the first minotaurs landed, many
of these elves were killed before they realized what was
happening, but the survivors quickly fled up the Thon-
Thalas and into the only area where they could possibly
hope to find any solace—Khur. They established a small
refugee camp outside the walls of Pashin, waiting for
their people to return from the north so they could take
back their forest. Without the aid of the Solamnics,
however, the rulers of the elves decided it was too risky a
task. Those in Pashin who could make the journey slow-
ly rejoined their brethren, but those left behind had
nowhere else to go when the Dark Knights themselves
were chased out of Silvanost. The elves hid themselves in
the poorest district of the city, disguising themselves as
lepers, before the Dark Knights ever realized that they
were there. Now, the elves have established a “leper
colony” in the sewers, from which they strike subtly
against the Dark Knights, seeking to regain what was
stolen from them—their heritage and their pride.

The Mikku tribe of Khur nomads has always been
made up of raiders, enjoying music and dance, as well as
having a more-than-healthy appreciation for the posses-
sions of others. With the wealth that the Dark Knights
have brought with them out of Silvanost, they have
become too tempting a target for the Mikku nomads to
resist. The fact that they are striking against a group just
as wicked as the Green Dragonarmies that once occu-
pied their homeland makes the sport all that much
sweeter.

Unfortunately, none of the three factions work well
together, for each has individual ambitions and goals,
which often run contrary to one another. It is this that
has prevented the three rebellious factions from shaking
the Dark Knights out of Pashin.
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MartiaL Law

With Pashin currently under control, at least overtly, by the
Dark Knights, General Dogah has tried to establish martial
law over the city in an attempt to curb the city’s innate law-
less atmosphere. Unfortunately, he did not take into
account the unwillingness of the Khur tribes to once more
submit themselves to a tyrannical yoke—they all remember
the dark days of the War of the Lance when the Green
Dragonarmy ruled their land with an iron grasp.

Unfortunately for the Dark Knights, their presence in
this town has not exactly been accepted with open arms. A
large number of the population settled in Pashin to avoid
stringent laws and persecution. There have been quite a few
public displays of unrest since the Dark Knights arrived
and assumed control of the town. The Dark Knights have
been pretty quick to put down any unrest that could
potentially grow too large. With the wealth that many of
the Dark Knights brought with them, bribery has calmed
some of the unrest. Threats and intimidation have quieted
a number of other possible insurgencies.

Regular patrols go out into the town, walking the street
and keeping an eye out for trouble. Their routes are pre-
dominantly around their headquarters and the outskirts of
the city. They have learned that the northern and the west-
ern sections of town do not appreciate their presence.

Ranpom Encounters in PasHin

While in Pashin, there’s a chance that the characters may
wander around, instead of heading in the direction that
they need to go. A good way to help guide the characters is
through the use of random encounters.

Once per hour in the city streets, there is a chance that a
random encounter might occur. The chance of an
encounter varies, determined by the character’s actions
while out in the city.

Many of these random encounters can actually provide
the characters with beneficial aid later on in the adventure,
depending upon how the characters deal with the situation.
This creates the feeling for the characters that their actions
have consequences. Even something that seems minor and
inconsequential at the moment could later provide an
important clue or assistance where it is least expected.

Street Entertainers (EL varies)
Given the wide variety of individuals who find their way to
Pashin, there is a startling diversity of performers who
roam the streets or have set themselves up on corners in
order to entertain for a few coins.

When a street entertainer is rolled as a random
encounter, the type of entertainer can vary, depending
upon whether it is day or night.

Acrobats: A troupe of acrobats has staked out a corner
of one of the squares. These three acrobats (a female
afflicted kender named Grace, a female half-elf named
Blythe, and a burly male Khur nomad who identifies him-
self as Stallion) perform a wide variety of tricks, but the
crowd doesn’t seem impressed; indeed they are busy
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Back Alley Encounters
Condition Encounter Chance
Early Morning 5% per hour
Evening 25% per hour
Nighttime ~ 40% per hour
Back alleys +10%

Back alleys are all the secondary roads throughout
Pashin that create a maze of twisting paths that often
lead in on themselves.

City Encounters
Day
0110

nght _I_E!lcounter*

No Encounter

* These encounters are one-time only encounters. If the
same result is rolled twice, and if it is daytime, there is
no encounter, if it is nighttime, there's a 50% chance
it’s a Dark Knight patrol and a 50% chance of no
encounter.

harassing and jeering the acrobats. During the encounter,
Stallion stumbles, dropping Grace into the crowd. The
crowd turns Hostile and begins to harass the unfortunate
kender, thinking that this is all part of an elaborate ploy for
a “handler” to steal them blind. The characters may try to
save the acrobat, using a number of different methods:

* Diplomacy: Changing the crowd’s reaction to
Unfriendly will cause the crowd to disperse in 1d4 rounds,
Indifferent will cause them to disperse in 1 round, while
changing the crowd’s reaction to Friendly will cause them
to instantly cease their attack and help the acrobats, giving
the acrobats 6d6 cp, 4d6 sp and 2d6 stl, half of which the
acrobats will gladly share with the characters.

* Intimidation: The characters may attempt to intimi-
date the crowd with a successful Intimidate check against
an opposed roll of 1d20 + 7 [number of people in the
crowd (7) + crowd’s average Wisdom modifier (0) +
crowd’s average modifier against fear (0)]. If successful, the
crowd will react as if the Friendly result on a Diplomacy
check (see above) had been gained.

* Fighting: The characters can attempt to fight the
crowd back, preferably using non-lethal means. The crowd
consists of 7 1st-level Commoners (3 hp each). If the fight-
ing turns ugly (lethal means are used), or if the fight lasts
for longer than five rounds, there is a cumulative 25%
chance each round after the fifth that a Dark Knight Patrol
will show up to try and break up the fight.



Regardless of how the characters resolve the situation, if
they successfully aid the acrobats, award them XP based
upon the EL given above. The acrobats may also provide
the characters with important information about the town
and its inhabitants (see the sidebar What Dove Knows
below for a guideline of information the characters can
gain from the acrobats).

XP Award: Award the characters full experience for the
encounter if they use Diplomacy or Intimidation to stop
the brawl before it begins.

Courtesan: As the sun sinks below the horizon, the
ladies of the night begin to walk the street, looking to make
their living. The courtesan, a pretty half-elf who introduces
herself as “Dove,” approaches the party, offering her servic-
es to the character with the highest Charisma score, or the
strongest looking character. Just as she propositions the
character, there’s an angry shout as three brutish looking
thugs step out of an alleyway.

The three goons work for Dove’s “employer,” a half-ogre
known as Blackbird, who runs a tavern known as the
Wounded Crow (P4). They have been sent out to get their
boss’s cut from each of his girls. Dove protests that she has-
n't yet earned what she needs to pay off Blackbird, hiding
among the characters in hopes that they can help her. The
party can deal with this in a number of ways:

* Diplomacy: Using Diplomacy, the characters can
attempt to talk to the thugs, who are Hostile. The key lies
in giving the thugs the money that Dove owes Blackbird.
She currently owes Blackbird 25 stl, which typically takes
her a week to earn. Unfortunately, she’s had a bad week
and hasn’t been able to earn anything. If the characters give
the goons 25 stl, they will leave Dove alone for the next
week. Out of gratitude, Dove will gladly help the characters
learn their way around town, providing them a handy
informant on various topics (see sidebar on What Dove
Knows for details).

* Intimidation: The characters can attempt to threaten
the thugs, getting them to back off for the night. The thugs
can be chased off with a successful opposed Intimidate
check against a roll of 1d20+2 [the number of thugs (2) +
the thugs’ average Wisdom modifier (0) + the thugs’ modi-
fiers against fear (0)]. If the intimidation is successful, the
thugs will back off for now, returning to their boss at the
Wounded Crow (P4) and reporting what happened. Dove
will warn the characters about Blackbird’s anger, warning
them away from the Wounded Crow (P4). If the characters
are unwary, there is a chance that if they remain on the
streets, any successful roll for a Random Encounter will be
an attack from Blackbird’s men. If the characters go to the
Wounded Crow, they could have to deal with Blackbird
himself, which is inadvisable at this point (given that
Blackbird is more than a match for a party of 1st or 2nd
level characters) and something that Dove will stringently
warn the characters against.

* Fighting: The characters can jump Blackbird’s goons.
Dove will be grateful for the respite for the evening, but she
will explain that it’s only a temporary measure and that
they may have made a serious enemy in Blackbird. It will

WHaT Dove Knows

Dove, having lived in Pashin for the last five years,
and being a courtesan for the last two years, knows
quite a bit about the goings-on in and about
Pashin. She can provide the characters with any of
the information found in the Gathering
Information in Pashin sidebar above, as well as the
following details:

~* The elves in Pashin have gone “under-
ground,” keeping an eye out for any of
their brethren captured by the Dark
Knights.

~ The Dark Knights keep a constant patrol
around the city, sending out regular
patrols in order to keep an eye out for
raiders—both Khur nomads and poten-
tial minotaur incursions.

Dove will not reveal any information that may
potentially endanger her life, although she does
know a few things that may be of interest to the
characters. She will only reveal the following
information if she is pressed (a successful
Diplomacy check with a DC of 20), charnied, or
similarly convinced:

~ One could possibly contact the Legion of
Steel through the half-ogre mystic that
operates the store Old Omar’s Oddities in
the Merchant District.

< There are rumors that the elves are suf-
fering from a strange affliction, a disease
that requires them to wear heavy robes.

take a day or two to determine what happened to the goons
depending upon if or how the characters dispose of the
bodies. Blackbird will retaliate for the attack on his men.

o Blackbird’s Goons (2): 12, 9; see page 161.

Treasure: If the characters manage to take down
Blackbird’s goons, they’ll find that the goons are carrying a
heavy purse of money (125 steel pieces and 2 small garnets
worth 25 stl each).

XP Award: Award the characters full XP for the
encounter if they use Diplomacy to deal with the goons. If
they use Intimidation, award them only one-half the XP
points for the encounter.

Drunken Ocre (EL 3)

In this encounter, as the characters are walking by, a furi-
ous bellow (sounding much like the call of a wounded
bull) echoes out of an alleyway. Just as the characters turn
to see what’s going on, an enormous ogre comes barreling
out, arms swinging as he attacks. The ogre is too drunk to
be reasoned with either through Diplomacy or
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Intimidation but the characters can choose whether to sub-
due the ogre or not. The ogre is drunk (and is chaotic evil
to those using magic to discern alignment), and killing
someone on the streets, even in self-defense, is sure to draw
the attention of the Dark Knights, something most people
want to avoid (see Dark Knight Patrol below).

o Garthak, the Drunk Ogre (1): hp 45; see page 161.

Tactics: The ogre is unarmed (allowing an Attack of
Opportunity for characters not caught unaware) and is
drunk (suffering a —4 circumstance penalty on attack rolls,
damage rolls, armor class, and saving throws).

Treasure: +1 large hide armor (worn by the ogre), 550 st
in assorted gemstones (5 hematites worth 10 stl each, 4
bloodstones worth 50 stl each, 3 red garnets worth 100 stl
each), and 15 sp in a pouch around the ogre’s waist. The
rest of the ogre’s possessions are in his room at the
Wounded Crow (a masterwork great club, 250 stl, and
other assorted personal equipment).

Development: If the characters subdue the drunk ogre,
he will be picked up by a Dark Knight patrol and brought
to the prison camp of the Dark Knights (P7c). Later on, if
the characters end up in the same prison camp, the ogre
remembers that they did not kill him and could provide
some much needed muscle for the characters to make their
escape.

XP Award: If the characters subdue the drunk ogre
instead of killing him, award them full XP for the
encounter (EL 5), instead of using the EL listed above.

Kenoer Pickpocket (EL I)

As the characters are moving through the crowds, a kender
is cheerfully whistling to himself as he bumps right into the
center of the party. Of course, the irrepressible young
kender manages to find quite a few things as he does so.
Allow each character to make a Spot check against Rowan’s
Sleight of Hand (1d20+9) to see if they notice what Rowan
has “acquired,” or notice the slight brush of his stray hands
as they discover new and interesting toys.

From each character, Rowan will have “borrowed” a sin-
gle trinket: a ring, a small pouch, a dagger, etc. There are
several ways to recover the items:

* Diplomacy: The characters may attempt to talk to
Rowan, asking him to give back the items he found.
Rowan'’s initial reaction is Indifferent. On a Friendly result
(DC 15), Rowan will give back that character’s item,
exclaiming with absolute sincerity that he was just trying to
keep the item safe from pick pockets. On a Helpful result
(DC 30), he will give everyone their items back, using the
standard array of kender excuses (“I found it laying there
in the mud and didn’t want it to get dirty,” “Oh, you
dropped this a few blocks back, just wanted to make sure it
got back to you safely,” or “Wow, I had a [type of item] just
like that, but you can have it if you really think that it’s
yours!”). At your choice, with a Helpful result, Rowan
might also give the characters a few other things from his
pouches, just because they seem like “nice folk.”

* Intimidation: The characters can threaten Rowan into
giving back their items, although they should realize that
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it's pointless to try and Intimidate a kender (kender, being
immune to fear, cannot be intimidated). Rowan’s reaction
will be the same as if the party attacked him. He will use
whatever it takes to get away, including darting through
alleys, shouting that he’s being attacked (not that any one is
willing to help a kender, but it can cause confusion in a
crowd), and try to escape into the sewers.

* Attacking: If Rowan is attacked, he will use hit-and-
run tactics. If he’s being held or restrained, he attacks in an
attempt to break free (or use an Escape Artist check to
wriggle free, as appropriate) and then run off, trying to
escape. Use the tactics for Intimidation above. He will not
give the items back unless he is stripped of his possessions.

o Rowan Whispertouch: hp 5; see page 161.

Treasure: In his many pouches, Rowan has the typical
kender array of small bric-a-brac along with the equipment
listed in his character entry in Appendix 2. He is also carry-
ing two potions of cure light wounds.

