Ewsdek's Regret - Part 1

Ewsdek's Regret

Always tidy up after yourself

Alan Jones

"Ewsdek's Regret" is a D&D adventure designed for four 1st-level or 2nd-level player characters. It is set in the world of Greyhawk in particular the land of Onwal. It could quite easily be based in any campaign world in a region of forested hills.
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Adventure Summary

The adventure starts in the village of Trebourne. The main action takes place in and under Trebourne woods where there is a long abandoned mine. The entrance had been sealed off but time with the aid of a small clan of kobolds has recently reopened it. Little did they know that others had been working away at the door from the other side. A set of four or five first level characters should earn enough XP to advance to second level by the end of this adventure. There should be at least one cleric in the party and one rogue.

There are a number of hooks to future adventures.

What lies in the pit?

What is 'That Which Dwells Below'?

Who is it in Ewsdek's bed? If PCs cast a Speak With Dead with this body they will find it is Ewsdek.

Who is it buried in the rockfall holding Ewsdek's hammer?

Adventure Background

A generation or so ago, a dwarven generation that is, the area around Trebourne was the site of a mini gold rush. Dwarves from The Iron Hills came in search of wealth, digging mazes of tunnels in the soft limestone to reach the veins in the underlying granite. Few found anything but poverty and disappointment as there was only one lode of any value and that was swiftly worked out. Most of the dwarves filled in the workings carefully before returning to their homes. The mine known as Ewsdek's Regret was one of the last of these and no one was there to notice that Ewsdek did not return with the other dwarves. The mine entrance was boarded up many years later after a pair of children died while exploring the partially flooded passages. The area became overgrown and as the soil was poor and the ground rocky no one has had need to visit for a long time. Now however, encouraged by the lawlessness in the region as the Scarlet Brotherhood and the Rebels fight for control a small clan of kobolds has taken up residence in the upper caves. Meanwhile something dark, disturbed by the mining of the dwarves, but until now quiescent has started to spread its evil tendrils throughout the caves.

In the past few weeks farmers have been demanding action from the village elders as animals have been stolen from their farms.

Baiting The Hook

There are several ways in which the PCs can get involved in the adventure, chose from one or more of the options below:

· The PCs are in one of the village taverns when they here a group of farmers discussing the problems - 'Alehouse Anger'.

· The PCs are in the market on Freeday when they notice that one of the pens is empty - 'Market Malaise'.

· The PCs see notices tacked up around the village asking for help in tracking down a wild beast - 'Beast Beaters'.

· The PCs pay a visit to the local temple of Jascar where the head cleric has been having bad dreams - 'Clerical Conundrums'.

Alehouse Anger

This encounter occurs in whichever of the villages alehouses the PCs are in on the Freeday or Earthday market. 

"And I say it's a wolf!" One of the farmers sitting at the table next to you thumps the table causing tankards to jump up in the air. 

"Nah. Wolves leave bits behind, there's no sign of the sheep that have been taken, no blood wool, nothing." Argued another. "Could be dwarves."

"Dwarves. Pah! Why would they steal sheep, they have wealth enough in their mines to buy all the sheep and goats we have twice over."

"Ghosts then, they say the woods are haunted, or a wyvern."

"You've had too much ale Thomas. It's a wolf and that's that."

"But people say they have seen the ghosts of those children that fell down the mine fifty years ago."

"Ghosts don't eat sheep Thomas."

If the PCs question the farmers they are a bit reticent at first to talk to strangers, but a successful diplomacy check (DC 12 / DC 10 if the PC buys the farmers a drink first) will get one of the farmers to tell the tale.

If they ask about the children, the farmers will shake their heads sorrowfully. Such a shame, they were such nice kids so my parents said. No one ever found their bodies so they blocked up the mine properly so as no one would fall down again.

"It started a few months ago. The odd sheep and goat started to vanish from our flocks. We thought nothing of it at first, sheep fall down holes, get taken by wolves and so on and we thought nothing of it. Then we started to lose sheep more and more frequently and not just the weak and the old, prime sheep and goats have been taken and not a sign of them left behind. It's not just one of us either, all of us have lost animals and it's getting worse. We are going to see the sheriff today to see if he can get us a party of hunters to track the beast down. Thomas here thinks it may be a ghost or a wyvern, but what would a ghost want with a goat and we have never had a wyvern this side of the Iron Hills."

The farmers will be able to offer no more than 50gp between them for slaying of the beast, business is hard with the loss of so many animals. 

Market Malaise

This encounter takes place in the livestock market. Of the five large pens reserved for animals only four are occupied. A group of farmers stand around muttering quietly.

"It's unlike Garma not to turn up on market day." One of the farmers says looking over at the empty pen. "I know he was having trouble, lost half a dozen sheep last week I hear. Mind you he's never been the same since his wife died."

"Still he would have turned up, he likes nothing more than a chance to moan and whine."

If the PCs make a successful Diplomacy check (DC12) the farmers tell a similar tale to that heard in the Alehouse.

"I've never known a time like it. We normally lose a few beasts in the winter but never so many as this. Not just us but all the farmers east of the village have had the problem. Mika here has had no problems have you?"

The young, fair haired farmer shook his head. "Nothing out of the usual, it seems just you farmers east of the Great Road and south of the Frostflow that have got a problem." 

The farmers will be able to offer no more than 50gp between them for the slaying of the beast. They will want evidence, its head preferably to mount in the bar of their favourite tavern.

Beast Beaters

As the PCs wander around the village, stocking up on supplies