Development: Later on, as long as the characters did not
attack Rowan, the kender could end up in the Dark Knight
prison camp (P7c), providing them an ally that can help
them escape.

XP Award: Award full experience points for defeating
Rowan if the characters use Diplomacy to talk him into
giving their items back. Award only one-half XP if the
characters try to intimidate or attack Rowan.

Street ToucHs (EL 4)

The back roads of Pashin are not always the safest of
routes, as evidenced by the number of muggings that occur
in the town. As the characters are passing down one partic-
ularly dark alleyway, they find their way blocked by three
large ruffians. The ruffians want the party to hand over
their possessions or else “suffer the consequences.” Two
more ruffians appear behind the characters, blocking their
way out, while the sixth ruffian is perched on top of a
building with a crossbow.

ow Street Toughs (6): hp 8,7, 6, 6, 5, 5; see page 161.

Tactics: There are 2 more street toughs than there are
PCs (the 6 listed above assume the standard party size of
four player characters). Unless the characters fight back to
back, the ruffians have effectively flanked the party, . The
ruffian on top of the building is perched about 15 feet up
(+1 to melee rolls, but +0 with ranged attacks) with cover
(+4 AC against melee and ranged attacks). (See rules for
attacking from higher ground and cover in Chapter 8:
Combat of the Player’s Handbook.)

Treasure: Between the various street toughs, they have
105 stl, 194 sp, and 75 cp among them, which they have
gathered while working the alleys. Their other possessions
are fairly ragged and not worth much, though the crossbow
bolts could easily be scavenged.

Swarm of Rats (EL 2)

As the characters are passing by one of the “secret”
entrances into the sewers (as indicated on the map of
Pashin), have the characters make a Listen check (DC 15).
Anyone who successfully makes the check hears a strange



sound like a combination of loud rustling e
and bubbling, rolling water. Suddenly, the \
ground seems to erupt (the secret hatch
of the sewer entrance is violently
opened) as a swarm of rats surge out of
the hole. The characters are caught in
the surge and must deal with the swarm.
The bubbling sound continues to mount
until three rounds after the rats first
emerge, at which point a geyser of boil-
ing hot water explodes upward from the
exposed sewer entrance. Anyone within
10 feet of the exposed sewer entrance
must make a Reflex save (DC 15) or
take 1d4 points of damage from the
scalding water.

cs Swarm of Rats: 13; see Monster
Manual page 239.

LEPERS

As the characters are traveling past a
darkened alleyway, they hear a strangled
scream. If they rush to investigate, they see a figure clad in
black leather, holding a curved knife and standing over a
fallen body. A black cowl hangs low, concealing the
assailant’s face, and black gloves cover the assailant’s hands.

The body on the ground is dressed in heavy robes of
coarse linen. A gauze veil hangs in tattered shreds over the
fallen figure’s face, revealing a delicately featured face.
Characters can make a Spot check (DC 12) to realize that
the fallen figure’s face is clearly elven.

The characters have stumbled into the middle of an old
quarrel. The cowled assailant is Aranol Nightblade, a
Silvanesti dark elf who has been hunting down the elf now
lying at his feet, Wyllin Swiftfox, whom he blamed for hav-
ing had him cast out of Silvanost. Now that the deed has
been done, his vengeance sated, Aranol will try and put as
much distance between him and the alleyway as possible,
as quickly as possible, but the characters could prove an
impediment to that.

o> Aranol Nightblade: hp 14; see page 162,

Tactics: When the characters arrive, the assailant spots
the characters, unless they are using stealth, at which point
you will need to roll an opposed skill check (Listen +, Spot
+). If the assailant notices the characters, he attempts to
neutralize the most visibly threatening character (a wizard-
looking character in robes and carrying a staff, or an enor-
mous armor-clad individual wielding a massive blade) by
using one of his tanglefoot bags. He will then attempt to
flee, pulling a potion of jump out of a pocket in order to
spring to the rooftops and escape.

Treasure: There is no real treasure beside the equipment
the assailant is carrying. If the characters check the body of
the fallen elf, they will find that the elf is only carrying a
silver shortsword and a belt pouch holding only 5 stl.

Five rounds after the characters discover the corpse and
the assailant, three more linen-robed lepers burst into the
alleyway, moving with a speed that belies their supposed

sickness. If the characters are still in the
alleyway, the lepers immediately spot
them. When they notice the fallen body
on the ground, the lepers draw slender
blades from their robes, prepared to
avenge the death of their fallen com-
rade. If the characters have already
dealt with Aranol, it’s fairly easy for
them to point out the true assailant. If
Aranol escaped, the characters can
attempt to deal with the lepers in a
number of ways:
* Diplomacy: 1f the characters
have weapons at the ready from deal-
ing with the assailant, or seem to be
going through the robes of the fallen
4 elf when the elven lepers come into
the alleyway, the elves are immediate-
ly Hostile and attack. Characters
may attempt to explain that they are
only trying to help. If the characters
fight defensively or drop their weapons,
give them a +5 circumstance bonus on any Diplomacy
checks. If there is an elf in the party, add another +5
bonus.

* Intimidation: Enraged by the death of their comrade,
the elves are hungry for vengeance. However, they are not
stupid. If it looks like the party is too powerful to deal
with, or if the characters succeed with a resisted
Intimidation check against 1d20+4 [number of elves (3) +
average Wisdom modifier (1) + modifiers against fear (0)].
If the Intimidation is successful, the elves will flee swiftly,
heading for one of the hidden sewer entrances so they can
report back to the Leper Colony (PS3).

* Attacking: If the characters do not convince the elves
of their innocence, the elves attack to kill. However, if it
seems they are overwhelmed, they will retreat rapidly,
heading for the sewers, where they hope to lose anyone
chasing after them.

o Elves/Lepers (3): hp 2; see page 162.

Development: If the characters manage to stave off the
angry elves, offering proof that they were only there to help
but had arrived too late, they will have made contact with
the underground elven resistance. The elves ask the charac-
ters to keep their secret, saying only that they were a family
who had stayed in Pashin waiting to see if other friends or
family had managed to find their way to this town. They
do not allude to the other elves hidden in the colony in the
sewers, If the characters push for more details, the elves fall
back on stoic silence, moving to pick up their fallen com-
rade, expressing their need to move the body before any
Dark Knight Patrols show up. At this point, you can have
one of the elves suddenly gasp, whispering that he can hear
Dark Knights approaching. If the characters provide a dis-
traction (either offering or accepting the task after being
asked), the lepers will be in the characters’ debt, which may
be handy if the characters end up captured and thrown
into the Dark Knight prison camp (P7c).
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XP Award: If the characters defeat Aranol and avoid
fighting the elves, award them full experience for the
encounter. If they offer (not if they are asked) to distract
the Dark Knight Patrol (see below), you can choose to give
the characters XP equivalent to a +1 EL.

Lecionnaire ReseL (EL 1)

There’s a considerable amount of unrest in Pashin but a
sort of uneasy truce has kept the unrest from exploding
into open warfare in the streets. Some individuals are not
completely adverse to that.

While the characters are walking down the street, they
hear a loud commotion. Suddenly, a figure comes barreling
out of a building. He’s dressed like a simple peasant, with a
heavy cloak to ward off the cold. A Spot check (DC 10)
reveals a longsword strapped to his side and the flash of a
chainmail shirt hidden under his jerkin.

Seconds after the “peasant” runs out of the building, it
explodes in a fiery conflagration. Have the characters make
Reflex saving throws (DC 12) to avoid the flaming debris
or take 1d4 points of damage. The peasant is thrown off of
his feet, crashing into the midst of the party, having been
caught by the blast (damage taken is reflected by the stats
below).

The “peasant” groans, looking up at the characters and
asking for their help. He quickly explains that he’s a free-
dom fighter and that he destroyed a warehouse used by the
Dark Knights to store munitions (he’s lying; the warehouse
was empty and had been set up as a trap to catch any
rebels. A Sense Motive check (DC 15) will reveal that he’s
stretching the truth). He also begs the characters to help
him get away, as there is already a crowd gathering and it
will not be long before a Dark Knight Patrol or the City
Watch shows up. He will offer the characters 200 stl to help
him get to the Five Dragons (P5).

Allow the characters to slip the “peasant” (who will keep
refusing to give his name until he’s back at the Five
Dragons safely) through the back alleyways. Occasionally,
have them roll Spot and Listen checks (DC 15) to see if
they notice that they are being shadowed. The characters
are being followed by the “peasant’s” two sons, who were
watching to see what happened and now are just following
to make sure that the characters do not rough him up or
turn him in.

If the characters stage a trap for their shadows, they find
that their followers are two teenage boys, who look both
angry and a bit scared at what’s going on. Over their
father’s protests, they explain that their father has started
working for the Legion of Steel, despite their mother’s
protests. She sent the boys to keep an eye on their father,
who's got more heart than he has brains. The boys offer to
take their father home, who reluctantly agrees. The “peas-
ant” takes a medallion shaped like a starjewel (the symbol
of the Legion, much to the Silvanesti elves’ disdain) and
gives it to the characters. He tells them that if they take the
medallion to a place called Old Omar’s Oddities (P6) in the
Merchant District and tell the half-ogre Klaudia they were
sent by “Jacob,” they will receive their reward for helping.

74~ CHAPTER OnNE: FinpinG tHE Key

o Jacob the “Peasant”: hp 8; see page 162.

Treasure: If the characters take the medallion to Old
Omar’s Oddities, they will find that Jacob has sent one of
his sons there already to leave a package with Klaudia,
which she will give to the characters in exchange for the
medallion. The package contains 200 st pieces, a master-
work chainmail shirt, and a masterwork longsword.
Klaudia will explain that Jacob has decided to do less field-
work and spend more time behind the scenes.

Development: The characters will have made an impor-
tant contact with the Legion of Steel through the half-ogre,
Klaudia Lorn. This provides benefits if the characters are
captured and end up in the Dark Knight prison camp
(P7c), as well as later on in the adventure.

XP Award: Even though this is a non-combat encounter,
award the characters appropriate XP for helping the hap-
less rebel.

Dark KnicHt PatroL (EL 3)

Although technically the Dark Knights only control their
enclave (P7), they inhabit almost one-fourth of the city
and make up almost one-half of the total population.
Because of this, the Dark Knights have established their
own patrols of the city, believing (probably justly) that the
City Watch could care less about what happens to them.

The youngest, lowest-ranking members of the enclave
typically form Dark Knight Patrols. Many of them are
squires, some barely old enough to shave, but all of them
are still Dark Knights. A typical patrol consists of three
low-ranking knights plus a more experienced patrol leader.
For the most part, their purpose is to maintain order, to
keep an eye out for anything that might endanger the Dark
Knights, and to make sure that the presence of the Dark
Knights is felt throughout the city.

Each member of the patrol carries a sounding horn,
which can be used to alert other patrols of a problem. The
patrols have not been officially accepted into the ranks of
the Knights of Neraka, but they each wear black chain
shirts and dark blue tabards with a black lily embroidered
over the left breast.

If the Dark Knight Patrol is a random encounter, they
approach the characters with a scrap of parchment, show-
ing them a fairly detailed sketch of two individuals: one is
that of a rugged, middle aged human male with dark hair
and eyes (Cael Kiergard, Leader of the Legionnaires in
Pashin) and the other is that of a beautiful, fair haired, and
pale-eyed elven woman (Shaylin Moonborn, leader of the
elven underground).

o Dark Knight Patrol: hp 9; see page 162.

o Dark Knight Patrol Leader: hp 16; see page 162.

Tactics: If engaged in combat, at least one patrol mem-
ber attempts to sound his horn, alerting other nearby
patrols of trouble (see Dark Knight Horn Alerts sidebar).

The primary objective when dealing with criminals (or
those they view as criminals) is to acquire captives who can
be interrogated for information. The Dark Knights know
that there is unrest, and are always looking for more infor-
mation in order to stamp out resistance.



Treasure: Patrol members are only carrying the posses-
sions listed in their entries in Appendix 2.

Development: Attacking a Dark Knight Patrol can cause
problems for the characters for as long as they remain
within Pashin, as the Dark Knights will hunt down and
stamp out any threat to their already tenuous position.

Escape is typically the best option, and trying to avoid
Dark Knight Patrols is certainly possible, but it gets more
difficult the closer the party gets to the Dark Knight
Enclave (P7).

Sites in PasHin

There are hundreds of buildings in Pashin, ranging from
the simple huts found in the older sections of town to the
grand structures found in the Gold District. Only a few
buildings are described for the purpose of this adventure,
but feel free to add other specific locations if needed for
your campaign.

Pl. MayoRr's Manor_
ituated near the center of town lies a good-sized
manor, at odds with the general architecture of

the rest of the town. The front entrance to the
manor is faced by a low wall, about ten feet high,
crafted of the same sandstone with which much of
the rest of the town was built. Atop the wall, barbed
spikes create a deterrent to those who might wish
to climb over. A pair of heavy, wrought iron gates
provide access to the inner bailey.

Through the iron gates, you can see a lush gar-
den, a rarity in this parched, dry land. Pomegranate
trees provide some shade, even during these cooler
months when the leaves have fallen, while fragrant
jasmine provides relief from the usual city smells.

The manor building itself faces the open
square at the town’s heart, with two buildings
meeting in the center to form an ‘L’ shape. The
outer walls of the building are wooden slates, with
thick windows covered by iron grates. Stone gar-
goyles leer down from each corner of the building,
silent sentinels weathered by the sun and elements.

As you approach the gates, a swarthy warrior
dressed in the voluminous green robes of a desert
nomad comes to attention on the other side of the
gate. The gleam of scale mail armor is visible
beneath the loose cowl of the robe, and the wicked-
ly curved blade of the warrior’s guisarme glints as
he brings it to bear.

“State your business.”

This building is the home of Pashin’s mayor, Emilian
Togh, a canny noble who can trace his ancestry from both
the current Khan of Khur and from the one-time Dragon
Highlord of the Green Dragonarmy, Salah of Khur. Mayor
Togh'’s father was the last lord-governor of Pashin and he

inherited the position upon his father’s passing. He calls
himself “mayor” to keep himself seen as less of a threat by
disassociating from any title that makes it seem as if he
were a military leader instead of a civic leader.

Generally speaking, the characters should have little
reason at this point to approach the mayor for any reason.
If they are being hunted by the Dark Knights, it is certainly
plausible they may seek out the mayor for sanctuary. They
will find the gates firmly barred and the guard Unfriendly
toward the characters. Successful Diplomacy checks (DC
25) or an opposed Intimidate check against 1d20+4 [level
(3) + Wisdom modifier (1) + modifier’s against fear (0)]
may net the characters a Friendly reaction from the guard.
He will not allow the characters entrance to the mayor’s
manor, he will offer the characters some “cryptic” advice: If
you need to get out of town without being noticed, it’s usually
a good idea to go ‘underground.’

The guard is referring to the sewers, which run beneath
the entirety of the town, including secret passages that lead
to caves outside the town.

cs: Mayor’s Guard: hp 8; see page 163.

Development: Harassing the mayor’s guard, or sneaking
into the mayor’s manor, are not the best way for the char-
acters to make allies in town. Currently, the mayor has
pretty much barricaded himself in his manor, allowing the
Dark Knights control over his town. He has sent messen-
gers to his cousin in Khuri-Khan; however, he is unaware
that all of his messengers have been waylaid by the Dark
Knights, leaving him besieged in his own town.

P2. THE Bazaar_

A‘tg the southern end of town, just outside the

outh Gates, is the bazaar of Pashin. While it

does not compare with the legendary Grand Bazaar

of Khuri-Khan, it nevertheless boasts a startling
variety of booths and goods from across Ansalon.

The bazaar is roughly divided into two distinct
areas, each dividing the great field outside of town
in half. The eastern half of the field is the bazaar
proper, while the western half is dedicated to
Pashin’s horse market.

Tents of every shape, size, and description cre-
ate an almost dizzying array of colors that gleam
brightly beneath the light of the desert sun. At
night, the colors become muted and faded, like a
moonlit field of wildflowers.

During the day, the bazaar is filled with people,
creating a confusing mix of voices and sights.
Minotaurs, elves, ogres, and dwarves haggle prices
with humans. Khur nomads brush shoulders with
nobles from the far side of Ansalon. Kender dart
gleefully, or skulk sullenly, among the crowds and
both are given wide berths.

At night, the vast majority of the bazaar closes
down; only a few glowing torches provide small
islands of light in the darkness of the evening.
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Some figures move furtively in the darkness, dart-
ing from one island to the next, making it seem as
if they were out on business best left to the cover of
darkness.

It is said that nearly anything can be found in
Pashin’s bazaar, whether or not the item in ques-
tion is legal or not. It all depends upon who you
ask, and whether you can afford the price.

Once the sun sets, most of the bazaar’s tents close busi-
ness, to reopen once more at the first light of morning.
Only a few tents remain open, and typically only those out
on specific business are allowed entry into those tents.

At the bazaar, most goods found in the Player’s
Handbook are available for purchase, although they will be
marked up by 20% for weapons and armor and by 15% for
other goods and services. A successful Diplomacy check
(DC 15) will reduce the markup by 5%. Characters looking
to sell goods can look to sell weapons and armor at 85%
total value and other goods and items at 75% of value. A
successful Diplomacy check (DC 15) increases the values to
90% and 85% respectively.

There are a number of different tents that the characters
may seek out in the bazaar:

Alika the Bowyer: Alika (NG female half-elf Exp5/Rgr2)
has set up a tent near the far western side of the bazaar.
Here, she displays a fine selection of bows, crossbows,
arrows, and bolts of her own design. Her composite and
masterwork shortbows are famous throughout the area,
which she sells at 125% value.

Blackaxe the Weaponsmith: The gruff and dour hill
dwarf, Gargin Blackaxe (LN male dwarf Exp7/Ftr2) oper-
ates his tent near the center of the bazaar. Here, he sells a
wide variety of weapons and armor crafted by his clan.

His goods are of good quality, even a few
masterwork pieces that he’s willing to
sell for 200% value, if he can be
talked into selling them
(Diplomacy DC 15, DC
25 reduces the selling
price to 150% masterwork
value).

Brannik the Horsemaster:
An unusual sight in Khur,
Brannik is a centaur (CN male
centaur Ftr7), originally from
the Plains of Dust. A close
friend of the Mikku
tribe, he acts as their
agent in Pashin. He oper-
ates the largest corral in
the western portion of
the field,

where he will buy, sell, s m

)i | e | (L e
or trade = ' a
horseflesh. He has an r B 18

extremely discerning eye, a
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roguish manner, and a tendency to flirt with any pretty face
passing by.

Halthorne the Wise: A true oddity, even in the bazaar,
Halthorne is a mad gnome (LN male gnome Clr12). Said
to have been struck blind by gazing upon Chaos during the
Chaos War, it is said that Reorx took pity upon him before
the gods disappeared, granting Halthorne a strange ability
to see designs that others cannot see. Whether this is true
or a legend created by Halthorne himself is unclear, but
Halthorne does seem to possess an uncanny ability to see
the future. A powerful mystic during the Fifth Age, when
the gods returned, Halthorne was granted a vision of
Reorx, causing the old gnome to happily turn to serving
his god once more. Friends with Father Micah, Halthorne
prefers to stay in his simple tent in the bazaar, where he
sells small trinkets. If the characters decide to try and either
sell the silver jewelry box that they have discovered, or have
it appraised, the merchants will point the characters toward
Halthorne’s tent.

small, almost non-descript tent stands near the
eart of the bazaar. The khaki tent is stained by
exposure to the elements. The front flap is pushed
open, revealing a small, wizened figure. A gnome

by appearance, although an odd one by most stan-

dards. Completely bald, his skin is almost the same

color as the tent that frames him. His eyes seem to

stare straight through you; visible cataracts have

turned them a strange shade of gray. The tiny fig-

ure smiles, revealing perfectly white teeth, as he

wheezes softly, “Welcome, 1 have been expecting

you. You are seeking answers, I see. Unfortunately,

the answers you seek will only lead you to
hunt for yet more answers. Your path is a

= \ long one and only you can find the
. , final answer” The old gnome’s smile
B\ widens slightly, “Seek out the elves,

they will provide the first answers and
your next questions.” The gnome turns,
quietly disappearing back into his tent,

allowing the flap to close with a
soft whoosh.

Even if pressed, Halthorne will not provide
any more answers. Instead, he will seem
once more to be a more typical gnome,
speaking quickly and rapidly as he tries
to tempt the characters into purchasing
some small trinkets or keepsakes.

P3. TempLE OF THE
True Gops

learly one of the most ancient
buildings in Pashin, this temple
= = has stood since before the

- Cataclysm. It bears the cracks in its



white washed facade like a proud warrior carries
his scars. The sprawling building is a strange mix-
ture of architectural styles, the result of being
rebuilt time and time again. Two wings flank the
northwestern corner of the central square of town,
while a larger wing veers off to the northwest from
where the two smaller wings meet in the middle.

The front of the building is decorated with a
mosaic of colored tiles, the azures, ambers, and
glittering amethysts creating geometric designs.
The tiles are chipped, and some are missing entire-
ly, but the patterns are still oddly beautiful, simul-
taneously peaceful and orderly, yet implying both a
sense of randomness and unease lying just below
the surface.

Sandstone steps, worn smooth with time and
the passage of countless footsteps, lead upward
between twin columns: one of pale, polished
alabaster, carved to resemble a beautiful human
woman; the other carved of dark, rough alabaster,
to create a massive, powerful, and brooding human
man. With their arms held over their heads, the two
columns support a lintel decorated with a frieze of
sculpted images of the Khur gods.

The massive wooden doors are wide open,
inviting any to enter.

If the characters went through the events in The Sylvan
Key, there is a chance that they require healing or desire to
speak with one of the acolytes at the temple.

The worship of the gods in Khur is not the same as it is
in many other areas of the world. The Khur nomads have
always been a deeply spiritual people, even when
the gods were not present following the
Cataclysm or the Chaos War. They viewed such
periods as trials, of the gods stepping back so
that their children could learn to walk on their
own. The temple houses shrines to all the
Khur gods, even to the two gods who no
longer stand in the heavens. (For more
information on the relationship between
the Khur nomads and the gods, see The
Gods of Khur in Chapter 2.)

The master of the temple is Father
Micah ib’n-Gar (N male human Clr7), a
wizened old Khur who was an acolyte of
Zivilyn during the Chaos War. When
the gods disappeared, he continued
preaching the ways of the gods,
proclaiming that the gods had
cast Chaos out of the world and
had taken up the hunt through
the heavens to ensure that
Chaos was truly defeated.

He kept the temple open
throughout the years,
welcoming anyone

who wished to worship or to learn. Many of Father Micah’s
students became skilled mystics, trained at the Citadel of
Light, and returned to Pashin so they could use their skills
at healing in the temple.

Now that the gods have returned, it seems as if Father
Micah’s faith has been rewarded. The temple has seen a
resurgence of individuals seeking to approach the gods.
Father Micah welcomes all.

P4. THE Wounpep Crow

his tavern seems to consist of three separate

buildings, located on a corner just outside the
district that has been claimed by the Dark Knights.

Two smaller buildings flank the larger, central
building. The buildings have been painted black
and the few windows have been tightly shuttered. A
set of wide, double doors lead into the central
building, with a large stone statue of a crow with
wings outspread, an arrow piercing its left wing,
leering over the door like a gargoyle.

Inside, the Wounded Crow is a sprawling com-
plex of small rooms and half-hidden niches, dimly
lit by flickering candles on the walls. Grisly tro-
phies, from the head of a black bear to the stuffed
body of a small wyvern, have been placed promi-
nently throughout, seemingly more for aid in iden-
tifying location instead of out of any sense of artis-
tic value.

A woman dressed in a low-cut blouse and skirt
slit clear up to her sides sashays up to you. Her

painted lips are curled invitingly, her brown
eyes wide and ingenuous as she gazes out
from beneath shaggy blonde bangs. “Well,
hello there. Welcome to the Wounded
Crow, how can 1 help

ya?”
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WHAT BLackBirD Knows

Blackbird knows more about the goings on in
Pashin than nearly anyone else in the town. He’s
completely self-serving and a loathsome individual,
he realizes that money talks. Each steel piece the
characters give him if Gathering Information or
using Diplomacy, gives them a +1 circumstance
bonus on one roll for information.

Blackbird knows all of the information from the
Gathering Information in Pashin sidebar above.
Additionally, through his various contacts and from
his Hunting Birds, Blackbird also knows everything
that Dove knows (see What Dove Knows sidebar), as
well as the following information:

Indifferent (DC 15): Mayor Togh is terrified of
the Dark Knights, which is why he’s been hiding in

Legion of Steel in Khuri-Khan, whose members are
also eager to see the Dark Knights ousted from the
town.
Helpful (DC 40): It is believed that the elves are
hiding in the sewers, although where they have hid-
den themselves is unclear. Rumors say that there used
to be an ancient shrine to Morgion in the sewers, a
shrine that was cleansed following the War of the
Lance.

The following modifiers apply to any attempts
to use Diplomacy upon Blackbird (the modifiers are
cumulative):

his manor for the last few weeks. By now he’s proba-
bly sent messages to his distant relative, the Khan of
Khur in Khuri-Khan, but odds are that the Dark
Knights have intercepted the messages as they
already have agents in Khuri-Khan, petitioning the
Khan for the right to permanently establish them-
selves in Pashin.

Friendly (DC 25): Togh’s not as big a coward as
he seems to be. He’s been purposefully distracting
the Dark Knights by sending messages to his distant
cousin, the Khan; he’s also made contact with the

The Wounded Crow is one of the most infamous tav-

erns in all of Khur. It has been said that each year more

Modifier Race or Class
-10 Elf, Kender, Gnome
+0 Half-Elf, Human, Ogre
+10 Minotaur, Half-Ogre
5 Knightly type
(Solamnic, Nerakan, or
Legionnaire)
-10 Robed Character (Monk,
Mystic, Sorcerer, Wizard)
-5 Cleric, Rogue
+0 Bard, Ranger
+5 Noble, Sailor
+10 Barbarian, Fighter

doesn’t know the answers, he can usually direct the charac-
ters to someone who does.

If the characters have come to the Wounded Crow in
order to discuss Dove with Blackbird, then his initial reac-
tion will depend upon how the characters dealt with his
goons, If the characters attacked his goons and are con-
frontational, Blackbird will be Hostile, otherwise his initial
reaction will be Unfriendly.

deals have been made, and more mercenary bands hired, in
the Wounded Crow than in all the bars and taverns in
Palanthas combined. This reputation is not too large an
exaggeration.

The Wounded Crow has stood for more than one hun-
dred years, and an individual known as Blackbird has
always run it. There have been many “Blackbirds” through-
out the years, as the tavern has passed from one individual

b 'f@
N ®

P5. Five Dracons inn & Tavern

to another. The current Blackbird (CN male half-ogre
Ftr5/Rog4) inherited the Wounded Crow from his uncle
just a year ago.

A large, unusually cunning half-ogre, Blackbird has
quickly expanded the business of the Wounded Crow by
having a number of girls, who he refers to as his Hunting
Birds, walk the streets and bring back potential clients to
the Wounded Crow. The girls also act as his eyes and ears
throughout the town, reporting gossip and news that
Blackbird can then turn around and sell to the highest bid-
der—often the Dark Knights. The one rule that Blackbird
will not break, however, is that anything that happens at
the Wounded Crow stays at the Wounded Crow. There are
numerous private rooms that offer complete privacy, even
from the Wounded Crow’s staff.

Blackbird, perhaps more than many in Pashin, is an
excellent source of information—if the price is right. If he

t§~ CHaprter One: Finpinc tHE Key

Dominating the northeastern corner of the
town’s central square is a building that looks
almost as old and weathered as the grand temple
that stands across from it.

Three stories high, the building is shaped like
an “L,” with the two wings flanking the central
square. The bottom floor of the southern wing is a
stable, while the tavern itself is located in the
northern wing. Double doors lead into both the
tavern and the stables, their heavy wood carved
with five dragons” heads. The dragons seem to have
been each painted a different color—red, blue,
black, white, and green—but the paint is old and
flaking, revealing what seems to be different colors
entirely beneath—gold, copper, silver, bronze, and
brass.



The rest of the building is built of the same
weathered sandstone as the majority of the town.
[ts narrow, open windows are covered with leather
flaps to keep out most of the weather and sun.

Built during the time Pashin was an Istarian outpost,
years before the Cataclysm, the Five Dragons was originally
a military barracks. After the fall of Istar, the soldiers aban-
doned their posts. One soldier stayed behind and converted
the barracks into an inn. Since then, the inn has been
passed down from father to son to daughter. Currently, the
Five Dragons is run by Emaline Yaseth, N human female
Exp5/Mys2, a Khurish woman of middling years, with
iron-gray hair, sparkling black eyes, and a kind face.
Possessing a minor gift for healing, she welcomes any to
stay at her inn, unless there is pure evil in their hearts (she
will not allow any of chaotic evil alignment to stay at her
inn; if she believes someone may be evil, she will use her
ring of heart’s path to check their auras).

Despite the name of the inn, the Five Dragons is a sur-
prisingly welcoming and cozy place. It is a favorite of many
merchants and travelers.

The two small doors leading into the Five Dragons are
the primary access into the building, particularly by those
who are not stabling their horses or wagons. The south-
western room is the front desk, where rooms can be pur-
chased for the evening. The front desk is manned at all
times by one of Emaline’s daughters. The southeastern

room is a general purpose room, where deliveries are made
and picked up.

Rooms at the Five Dragons are simple but comfortable,
costing 5 sp per night for two people per room. The larger
rooms, situated on the third floor, are nicer and slightly
more expensive, costing 2 stl per night for two people per
room. Boarding a horse at the stable costs 1 sp per day,
which includes grooming and feeding. Carriages and wag-
ons can be kept safe in the alleyway behind the stable
where one of Emaline’s children keeps a constant watch for
thieves for 5 sp per day. Guests are given special chits along
with their room keys. These chits allow them to sit at the
communal tables in the common room for a meal. Paying
guests receive one chit good for either lunch or dinner for
each night paid. Alcohol is purchased separately.

A. StasLES
The entire bottom floor of the inn’s southern wing is a
small stable used to temporarily house the patrons’
mounts. Two larger stalls are situated in the northeast cor-
ner with two smaller stalls built adjacent to the southern-
most large stall. A small closet houses various grooming
tools and fresh hay is piled against the southwestern wall.
During the day, two young stableboys, N human males
Coml, can be found taking care of the stables and mounts.
At night one boy stands watch, ready to sound the bell in
case of an emergency. The stableboys are grandchildren of
Emaline’s, kept busy to keep them out of trouble. 1 sp will
see a horse stabled, brushed down, and fed for a day. The
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young boys are surprisingly good hagglers, realizing that if
they don’t get the silver piece, they won’t get the sweets that
their grandmother makes each evening.

B. Common Room

The common room takes up most of the rest of the first
floor of the Five Dragons. The common room consists of
three long wooden tables, with long benches on either side.
Two fireplaces are kept burning at all times, filling the
room with light and the smell of sweet burning wood.
Rushes cover the hardpacked floor, swept up regularly to
keep the room clean. At these tables, guests place individual
orders, which are brought out by one of Emaline’s sons.

Anyone can sit down at one of the long tables and eat
until they are full for 1 sp for lunch or 3 sp for dinner.
These communal tables are loaded down with simple, fill-
ing food, and for the price, the tables are also kept filled
with people from all over town.

A bar divides the common room from the back kitchen,
where Emaline’s eldest son, Alak, N human male Ftr5, Str
20, Wis 15, a big strapping brute with sharp eyes and a sur-
prisingly wicked sense of humor, serves as the barkeep.

C. KitcHen

The large kitchen of the Five Dragons is set in the back of
the second floor. The wide, open room has large windows
that help to keep the room cool while the fires are going.
One large closet sits on each side of the kitchen. They pro-
vide storage for food and supplies. The kitchen is manned
by a staff consisting of Emaline’s sons, and is run by
Emaline’s husband, a middle-aged, barrel-chested,
Ergothian sailor-turned-landlubber named Jemson Yaseth,
CG male human Sailor5.

D. UprpPER BAR_
Up a flight of wooden stairs lies a slightly more private
area, where four round tables are arranged to provide a
modicum of privacy, away from the general hubbub that
usually fills the common room. A wood railing trails the
edge of the upper floor, enabling customers to look over
into the common room below. Typically this floor is used
by individuals wishing to dine separately from the com-
moners. These patrons are required to pay 1 stl per person
to sit up here.

A hallway in the southeast corner of the room leads far-
ther back into the inn leading toward three small rooms
and the stairs up to the third floor.

E. BeEbrooms

There are ten simple bedrooms and three large bedrooms
in the Five Dragons, all are located on the inn’s third floor.
The small bedrooms are ten-foot by ten-foot cubicles, with
narrow beds. Though not very large, the beds are comfort-
able and the linen clean. The larger rooms are ten-foot-by-
fifteen-foot, with larger beds. Each room has a chamberpot
that the maids empty each morning. All of the maids, like
all the other workers at the Five Dragons, are family. The
current maids are Emaline’s daughters-in-law.
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The doors to each room can be locked and are made of
heavy wood. Small-paned glass windows look out, provid-
ing light during the day. Beeswax candles are set into
sconces on the walls, providing illumination at night.

P6. OLp Omar's Oppities

Asmall, innocuous building, this tiny store sits
off the beaten path in a back alleyway deep in
the Merchant District. A simple wooden sign hangs
over the door with the words Old Omar’s Oddities,
carved in Common, surrounding the symbol of a
hand holding a skull.

Inside, the store is little more than a shack with
a single large room up front and a purple curtain
demarcating an entrance to a second room in the
back. The walls of the front room are lined with
shelves that are stacked with countless jars, con-
tainers, and books.

A rather large woman sits in a chair grinding a
foul smelling substance into a fine paste while con-
sulting a book next to her on the table. She appar-
ently has some ogre-blood in her, if the yellow tint
to her skin and the small tusks emerging from her
lips are any indication. A tiny bell announces the
opening of the door causing the half-ogre woman
to look up and smile, revealing pointed teeth. She
offers a friendly, “Hello, can I help you with some-
thing?” Her Common is clearly enunciated and her
tone pleasant despite her deep, rumbling voice.

Klaudia Lorn is a female half-ogre and apothecary. She
runs this tiny shop, offering her services as a minor healer,
while secretly acting as an agent for the Legion of Steel
operating within Pashin.

Characters can purchase minor potions and alchemical
goods from Old Omar’s Oddities at standard market price.
The following goods are available:

Alchemical Goods: Any of the alchemical items from
Table 7-8: Special Substances and Items from the Player’s
Handbook.

Potions: 50 stl—cure light wounds, endure elements, hide
from animals, hide from undead, magic stone, pass without
trace, protection from good/evil, remove fear, shield of faith
+2, shillelagh; 100 sti—bless weapon; 300 stl—aid, delay
poison, lesser restoration, resist energy (cold, electricity, fire),
shield of faith +3.

Miscellaneous: candles, healer’s kit, holly and mistletoe,
ink, inkpen, jug (clay), oil, paper, parchment, sealing wax,
soap, spell component pouch, torches, vials, (blank) wiz-
ard’s spellbook.

If the characters are looking to contact the Legion of
Steel, they find Klaudia close-lipped, unless they prove they
are not a threat to the Legion. If the characters encountered
Jacob the “Peasant” (from the Legionnaire Rebel random
encounter), then the Legion symbol they provide will gain
them instant acceptance as Klaudia hands the characters



their reward from Jacob (200 stl pieces, a masterwork
chainmail shirt, and a masterwork longsword). Otherwise,
the characters must attempt Diplomacy (DC 25; Klaudia is
Unfriendly the moment any one starts asking about the
Legion), an opposed Intimidation check against 1d20+6
[Klaudia’s level/HD (3) + Klaudia’s Wisdom modifier
(3)+resistance to fear (0)], or some other method to get the
information out of her (such as charm person).

The Legion in Pashin is divided into several small cells
with each member only knowing up to five other members.
One member from each group will occasionally drop off
information covertly in a coded scroll to Klaudia, who then
drops off the scrolls at a location that varies from day to
day. All Klaudia really knows is that the main body of the
Legion in Pashin has gone underground and remains oper-
ating underground as information gatherers. The Legion
sends the information back to their headquarters in Ak-
Khurman once a month.

If the characters profess any interest in joining the
Legion of Steel, Klaudia tells them that she cannot help
them; they would have to travel to Ak-Khurman in order
to pursue such an objective.

P7. Darg KnicHt Encrave

When the Dark Knights first retreated to Pashin, they
claimed the abandoned headquarters of the former Green
Dragon Highlord. Disorganized and disarrayed, the Dark
Knights seemed destined to forget their discipline in the
chaotic and wild taverns of the town. Then General Dogah
showed up. Quickly, with the help of a few court martials
and public beheadings, General Dogah seized control over
the Dark Knights in Pashin, reestablishing order.

Within two months of his arrival following the return of
the true gods, General Dogah and his men had rebuilt the
abandoned buildings as well as torn down a section of the
city’s wall. They constructed a private gate between their
newly built enclave and their encampment on the eastern

side of town, all the while proclaiming that they were only
seeking to establish a Nerakan Embassy. Secretly, General
Dogah decided it was time to claim Pashin for himself.
Without the protection of their patron goddess, the Dark
Knights would be helpless prey to the Khur nomads (who
have no love for the Dark Knights).

Now, the Dark Knights in Pashin number almost one-
for-one with Pashin’s residents, greatly outnumbering any
other single group. Already, political control of the city has
begun to swing toward Dogah; the Mayor Togh retreats to
his manor, hiding and praying for help from the Khan.

The enclave is divided into two compounds, a larger one
where the main buildings are, and a smaller compound
where the Dark Knights have constructed their own private
prison for political prisoners and the occasional trouble-
some Dark Knight (or so they claim).

The three buildings within the primary compound are
all of similar construction. The outer walls are made of fit-
ted stones, much like the barricade surrounding the entire
compound, with only small, arrowslit windows to provide
air circulation. The inner walls of each building, like the
floors and ceilings, are made of thick wood planks.

The largest building, situated against the northern wall,
serves as the primary headquarters for the Dark Knight
leadership. The smaller building along the western wall
serves as the enclave’s smithy and armory, while the small-
est building against the southeastern outer wall is the stable
for the officer’s horses. A large courtyard in the middle of
the primary compound serves as a gathering place for the
Dark Knight platoon commanders when they are called
before General Dogah.

* Outer Wall (Reinforced Masonry): 2 feet thick, hard-
ness 8; hp 180; AC 5; Break DC 45; Climb DC 15.

# Outer Gate: 2 inches thick, hardness 10; hp 60; AC 5;
Break DC 28; Open Lock DC 30 (Good lock, if locked).

* Building Walls (Superior Masonry): 1 foot thick,
hardness 8; hp 90; AC 5; Break DC 35; Climb DC 20.

Dark KnicHt HorRn ALERTS

The Dark Knights have created a reliable way of com-
municating with one another over distances, alerting
one another of trouble, calling for assistance, or for
sending short messages quickly.

The horns used by the Dark Knights are distinctive.
Carved from the horns of a rare breed of bighorn sheep
found only in the mountains surrounding Neraka. The
horns are typically gathered from the remains left
behind by the juvenile dragons learning to hunt. The
horns are treated with special oils and bound by silver
rims. Each Dark Knight is taught the horn alerts as part
of their squirehood.There are many other specific notes
and calls besides those that are listed above. Feel free to
add other calls as necessary.

Characters with appropriate Knowledge skills
(knighthoods, etc.) can identify the above calls with a
Knowledge check against a DC 10.

Notes Meaning

‘One long note
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Dark Knig"nt [ nclave

There are assigned guards present at all times during
both day and night. The guards are stationed at regular
intervals on each of the four watchtowers, with roving
guards walking along the enclave’s outer wall and the top of
the city wall. One guard walks along the top of the outer
wall, clockwise, completing a circuit of the compound in
15 minutes. Two guards walk the outside of the outer wall,
counterclockwise, completing a circuit every 20 minutes.

The location of sentries, who are relieved every four
hours (at Dark Watch, Early Watch, Second Watch, High
Watch, Tenth Watch, and Last Watch, see page 196,
DRAGONLANCE Campaign Setting), are indicated on the map.

ce Dark Knight Sentry: hp 11; see page 163.

A. Dark KnicHt HEADQUARTERS

The primary building in the enclave serves as the head-
quarters for General Dogah and his contingent of Dark
Knights. Made of simple but sturdy construction, this
building is the only two-story building inside the com-
pound. A smaller, square building is attached to the larger
building, serving various functions such as a bathing house
(a popular building in the hot, dusty Khurish badlands).

# Headquarter Door (Strong wooden door): 2 inches
thick, 5 hardness; hp 20; Break DC 23; Open Lock DC 25
(if locked).

The first floor of the building consists of an L-shaped
hallway (P7A1), with stairs leading up to the second floor.
A small room (P7A2) serves as an office for General
Dogah’s second in command, Commander Leorin Valke,
LE male human Ftr5/Knight of the Lily 3, who is in charge
of Dark Knight patrols operating outside of Pashin. The
other, larger room on this floor (P7A3) is Dogah’s office.
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The door to Valke’s office is not kept locked, as there is
little in there besides a desk and basic supplies (pen, parch-
ment, ink, candles, and the like). The door to Dogah’s
office, however, is always kept locked because of the valu-
ables contained inside.

s Dogah’s Office Door (Good wooden door): 1 1/2
inches thick, 5 hardness; hp 15; Break DC 16; Open Lock
DC 30 (good lock).

Inside Dogah’s office, there is little other than a desk
and chairs; however, beneath Dogah’s desk there is a hid-
den trap door (Search DC 15 to locate). The trap door is
heavy iron, covered by a thin veneer of wood, enabling it to
blend in with the rest of the floor. The trap door is locked
and protected by a poison gas trap, which triggers unless
the proper key is used. The key is worn on a chain around
Dogah’s neck. The trap door opens up into a small, 5-foot-
by-5-foot-by-5-foot niche, in which the majority of the
Dark Knights’s treasure is kept (50 steel bars worth 100
steel each, 15 leather bags holding 100 steel pieces each, 20
small bags holding 100 silver each, and 50 small pouches
holding 100 copper each).

¢ Trap Door: 1 1/2 inches thick, 5 hardness; hp 15;
Break DC 16; Open Lock DC 18.

© Poison Gas Trap (Brown Mold): CR 2; mechanical;
touch trigger (opening the trap door); automatic reset; 5-ft.
cold aura (3d6, cold nonlethal); Search DC 22; Disable
Device DC 16.

The stairs leading up to the second floor emerge into a
large meeting room (P7A4), where General Dogah holds
larger planning sessions with his commanders. A single,
heavy wooden door leads back into Dogah’s personal
chambers (P7A5).



s Dogah’s Chamber Door: 2 inches thick, 5 hardness;
hp 20; Break DC 23; Open Lock DC 25 (if locked).

© Poison Needle Trap: CR 2; mechanical; location trig-
ger; manual reset; Atk +17 melee [1 plus poison, needle);
poison (blue whinnis, DC 14 Fortitude save resists (poison
only), 1 Con/unconsciousness|; Search DC 22; Disable
Device DC 17.

General Dogah is currently not in the enclave; he’s out
with his lieutenant investigating recent reports of minotaur
incursions in the vicinity. As such, most of his equipment
along with many of the more powerful weapons and
equipment owned by the Dark Knights have been taken
with them.

Dogah’s room is sparse. There are a few small pieces of
artwork—taken from Silvanesti—in the room. These are
minor pieces; most of the more expensive pieces have
already been sold to make money to pay for the enclave
and its soldiers.

There’s a chest at the foot of the neatly made bed. The
chest is made of heavy oak, with thick iron bindings and a
heavy iron lock (Open Lock DC 25). The lock has the same
type of needle trap found on the chamber door, giving
anyone searching or attempting to disarm the trap a +2
circumstance bonus if they found/disarmed the first trap
successfully.

© Poison Needle Trap: CR 2; mechanical; location trig-
ger; manual reset; Atk +17 melee [1 plus poison, needle);
poison (blue whinnis, DC 14 Fortitude save resists (poison
only), 1 Con/unconsciousness]; Search DC 22; Disable
Device DC 17.

Treasure: Inside the chest Dogah has his few personal
possessions consisting of three sets of simple clothing, one
set of fine clothing, four Dark Knight tabards, as well as a
few minor valuable weapons belonging to the Dark
Knights: a masterwork silver longsword of elvish design,
with a delicate silver blade, an ornate golden hilt, and the
name Alaria ka’al (Silver Dream) inscribed in elvish on the
blade; a +1 iron dagger, with a heavy pommel wrapped in
black leather; and a masterwork heavy mace.

B. ARmoRY

The design of the armory is similar to that of the Dark
Knight’s headquarters. Only a single story, unlike the head-
quarters, there are no windows. The armory door is iron,
heavily locked, and barred to prevent theft.

# Armory Door: 2 inches thick, 10 hardness; hp 60;
Break DC 30; Open Lock DC 28.

The armory door opens to a narrow hallway (P7B1)
with two doors, one opposite the entryway and one at the
far end of the hall. The door opposite the entry leads into
the weapon room (P7B2). In the room, there’s a wide selec-
tion of weapons gathered by the Dark Knights. There are
no magical or masterwork weapons in the room (these are
stored in Dogah’s office for special missions). If the charac-
ters’ weapons were taken from them, they will be stored in
a chest at the back of the room. If either Rowan or Garthak
are captive, their weapons will be stored with the charac-
ters’ gear.

s Weapon Room Door: 1 1/2 inches thick, 5 hardness;
hp 15; Break DC 16; Open Lock DC 18.

The second door leads to the armor room (P7B3). Here,
the Dark Knights keep the black-lacquered chain shirts and
chainmail that they wear. There are five sets of each suit of
armor, plus five bucklers and five light steel shields (dark
blue shields with a black lily). Any armor and shields, along
with other miscellaneous equipment taken from the char-
acters (and from Rowan or Garthak) is found lying on a
table in this room.

s Armor Room Door: 1 1/2 inches thick, 5 hardness; hp
15; Break DC 16; Open Lock DC 18.

C. Prison Camp

The Dark Knight prison camp rests within the secondary
compound. A small building is surrounded by a barricade
of spike-studded wooden beams, 15 feet high and roughly
35 feet wide by 45 feet long. The walls dissuade people
from climbing them (the DC to Climb the barricade is 20),
inflicting 1d4 points of damage unless the individual is
properly geared. The only entrance through the barricade
is a single iron gate in the center of the western wall.

Inside the gate there is a single structure, a square build-
ing of solid stone with ten feet of bare ground between the
building and the barricade. A heavy iron door, locked from
the outside with a heavy lock, provides access.

One guard is stationed at the prison camp gate at all
times (when there are prisoners, which is most of the
time), while another guard is assigned to patrol the outer
perimeter of the camp.

If the characters are in the Dark Knight prison camp
because they were captured, and they had encountered
either Garthak, the drunken ogre, or Rowan Whispertouch,
the irrepressible kender, then they will find the NPC here
in the prison camp. The NPC has been roughed up and
thrown into the camp along with the characters.

s Barricade Gate: 2 inches thick, 10 hardness; hp 60;
Break DC 30; Open Lock DC 28.

* Prison Door: 2 inches thick, 5 hardness; hp 20; Break
DC 25; Open Lock DC 25 (from outside only).

PROPHECY & ImmoLation
This encounter occurs when the time comes to move the
story forward or spur the heroes to action.

ou notice a small figure standing in the shad-
Yows of an alleyway looking out into the street.
A gnarled hand clutches a heavy, black robe tight
around the neck. The cowl of the robe is thrown
back to reveal a face so gnarled by time and worry
that it’s almost impossible to determine whether
the figure is male or female, although the figure
does appear to be human. Stringy white hair hangs
in around the human’s face and its pale eyes are
completely white with cataracts, rendering it blind.

A stench assails the senses, that of decay and
age. Most passersby are avoiding the figure in dis-
gust. Some few are throwing copper pieces at the
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figure’s bare feet, thinking this blind old crone is

just another beggar in the streets. S KiLL CHECKS

Suddenly, those blind eyes turn your way and
the figure lets out a shriek loud enough to rival a If the party makes use of skill checks or a detect magic
banshee’s. Throwing herself toward your group, spell to decipher the cryptic message, use the following
she collapses on the ground at your feet. Slowly, guidelines.

painfully pulling herself up, the crone gazes up at
you, her blind eyes open wide with a disturbing
intensity. She reaches out, grabbing the leg of one
of the characters with fingers like talons. With a
low, deep moan her eyes roll back into her head
and she begins to shudder as if in the grip of a
fever. Words begin to pour from her lips in a low,
whispery hiss:

“The stars are set into motion, a plan both cun-
ning and divine; beware of specters in the night,
beware of unseen designs; the key you hold, others
desire; protect yourself from obsession’s FIRE!” The
last word is torn from the crone’s lips with a scream
as she throws herself backward. Her body is sud-
denly wreathed with blue-white flames that crack-
le and dance around her body before exploding
outward, catching you in a backlash of ghostly-
hued flames.

All characters within 5-feet of the crone must make a
Reflex saving throw (DC 12) or take 1d6 points of fire
damage. Within seconds, the body of the crone is dust.

You can allow the characters to make skill checks to see
if they pick up any information.

Development: This encounter provides the characters
with a vital clue that there is something strange going on,
something involving the mysterious “key” that they possess.
It also leads directly into a confrontation with the watch.

Conrrontation with tHE WatckH (EL 3)

s the wind kicks up a swirl of ashes, there is a
Aloud outcry from the crowd that gathered
about the spectacle, “They killed her! Call the
watch!” The cry is picked up by other members of
the crowd until it echoes throughout the streets.

In the distance, from not all that far away, you
hear two, long blasts from a horn. It sounds as if the
watch, or the Dark Knights, are not all that far
away. You have only a few moments before they
arrive.

The characters have a number of options here: they can
run, they can attempt to face the watch and explain what
happened, or they can fight.

If the characters choose to run, they find the crowd
parts for them, afraid of getting in the way of those who
unleashed a horrifying magic on a poor, defenseless
woman. The characters have about a minute lead time on
the Dark Knight patrol who were not all that far away
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Knowledge (Arcana):

DC15:  Similar to the known death throes of
draconians, although not identical.

DC20:  The crone seemed to bear similar
characteristics shown by individuals
possessed by an outsider or spirit.

DC 25: Some individuals that have been pos-
sessed by an outsider (a demon, devil,
or other such creature) are unable to
physically withstand the energies,
eventually collapsing and immolating.
Though such occurrences are rare
enough to be considered myth.

DC30: A possessing spirit or outsider could
purposefully burn out its host body,
flooding it with arcane energy until it
immolates and destroys itself.

Spellcraft:

DC20: A sorcerer or wizard who has cast a
spell far beyond their normal ability
can often be caught in a backlash of
magical energy, which causes their
bodies to immolate with eldritch
flame.

DC 25: It is possible for a spellcaster to use
magic jar to possess a body, forcing
the “innocent” to act against its will.

DC30:  Similar to a victim under the effects of
an immolation spell (see New Magic),
a spell used by Black Robe Wizards
before the Chaos War, often as “poetic
justice” against someone who had per-
secuted a wizard, or even an innocent,
as a witch.

Spot

DC30:  As the body immolated, an insubstan-
tial bluish mist poured out of the
crone’s mouth and eyes.

Detect Magic
Reveals a strong aura of necromancy
and a moderate aura of evocation sur-
rounding the “remains” of the crone.
A see invisibility spell, or similar abili-
ty, will reveal the translucent shape of
an ethereal figure disappearing in the
distance.



when the call was taken up by the crowd. Play this chase
out tightly, with the characters running through alleyways,
ducking and dodging around crowds, and all the while, the
sound of the horns closing in on them. The characters will
find that the inhabitants of Pashin turn a blind eye when
the Dark Knights are involved, not wishing to involve
themselves in the conflict.

If the characters surrender or are subdued, they are
escorted to the Dark Knight Enclave, where they are placed
in a holding cell (P7c), pending a hearing before the com-
mander of the Dark Knights, General Dogah.

o Dark Knight Patrol: hp 9; see page 162.

o> Dark Knight Patrol Leader: hp 16; see page 162.

Tactics: The patrol is assigned to try to peacefully
resolve any situation they find themselves in, although if
they find themselves pressed, they will use deadly force.

The Dark Knights use intimidation and a show of force
to encourage enemies to surrender. As each patrol can
easily call for reinforcements, it’s not difficult for a small
group to be quickly overwhelmed.

Dark Knight reinforcements (another patrol) will arrive
ten rounds after combat is initiated with another patrol
arriving every five rounds after that. This does give the
characters some time to deal with the first patrol and try to
escape. However, if the characters kill any of the patrol
members, the Dark Knights will be much more focused in
their pursuit of the characters and will favor more direct
methods of dealing with them—dead or alive. This can
make for a more intense adventure, so you may decide to
allow the characters to escape the initial encounter and to
deal with a single Dark Knight patrol while on the run.
Alternately, the characters may decide to arrange an
ambush for the first patrol that happens upon them. You
should continuously have the characters make Listen
checks (DC 10) to hear the approach of more patrols by
the sound of horns coming closer and closer.

If the characters decide to run,
the patrol will follow, but they are a
few moments behind, following
rapidly. As they chase the charac-
ters, they will continuously sound
the horn, summoning other Dark
Knight patrols in order to try and
surround the characters. The easiest
way to elude the Dark Knights
would be for the characters to head
into an alleyway, looking for an
abandoned building or someplace
else to hide.

Treasure: The only treasure that
can be gained by this encounter is
the equipment carried by the
patrol. Characters that take equip-
ment from fallen Dark Knights
should be reminded that they are
on borrowed time—another patrol
could happen along any moment, a
possibility that presents great peril.

Development: If the characters are captured or surren-
der, proceed to the next encounter. If the characters man-
age to elude capture, go to Into the Darkness Below.

XP Award: Award experience for an EL 2 encounter if
the characters manage to successfully elude capture.

Carturep By Dark KnicHts

he Dark Knights gather your weapons, binding

your hands together behind your backs with
iron manacles. Escorting you through the streets of
Pashin, the patrol takes you south, until you are
standing before the iron gates of the Dark Knight’s
compound on the edge of town.

The guard standing watch by the massive iron
gates unlocks them, swinging the heavy doors open
before the patrol takes you into the compound. The
compound itself is enormous. Most of the area is
open ground. Two stone buildings stand, one on
the far side of the compound, directly opposite of
you; and the other building is to your left. A small-
er walled section within the compound, with
spiked iron bars and a heavily guarded gate to indi-
cate a prison stands in the opposite corner of the
compound.

The patrol guards herd you toward the prison
compound. Once more, the gates are swung
opened by the guard standing watch and you're
pushed inside and taken to a small stone building
sitting in the middle of the fenced in area. Inside,
the building are bare dirt floors and heavy stone
walls, hardly larger than about twenty feet by twen-
ty feet, with a ceiling about half that tall.

Your manacles are left on as the door of the
tiny building swings close with a sudden, final
clang. The patrol leader glares through the small
barred window set into the
door, growling in a low voice,
“The General will decide
your punishment in the
morning. I'd get a good
night’s sleep if I were you. It
will probably be your last.”

Once the patrol leaves the char-
acters in the prison camp (P7C),
give the characters the opportunity
to rid themselves of their mana-
cles.

s Manacles: hardness 10; hp 10;
Escape Artist 25; Break DC 21;
Open Locks 20.

After they remove their mana-
cles, allow the characters the
opportunity to examine their
predicament and look around their
prison. (Note: If the characters are

CHaprter One: Finping THE Key ~ 25

——— ——— ==

(<

N

[PTISN]

(e
AL =

L

2"




unable to remove their manacles, allow Naelathan time in
the following encounter to cast open/close upon the mana-
cles, enabling the characters to slip free. If Rowan
Whispertouch is present, he can attempt to Open Locks. If
Garthak is present, he can attempt to break the manacles).
The walls are stone blocks carefully fitted together with
thick mortar holding each stone firmly in place. There are
no openings in the ceiling, and no windows except for the
small barred window set into the door. As the characters
talk, or look around their prison, have them make a Spot
check. Any result greater than a 20 will reveal that there is
someone, or something, else in the prison building with
them. Whoever it is does not seem to be visible. If the char-
acters make any indication that they sense someone else is
there, or once you feel that the characters have exhausted
their options for the moment, proceed to the next
encounter.

Without waiting for any questions, or offering
any answers, the elf begins to leave. He pauses only
briefly, closing his eyes as he pulls something out of
an inner pocket.

“Ast menyem bunyikan orang!” the elf’s voice
rises and falls as he chants in the language of magic,
causing shivers to run up and down your spines.
Suddenly, whatever it is he holds in his hand begins
to glow with silvery radiance that explodes, caress-
ing you with a whisper-soft touch, like walking
through spider webs.

Opening his hand, the elf turns and looks at
you. “Stay close and you will remain hidden from
sight. Be silent now, we must sneak past any
guards.”

S

This encounter can be used either if the characters man-
aged to elude the Dark Knight patrol, or if they have been
captured. If they were captured, the elf, who does not pause
for introductions, will have used his magical cloak to sneak
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« Psst," comes a low, harsh whisper, “over here.”

Out of the shadows emerges a black-robed,
black-cowled figure. Pushing back the hood, a del-
icate elven face is revealed. Golden hair, cut ragged
and short, frames a face that would be beautiful, if
not for the intensity of the elf’s features. Pale blue
eyes gaze at you coldly, appraising you for a few
moments before he speaks, “If you want to get out
of here, follow me.”

As the elf turns away, you hear an explosion in
the distance. A soft chuckle escapes the elf’s lips, his
head turning so that you can see a smirk on his
profile.

“That will be my friends causing a distraction.
Let’s not waste their efforts, no? You've been afford-
ed an opportunity not given to many...you've been
summoned to see Shaylin. Let us not keep her wait-

»

ing.

into the compound to break the characters free. While
another group of elves are creating a distraction and
diverting the attention of the Dark Knights.

The elf is Naelathan Shadowdark, an agent of Shaylin,
sent to retrieve the characters because she wishes to speak

Sewer Encounters

Condition

If the characters do anything, such as getting into
a fight, arguing loudly among themselves, or the
like, they are more likely to draw attention to
themselves, thus increasing the likelihood of a

random encounter.

Encounter
No Encounter

* All of these encounters are one-time only encoun-
ters. If the same result is rolled twice, and if it is
daytime, there is no encounter.
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with them. Rumors of the item in the party’s possession
have reached her ears and she wishes to verify their veraci-
ty, as well as gauge the personality of the characters.

If the characters are in the Dark Knight prison camp,
then their gear has been taken from them and placed with-
in the armory (location P7B2 and P7B3). Naelathan will
quietly lead the characters to the armory, where he stands
watch until they retrieve their gear. Naelathan will quietly
ask the party to hurry up, before the Dark Knights return.

he elf leads you to a non-descript location near

one of the numerous artesian wells of the city.
He crouches down, quietly indicating you to do the
same. He speaks softly in a harsh whisper that car-
ries to your ears, but no farther.

“Head toward the southern area of the sewers.
There is a hidden passage there. You will know it by
this symbol...” The elf quickly sketches the follow-
ing symbol into the dirt:

As soon as he believes that you have commit-
ted the symbol to memory, he quickly sweeps his
hand through the dirt, obliterating the image. He
continues to scratch at the dirt, revealing a small
iron ring, which he twists and pulls upward, sliding
aside a concealed panel to reveal an entrance head-
ing down into the sewers. He uncoils a rope from
his belt, letting it down before securing it to the
edge of the artesian well with a grappling hook and
looking back at you.

e
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“Quickly now. I will go aid my brethren and
make sure that the foul knights do not follow.” The
elf waits for you to head down into the sewers
before pulling up the rope and moving the panel
back into place, leaving you to the darkness below.
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The symbol Naelathan wrote is an elven sigil meaning
“the path is clear” (ael ura ki in the Silvanesti tongue). Any
character that speaks Elven can identify the sigil. Naelathan
was instructed to escort the characters to Shaylin; however,
he does not trust them. Instead, the characters have to earn
his trust. The sewers of Pashin aren’t a death trap, but they
are not safe either. The characters must work their way
through the sewers and find the hidden elven colony (PS5).
If Rowan or Garthak are with the characters, at this point
they go their separate ways, unless you think that the char-
acters need their help in the sewers.

If the characters were rescued from the Dark Knight
Enclave, then they will be in location PS1 (Beneath the
Enclave) below. Otherwise, choose a location by checking
the corresponding sewer entrance between the map of
Pashin and the sewer map.

THE SEWERS OF PasHin

Although the sewers of Pashin are not very large, they are
still fairly dangerous. The characters need to be on their
toes and ready for anything while they are searching for the
leper colony (PS5).
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SEWER FEATURES

The sewers of Pashin were constructed centuries ago, when
the town was first built as an Istarian outpost. Following
the Cataclysm, the sewers were repaired, as the high water
table of the soil forced a need to control the rising water
levels to keep buildings from sinking into the soil.

The sewers are absolutely dark with very little light fil-
tering down from the few visible sewer grates in town.
This has an effect upon character vision
(darkvision functions, but low-light vision %
is ineffective without a light source).

The sewers consist of wide tun-
nels, with five-foot wide walkways
on either side of the tunnel
and a fifteen-foot wide,
five-foot deep gully run-
ning through the center
of the tunnels. The ceil-
ings of the tunnels curve
up to form an arch over
the center of the gully.
Typically, water and refuse
washes down from the
roads above, guided x
through narrow channels
to wash into the gullies. The
typical water level during the
winter and spring is about three feet high, while in the
summer, the water level is only one-half to one foot deep.

Around each of the artesian wells are chambers that
allow the water to pool and be channeled to the north,
where the water and refuse eventually run-off into one of
six termini. The termini are covered by iron-grates, which
are periodically cleaned (about once every five years), as
they gather the larger refuse while allowing the water to
plunge down through passages cut deep into the earth.

T~ -

The water running through the sewers is heavily tainted.

Anyone who drinks or ingests the water must make a
Fortitude saving throw (DC 16), or else come down with
blinding sickness.

Blinding Sickness: Ingested, Fortitude DC 16, incuba-
tion period 1d3 days, damage 1d4 Str. Note: Each time the
victim takes 2 or more damage from the disease, he must
make another Fortitude save or be permanently blinded.

Walls: The walls of the sewers have been hewn from
solid sandstone, crafted by the dwarves centuries ago.

s Hewn Stone Walls: Minimum 3 ft. thick, hardness 8;
hp 540; AC 3; break DC 50; Climb DC 22.

Floors: The floors of the sewers are all relatively smooth
flagstone, which is slick in places. Characters walking or
moving at their normal movement rate are fine, but any-
one attempting to run or charge along the walkways must
make a Balance check against a DC 12 or fall into the gully.

Ceilings: Ceilings in the tunnels range from between 10-

feet high along the edge of the walkway to 23-feet-high in
the center where the arched ceilings meet. The ceilings in
the various chambers are typically 25-feet-tall.
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Ranoom Encounters in THE SEWERS

If the characters enter the sewers for any reason (either to

contact the underground elven resistance movement or to
escape Pashin unnoticed), the chance for random encoun-
ters increases dramatically; however, entirely different con-
ditional modifiers can also help or hinder the characters.

Dire Rats (EL 3)

There’s a loud squeaking sound as suddenly the
characters are attacked, en masse, by a
group of seven starving dire rats. The rats
will be direct in their attack, driven by
hunger.

o Dire Rats (7): hp 6, 6, 5, 5,
5, 4, 4; see Monster Manual
page 64.

MonstrRovs SPiDERS,
Hunters (EL 2)
These monstrous spiders
are hunters ranging out
from the nest located in an
unstable chamber (PS3). The spi-
ders crawl along the ceilings,
dropping down upon unsuspecting
3 prey and attacking. Have the charac-
ters make a resisted Spot check
against the monstrous spiders’ Hide check (1d20+11),
modified by darkness (see above).
o Small Monstrous Spiders (4): hp 5, 4, 4, 3; Poison
bite, DC 10, 1d3 Str initial/secondary; see Monster Manual
page 288.
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Gostin Trieves (EL 2)

A small group of goblin thieves have made their home in
the sewers (PS 2). In this encounter, the characters run into
two goblin thieves that have just come back from a job—
stealing food from the bazaar. Flush with their success, they
are gibbering to one another, already having gotten into
one of the bottles of dwarven spirits they stole. Have the
characters make a Listen check (DC 12) to see if they hear
the goblins before they run into one another at a junction
in the sewer.

At first sight of the characters, the goblins shriek and
attempt to flee back to their lair where they can regroup
with their comrades. The goblins will only fight if they are
cornered, seizing upon any opening for an escape.

<& Goblin Thieves (2): 7, 5.

Treasure: In addition to the equipment in their entry,
the goblins are also carrying their spoils: 1 day’s worth of
good food, 2 days of common food, a week of poor food, 3
bottles of dwarven spirits (treat as fine wine), 15 sp, 5 stl, a
fine pearl necklace (worth 50 stl).

Grouts (EL 2)

Two ghouls haunt the sewers, scavenging whatever live
meat they can find from the constant supply of rats and
those unlucky souls that come down into the sewers unpre-



pared to deal with the ghouls. The elves have learned which
areas the ghouls tend to scavenge and the ghouls have
learned to avoid the elves and the shiny weapons they wield
(as well as the immunity that elves possess against ghoul
paralyzation).

If the characters encounter the ghouls, the ghouls would
be hiding beneath the sewage water. Have the characters
make a resisted Spot check against the ghouls’ Hide check
(1d20+6) to see if they notice the ghouls; otherwise the
ghouls catch the characters by surprise.

a Ghouls (2): hp 13, 12; see Monster Manual page 118.

Tactics: The ghouls are smart enough to use hit-and-
run tactics. They will try to attack the weakest or smallest
character first, seeking to paralyze the character, then grab
them up and run away, heading for their ghast master,
located in the Ghast Lair (PS4).

Lerers (ELven Scouts) (EL 2)

Two elven scouts dressed in the garb of lepers regularly
patrol the sewer, keeping an eye out for interlopers. If this
encounter is rolled, have the characters make a resisted
Spot check against the scouts’ Hide check (1d20+5), or a
Listen check against the scouts’ Move Silently check
(1d20+5) to notice the elves shadowing them.

The elven scouts will not interfere with the characters
unless they approach the colony (PS5), at which point they
emerge from the darkness and confront the characters with
bows drawn and ready to fire. They demand to know why
the characters are down here. If the characters mention
Shaylin, they must convince the elves that they were sum-
moned and are not in league with anyone to hunt down
the leader of the elven refugees. Describing Naelathan helps
the characters convince the elves, who will then allow the
characters to continue without hindering or helping, unless
the characters need help finding the colony.

s Lepers (Elven Scouts) (2): hp 7, 5; Initial Reaction:
Unfriendly; see page 162.

Tactics: If the elves are attacked, they will each be able to
fire one arrow at a target, selecting any character that seems
most a threat: a heavily armed warrior, a character that
seems like a wizard (the stereotypical robes and staff, etc.).

Treasure: Only what the elven scouts are carrying.

XP Award: Do not award the characters any experience
if they attack the elves. If the characters talk their way out
of a fight, grant the characters experience points appropri-
ate to an EL 1 encounter.

SEwWER_DEscription
There are other locations where the characters can stumble
into trouble. These locations are detailed below.

PSI. BeneatH tHE Encrave (EL 4)
You see a chamber that’s fairly large by the look
of things, being more than seventy-five feet by
seventy-five feet squared. The center of the cham-
ber is dominated by a wide pillar of stone, emerg-

ing from the center of the water and heading
through the ceiling—apparently artesian wells.

A single tunnel leads out of the chamber,
although it almost immediately branches off, lead-
ing either to the west or to the north. About twen-
ty-five feet down from the junction, each tunnel
has an iron portcullis drawn across the entire pas-
sage, with small, locked gates along either walkway.

This chamber has not been accessed by the Dark
Knights in months, not since they built the portcullises to
prevent anyone from using the sewers to access their
enclave. They never really counted on people escaping from
the enclave,

s Iron Portcullises: 2 inches thick, hardness 10; hp 60;
AC 5; Lift DC 25; Break DC 28; Open Lock DC 25.

If the characters enter the water or seek to investigate
the water by probing it with staffs or the like, then there is
a 75% chance that they disturb the dire rats that have built
a nest around the artesian well pillar.

uddenly, you hear a strange chattering sound as

dozens of gleaming red eyes suddenly flare to
life in the water. The water begins to bubble and
froth as rats, the size of cats, erupt from beneath.

A nest of dire rats has made their home here, in the
chamber beneath the Dark Knight Enclave. Their small,
sleek bodies are able to easily slip through the iron
portcullises that have been installed on either passage lead-
ing out of the chamber.

Creatures: The dire rats here are protecting their nest.
Most of the dire rats are fairly young (hence the lower
average hit points).

o Dire Rats (12): hp 7, 6,5, 5,4, 4, 4, 3, 3, 3, 3, 3; see
Monster Manual page 64.

Treasure: Hidden in the murky sewage water is a small,
waterproofed pouch, dropped here years ago. It requires a
Search check (DC 20) to locate the pouch. Inside the
pouch are two steel vials (potions of cure light wounds),
masterwork thieves’ tools, and three amethysts (worth 120
stl each).

PS2. Trask Pit (EL 3 orEL 5)

This enormous chamber seems to be a gathering
place for much of the refuse that finds its way
into the sewers where it has collected into large
piles clustered around the pillar in the center of the
chamber. The refuse seems to have dammed the
water, causing it to flow up and over the walkways
around the edge of the chamber.

As you eye the towering mounds of trash, you
suddenly hear a loud belch that echoes strangely
through the tunnels, followed by the sound of
high-pitched cackling. Sounds like gully dwarves...
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The chamber is enormous, almost one-hundred feet
squared, with a fifty-foot square artesian well pillar in the
center of the room. There, among the piles of trash, a
group of goblins have set up camp. At first glance, the gob-
lins will indeed seem like gully dwarves, a ruse that they
often pull off by keeping themselves heavily swaddled in
clothing and reeking of refuse. Upon noticing the charac-
ters (make an opposed Listen check at 1d20+4 for the gob-
lins against any attempts to Move Silently), the goblins will
hop up and start gibbering trying to get close to the char-
acters in hopes of surprising them. The characters can
make a Spot check at DC 12 to notice that the “gully
dwarves” have dull red eyes. Hiccep attempts to cozy up to
a character in the hope of launching a sneak attack.

If the characters draw their weapons, or show the gob-
lins that the ruse is up, then the goblins draw their
weapons and attack wildly.

If the characters encountered the goblin thieves (from
the random encounter above), and they managed to escape
back to the lair, then all of the goblins will be here and
ready to fight, hiding in the refuse and hoping to spring
out and ambush the characters. Make a resisted Spot check
against the goblins” Hide check (1d20+7 for the two
thieves, 1d20+5 for the young goblins, and 1d20+9 for
Hiccep) for the characters to notice the goblins, otherwise
the goblins catch the characters flatfooted.

Creatures: This trash pit has become the home for a
small group of goblin thieves. Finding it far easier to lair in
the sewers than to deal with the prejudice and difficulties
posed by living in a predominantly human city, the goblins
are quite comfortable in their underground home. As the
elves do not wish to be bothered, the two groups have yet
to openly encounter one another. Currently, there are three
younger goblins present, while two of the more experi-
enced goblins have gone out to get supplies. Hiccep, the
leader of the ragtag group, is here as well.

o Goblins (3): hp 7, 5, 4; see Monster Manual page 133,

c Hiccep, the Goblin Thug: hp 9; see 163.

Tactics: Hiccep is a bully, but he’s not stupid. He will
exhort and use his whip to snap at his minions’ heels, forc-
ing them to fight the party. If things are looking bad for the
goblins, he makes a break for it, hoping to lose the charac-
ters in the tunnels and escape into the town above.

Note that if the characters encountered the goblin
thieves above (or if you think that they are having too easy
an encounter), then the two goblin thieves are here as well.

Treasure: Buried in the refuse, located in a moldy
leather bag, is the various treasure that the goblins have
gathered over the last few months: 320 cp, 230 sp, 98 stl, 11
pp, 2 masterwork daggers, potion of resist energy (fire),
potion of endure elements (electricity), and a potion of mage
armor. It requires a Search check (DC 15) to locate the bag.

If the characters truly wish to explore the pile of refuse,
they can find a few other items of value hiding in the
garbage, however, there is the risk of contracting filth fever,
given the squalid conditions. Anyone searching through the
garbage for more than a minute must make a Fortitude
save (DC 12) or contract filth fever.
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Filth Fever: Injury, Fortitude save DC 12, incubation
period 1d3 days, damage 1d3 Dex & 1d3 Con.

Among the refuse, the characters can find the following
items, depending on the result of Search checks. Only one
item can be found by each person per hour of searching
(have the characters make a Fortitude check to see if they
contract filth fever for each hour of searching).

Search

DC Item

10 A bracelet of twisted silver (35 stl value)

12 A silver Medallion of Faith (Kiri-Jolith,
valued at 55 stl)

15 Masterwork short sword (in a rotted
leather sheath).

18 A gold chalice inlaid with turquoise (85
stl value)

20 An ivory scroll tube (25 stl value), with
three sheets of parchment (scroll of
detect snares and pits, 1st level caster;
scroll of alarm, 1st level caster; and a
scroll of cure moderate wounds, 3rd level
caster).

23 wand of light (3rd level caster, 23
charges, activation word “shirak”
inscribed on the wand)

28 A shriveled elven hand bound with gold,
on a golden necklace (a hand of the
mage).*

* Note: A character wearing a hand of the mage will have
a —6 circumstance penalty on any Charisma-based check
when dealing with elves.

PS3. UnstasLe CeiLing (EL 3; EL 4 witH cEiLing
traP)
hile the walls and ceiling of the sewers seem
to be in fairly good repair, a tribute to the
ancient dwarven craftsmanship, it seems as if the
walls and ceiling of this chamber are cracked and
rubble is strewn around the walkways. As a matter
of fact, it seems as if the only thing keeping the ceil-
ing from collapsing is the complex network of thick
spider webs that almost completely fills the room.
The webbing is so thick that progress through this
chamber is difficult. There are narrow crawlways
that one could use to pass through the room.

The spider webs have managed to stave off a consider-
able amount of damage to the walls and ceiling.
Unfortunately for the characters, the webs are habited. The
network of webs holds a nest of spiders. There are numer-
ous egg sacks among the webs, filled with developing spi-
ders. Fortunately, the last brood has already long since
moved on, but there are still a few spiders in the webs.

Large cocoons are attached to the artesian well columns
in the center of the room. These cocoons are egg sacks, but
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also contain the desiccated corpses of the spiders’ latest vic-
tims that the newly hatched spiders will feed on. The
southernmost cocoon on the eastern column contains a
body of a creature larger than most, an unfortunate ogre
who stumbled upon the webs after a recent hatching. The
ogre’s equipment still remains in the room (see treasure
below).

The webbing creates a problem for characters attempt-
ing to move through the webbing by hindering movement
(treat as dense undergrowth, which greatly restricts move-
ment: each 5-feet of movement counts as 10-feet instead).
Alternately, the webbing is not difficult to climb, and is
strong enough to easily support most Medium-sized and
smaller creatures (treat the webs as if they were spun by a
Huge spider, see below).

If the characters use fire to destroy the webbing, they
will discover that they have unleashed a conflagration that
will endanger everyone in the room. Even a simple torch
causes the spiderwebs to catch fire. Each round, more and
more of the webbing will burn away. All creatures within
the area of the flaming webs will suffer 2d4 points of fire
damage. The fire spreads quickly. First, five square feet of
webbing burns away. The next round, all adjacent squares
ignite, and so on. Within 3 rounds, the ceiling over that
area has a 50% chance of collapsing. Each round after that,
there is an additional 5% cumulative chance that the ceil-
ing collapses. Within 10-12 rounds, all of the webs in the
chamber are consumed by flame, and if the ceiling has not
collapsed yet, it will at that point.

Characters breaking through webs have a 25% chance
for each five-foot space they clear to also cause the ceiling
to collapse. Any loud or violent explosions (such as that of
a fireball or a sound burst) has a 2% chance per point of
damage done to cause the ceiling to collapse as well as hav-
ing any other side effects (such as setting the webs aflame).

© Webs: Escape Artist DC 16, Break DC 20, hp 14.

*© Collapsing Ceiling: CR 2; special; destroyed webs
trigger; no reset; Atk +12 melee (2d6, bricks); multiple tar-
gets (all targets within two adjacent 5-ft. squares); Search
DC 20; Disable Device DC — (None).

Creatures: A Medium-sized monstrous spider that
resembles an oversized black widow has recently given
birth to a small swarm of spiders. Most of the younger spi-
ders have already left the nest (such as the monstrous spi-
ders from the random encounter above), although there
are still two left here with the mother.

o Small Monstrous Spiders (2): hp 6, 4; see Monstrous
Manual (web-spinning spider) page 288.

o Medium Monstrous Spiders (1): hp 11; see
Monstrous Manual (web-spinning spider) page 288.

Treasure: A masterwork greatsword lies concealed
beneath the murky sewer water (Search DC 20 to locate the
sword). In a belt pouch on the dead ogre’s belt (within the
cocoon), there are also 3 garnets (110 stl/each), 73 stl, and
a ceramic jar containing oil of magic weapon.
Unfortunately, if there is a fire, the items in the pouch will
be destroyed. If there is a cave-in, there’s a 75% chance that
rocks will cover the greatsword.
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Note: If the ceiling collapses, this will have an effect on
the streets above! All the buildings, and the cobblestone
central street, in the area indicated on the map will col-
lapse, as if they had been targeted by an earthquake spell.

PS4. GHast Lair (EL 3; EL 4-5 iF GHOULS ARE
PRESENT)

fter following the tunnels for awhile, you even-

tually notice that the area ahead seems to open
up into a large chamber. There’s a strange smell in
the air, made even worse by the typical stench of
the sewers. At first, the stench is difficult to distin-
guish, but all too rapidly, to your horror, you real-
ize that what you smell is rotting, decaying flesh.

As disgust raises the bile to your throat, your
ears catch something. A whisper, as if someone
were talking to themselves, “Yessssss. Sssssssweet.
Sssssucculent...musssssssst have more! MORE!”
The last word echoes down the tunnels, followed by
a cascade of hideous cackles. “Sssssslaves! Bring
ussssss more! More sssssssweeeeetnessssssss!”

This little-used, out-of-the-way corner of the sewers has
become the lair of a terrible ghast who slinks out of the
sewers at nights to catch unsuspecting prey. As the sewers
are also a handy place to stash bodies, the ghast does not
need to travel out often. Instead it sends out
its two ghoul-slaves to retrieve the car- T
rion.

If the characters approach,
deciding to investigate, read
them the following:

he chamber is large,

with a large stone plat-
form against the southern
wall raised above the sewer
water. A flickering greenish
light seems to dance
eerily above the water,
casting the entire cham-
ber in an almost hypnotic
pattern of rippling emerald light.

The platform seems to be covered with refuse
and debris, scattered out from a large, central
mound. As you approach, the rotting stench of
decay grows stronger and stronger. The mound
suddenly shifts and two crimson eyes glare like
sullen coal from a desiccated face. Its slash of a
mouth twists upward into a rictus grin, revealing
rows of sharp teeth. “Yessssss,” it hisses. “More
sssssweetnessss! SSSSSSSWEETNESSSSS!” With
uncanny speed, the bloated creature springs for-
ward, bringing with it a wave of putrid air that hits
you like a fist.
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Creatures: This area is the lair of a ghast. A hideously
bloated and obese creature, it sits upon a pile of half-eaten
corpses, gorging itself eagerly upon the remains. If the two
ghouls are present, they will be fawning at the ghast’s feet,
begging piteously for food, tidbits of which the ghast will
occasionally toss out to watch the ghouls fight over the
gristle.

o Ghast: hp 29; see Monster Manual page 119.

Tactics: The moment the characters are within 10 feet of
the ghast, they must make a Fortitude save (DC 15) or else
be sickened by the ghast’s stench for 1d6+4 minutes.
Sickened characters suffer a —2 penalty on all attack rolls,
weapon damage rolls, saving throws, skill checks, and abili-
ty checks. The ghast will viciously attack those not visibly
sickened. If the ghouls are present, they will attack the sick-
ened characters, seeking to bring them down quickly.

Treasure: Among the grisly remains of the ghast’s vic-
tims, there are a few treasures that can be scavenged. A
platinum ring, inset with a gleaming sea opal (worth 250
stl), a silver medallion inset with a large amethyst (worth
195 stl), bracers of armor +1, and a +1 bashing shield.

PS5. Lerer CoLony
There are two separate entrances into the leper colony of
the elves, one from the east and one from the west. Both
are marked by the symbol shown to the characters by
Naelathan. If the characters are looking for the symbol, it
requires either a Search check against a DC of 20 or a Spot
check against a DC of 24. As the symbol is inscribed in
Elven on the secret doors themselves, any elf receives
the typical +2 racial bonus and may make the
check merely by walking within 5 feet of the pas-
sage (if they are walking
along the proper walkway, they are within
7 the requisite 5 feet) instead of having to
actively search for it. Silvanesti elf characters
receive an additional +2 circumstance
bonus, as the doors have been
redesigned recently in a fashion unique
to the Silvanesti
elves. (Note: Half-elves receive a +1/+2
racial bonus on their Search checks.)
s Secret Door (Stone): 4 inches
thickness, hardness 8; hp 60; Break
DC 28; Open Lock DC 28. Note:
Opening the secret door only requires the characters to
trace the sigil with their finger and speaking the elven word
“Ael ura k” (the path is clear).
Once the characters successfully open the door, read
them the following:

With a silent whisper, a portion of the
stonewall swings in revealing a long, narrow

passageway that leads to a set of stairs. The stairs
lead down, deeper into the earth.

The stairs continue for about fifty feet, open-
ing into an enormous room that seems to have
been carved out of the earth hundreds of years ago.



Soft radiance, apparently from small dancing
globes of light, creates the illusion that the ceiling
high overhead is a starlit sky.

Instantly, the people who have taken up resi-
dence in this ancient chamber note your presence.
As swift and soft as the night wind, word spreads
through the press of bodies, through the tiny city of
tents and lean-tos that have been arranged in the
chamber. Weapons glint in the soft light from
above like fireflies in the dark.

A tall, slender figure separates from the crowd,
gliding forward without apparent effort. Shrouded
in white gossamer robes, her silver-white hair a
nimbus that tumbles down her bared ivory shoul-
ders, this woman seems more a spirit than a crea-
ture of flesh and blood. Pale blue eyes openly gaze
at you, and though the elven woman’s face is that of
a young woman in the bloom of youth, her eyes
hold a sadness and depth that belies her apparent
years.

“Greetings,” she murmurs softly, her voice
barely above a whisper as she draws to a halt a few
feet away from you. “I am the Lady Shaylin
Moonborn of House Mystic. It was I who called
you.” A small, bitter smile briefly crosses her face,
an expression that seems unnatural upon her beau-
tiful features. She turns slightly, her slender hand
rising slowly to indicate the rest of the chamber,
and the gathered elves huddling together, all eyes
upon you.

“Welcome to our humble home.” She gazes
back at you once more with pain-filled eyes as she
nods her head, “Please, you must be tired. Follow
me, I will show you someplace you can rest and 1
will answer your questions.”

If the characters agree, Shaylin, CG female Silvanesti elf
Wiz6/White Robe 4, escorts the characters to an area in the
northern section of the colony, where a small tent has been
set up. As the characters look around, feel free to use the
information below to fill in any details. Shaylin answers
any question about why the elves are down here and how
this chamber came to be, but she will not tell them why she
sent Naelathan to save them. Once they reach her tent, she
shows them inside.

The leper colony is an enormous chamber, built in
secret long ago by dark dwarves, at the bequest of their
dark god, Morgion. The temple to Morgion stood in secre-
cy beneath the town of Pashin, allowing Morgion to spread
his diseased grasp throughout the region. Even when the
Istarian architects arrived to construct the sewers and the
town, Morgion drew a cloak of shadows about his temple
as his followers clouded the minds of the architects,
enabling the temple to continue to exist secretly.

Even after the Cataclysm, a small contingent of Zhakar
remained within the temple, loyal to the last demands of
their missing god and fearful of his divine wrath if he were

ever to return and find that their duties had been left unac-
complished. When the gods once more began to work
through their followers, the Zhakar that remained in
Pashin gladly embraced their returned god, agreeing to join
forces with the Dark Queen’s Green Dragonarmy.

Following the War of the Lance, when the Green
Dragonarmy was mostly cleared out of Khur, a group of
Khur nomad shamans hunted down the secret temple,
driving out the Zhakar and purifying the temple. Then,
without any apparent reason, they closed up the hidden
temple and left, never revealing to any what they had done.

The secret temple remained empty throughout most of
the Fifth Age, until around the time that the first elven
refugees from the Silvanesti Forest began to find their way
to Pashin. One among their numbers, a rebellious young
Silvanesti named Naelathan, who had avoided becoming an
outcast dark elf through sheer luck, found himself explor-
ing the sewers. In his investigation, he found the secret pas-
sages leading into the abandoned temple. He kept his dis-
covery to himself, until the word that the minotaurs had
struck and the first sighting of the Dark Elves approaching
Pashin spread through the town.

Quickly, Naelathan went among his people, most of
whom had taken to living in the abandoned buildings in
Pashin, and urged them to go underground. Many rebelled,
particularly the Qualinesti among them who still had
nightmares of their time underground escaping from
Qualinost, Finally, however, Shaylin Moonborn, a respected
and gifted member of House Mystic, lent her voice to
Naelathan’s, and overnight, it seemed as if almost every elf
in Pashin had disappeared.

Ceiling: The ceiling of this massive chamber is more
than 75 feet tall, painted a matte black that causes it to feel
even higher than it really is. The elves have used their redis-
covered magic to constantly keep small glowing orbs of
light (treat as dancing light orbs) dancing in stately patterns
that form the familiar constellations of the Gods of Light
in the nighttime sky. Particularly alert characters may even
notice that the constellation of E’li (Paladine) is included
among the falsee heavens, even though he is now mortal.

Walls: Like the rest of the sewers, the walls of the cham-
ber are of hewn stone. Also painted black, they once bore
many symbols of Morgion’s faith, but now they are bare.
Some of the most spiritual of the elves have begun to paint
delicate scenes or design mosaics to honor the returned
Gods of Light.

¥ Hewn Stone: 3 ft. thick, hardness 8; hp 540; Break DC
50; Climb DC 22.

Floors: The floors of the chamber are smooth flagstone,
created by a pattern of tiny black tiles carefully fitted
together. Together with the black walls and ceiling, this cre-
ates the illusion that the chamber is much larger than its
given dimensions.

Currently, there are more than three hundred elves
crammed into this tiny living space. They regularly send
out small groups, dressed as lepers, to appropriate goods
from the town above as they plan their next move. Many
want to leave, to sneak out of town through the secret pas-
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What is wrong down here? high priests, who betrayed his people to a ruthless ogre

Shaylin: We do not know. Even House Cleric has warlord. The temple fell and the valley in which it was
been unable to determine what affliction has stricken us. ~ built was deemed cursed and avoided by the Khur
Some believe that it is an after-effect of the Shield. If so,  tribes. When the Cataclysm struck, the valley was
it is our just reward for falling prey to the blandishments  believed to have been forever sealed. We now believe
of Cyan Bloodbane and for turning to Mina and the that what happened to the ‘shattered temple’ was an
“One God” for help. omen of the Cataclysm. However, now there are por-

tents that the valley has opened once again.

Do you know what the ‘key’ is?

Shaylin: Not truly. Legend speaks of a ‘key’ that
appears when the need is great. All that is really known
is that the ‘key’ must unlock something very important,
something lost since the Age of Dreams.

How can we escape the town?

Shaylin: We know of a secret passageway, built during
the War of the Lance as a way to smuggle people out of
town, as well as to smuggle goods in while the Green
Dragonarmy occupied the land. Once you are ready, one
What are the ‘shattered ruins’? of our guards will take you to the passage.

Shaylin: In the ruins of Hurim, there was once a tem-
ple built to honor Paladine and the Gods of Light.

Legend speaks of a great betrayal by one of the temple’s

sage that leads to the mountains (PS6), but Shaylin and
many of the other leaders want their people to stop run-
ning. They want to stay here, to keep an eye on their for-
mer homeland and to be ready for the chance to reclaim
what they have lost.

smoke escapes flame.” She sighs softly, looking
down at the glowing fire for a few moments before
she continues. “All I have been able to remember is
that it involves you. All of you.” She looks up, pierc-
ing you with her gaze.

ou reach a good-sized tent, the delicate silk
Ys{ained by exposure to the sewers. Tears in the
fabric have been carefully mended, giving the tent
an odd sort of dignity. Brushing aside a panel,
Shaylin invites you into the tent, quietly following,

The interior of the tent is simple and sparse. It
is illuminated by a flickering flame sitting in the
center of the tent. The flame gives off a little heat
and light but there is no smoke. A small chest lies
off to one side with a leather backpack leaning
against it. A small bedroll is neatly rolled up and set
atop of a pillow. The delicate smell of crushed jas-
mine fills the tent, a welcome reprieve from the
fumes of the sewage and waste.

Inviting you to sit down, Shaylin’s fair cheeks
are brushed with a crimson hue and her gaze low-
ers as she softly admits, “I am sorry that I cannot
show you true hospitality while you are here, but
I'm afraid what little we have is carefully rationed.”
Shaking her head, she gracefully sinks to the
ground, tucking her legs beneath her as she con-
templates you one by one.

“You are wondering why 1 summoned you
here, are you not?” Shaylin tilts her head, patiently
waiting for your answer before she continues. “It is
because I have seen...” Now a tiny furrow appears
between her eyebrows. “I have been having dreams
for the past few nights, dreams that are most dis-
turbing to me. I wake shivering and filled with
dread, but the details of the dream escape me as
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Suddenly, her eyes go distant, color draining
from the two orbs until they seem a pure, solid
white. Her voice falls into a sing-song pattern as she
murmurs, “There is a pattern, you cannot see.
Instead you must set your spirit free. Take the key to
the shattered ruins, through the sands and over the
dunes. Seek the answers in the sands of time, search
your souls and find the sign.”

With a shudder, the elven woman's head snaps
up and she draws in a long, harsh breath, only to
end up coughing violently. Wearily rising to her
feet, she looks at you all once again.

“I'am tired and must rest soon. Please, rest for
now and we shall speak later.”

Allow the characters time to rest. Feel free, as well, to go
ahead and award them the experience points they have
earned up to this point. If the characters wish to go out
and talk to the other elves in the town, they will find the
elves withdrawn and mistrusting of strangers. Even other
elven characters will find that the elves of Pashin are stand-
offish.

Characters making a Gather Information check (DC 15)
can discover that there seems to be a strange affliction
among the very young and the very elderly elves, a subtle
sickness that resists even the divine power of mystics and
true clerics alike. No one knows how the sickness spreads,
and they are actually afraid of spreading the sickness to
outsiders. This is yet another reason that the elves have
found solace in disguising themselves as lepers, never real-



izing the divine irony of their decision (see the sidebar
“What'’s Wrong With the Elves?” for more information).

There are a few other elves in the hidden colony that the
characters might either seek out, or need to speak with,
before they leave. These NPCs are not described in great
detail, only the information provided below to help in case
such an occurrence arises.

Angelyn Starsinger, NG female elf, Clr8 (Mishakal): an
elderly elf, Angelyn was a cleric of Mishakal before the
Chaos War. She keenly felt the loss of her goddess, but con-
tinued offering her skills to tending the ill. When Mishakal
returned, Angelyn rejoiced, even though now the elves are
stricken with a terrible disease that she cannot treat. She
believes it is because she is not strong enough, she is too
old to fight the disease openly. If you want to give the char-
acters the side quest of seeking out a cure for the elves of
Pashin, she’s a good NPC to use to approach the characters
for help. She can also lend a hand in treating any wounds
they might have picked up.

Clearbrook, LG female elf, Rgr10: Clearbrook is one of
the Silvanesti kirath, the sacred guardians of the Silvanesti
Forest. She guided many of the others out of the forest
when they were forced out. She is angry and bitter by the
knowledge that the minotaurs have now laid claim to the
forest. If the characters need bows, arrows, or if they want
to find out something about the lay of the land, Clearbrook
is the elf with whom they would speak.

If there are other NPCs that the characters need to
speak with, you will need to generate them yourself. For
the scope of this adventure, the time that the characters
spend in the sanctuary should be relatively brief.

After awhile, once the characters gather back at the tent,
Shaylin returns to meet with them once more, ready to
answer any questions they might have.

Once the characters’ questions are answered, Shaylin
will tell them that they have a few more hours to prepare
themselves before they are escorted to the secret passage-
way out of the sewers. If the characters question why they
are being “pushed out,” she will explain that although the
characters are not unwelcome, because of the strange sick-
ness afflicting the elves, they should not stay for too long.
Plus, she is afraid that by helping the characters, the Dark
Knights may begin to increase their hunt for the elves to
drive them out of Pashin.

If the characters need any basic supplies, the elves will
provide most of what they need (no alchemical, master-
work, no large or exotic weapons, or items valued at more
than 100 stl). Once the characters are ready, Shaylin sum-
mons their guide, Naelathan.

haylin stands as a familiar, black-clad elf
Sapproaches. Bowing her head, Shaylin softly
murmurs to you, “I believe that you already know
Naelathan. He will guide you to the passageway
that leads out of the sewers and out of Pashin.”
Naelathan offers you a faint smirk before turn-
ing and bowing with respect toward Shaylin. “I
shall guide them safely, Lady Shaylin.”

Shaylin offers Naelathan a soft smile before she
turns back to you. “Naelathan has helped us great-
ly and now he shall help you. And so shall this...”
Shaylin pulls a small ivory scroll tube from a pouch
around her waist, presenting it to you. She then
clasps her hands together, bowing as she speaks
gently, “Your journey will be long and difficult, but
remember that the gods never present us with
problems that we cannot resolve. Do not doubt
your own strengths, and remember that it is better
to light a single flame than to curse the darkness.”

As Shaylin turns away, Naelathan gives your
group another of his smirks. “Come on, times
wasting. Let’s get you out of town before you cause
any more trouble.”

Inside the scroll tube that Shaylin gave the characters
will be a parchment map that shows the characters the
location of Hurim. Naelathan then escorts the characters
through the sewers, without incident, until they reach the
secret passageway (PS6).

PS6. THE Secret PassacEway

he somberly dressed, mordant elf known as

Naelathan runs swiftly through the sewer tun-
nels, until he stops along one of the eastern walls.
Holding up a hand, he makes a fist, quietly indicat-
ing a halt.

Running his hands along the wall, he seems to
be murmuring quietly under his breath. With a
grunt of satisfaction, he locates the correct switch-
es as a section of the wall suddenly pivots. Turning
toward you, Naelathan sweeps a deep, sardonic
bow, indicating the opened passageway.

“Follow the passage, it should be clear. Once at
the far end, you will enter a tunnel that will lead
you about five miles out of town. I'd say it’s been a
pleasure, but then it hasn’t been, has it?” With a
mocking chuckle, the elf rises and spins about on
his heel, and without a sound, disappears.

The path ahead is dark, the tunnel rocky and
clearly not of the same craftsmanship as the sewers.

The passageway was built during the War of the Lance, a
little over fifty years ago, to facilitate smuggling while the
Green Dragonarmy occupied Pashin. The walls are solid
rock, jagged and about ten feet apart, although they can be
as narrow as five feet in some areas. The ceiling arches
about twelve feet high, with the sandy floor occasionally
broken by small pits and fallen rubble. The passage is clear-
ly not of dwarven craftsmanship.

The path twists and turns through the earth, eventually
leading outside to the rear of a small cave. A concealed
door, much like the one in the sewers, hides the entrance
but it can be opened easily from within.
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WHat's WrRonc WitH THE ELVES?

Although the colony was cleansed of Morgion’s influ-
ence following the War of the Lance, now that Morgion
has returned with the other gods, he is both amused and
offended that the elves have chosen to masquerade as
lepers and inhabit his former temple.

Morgion has laid a curse upon the elves, a slow, wast-
ing disease that changes them into lepers, appropriate
for their disguise. This sickness has already taken 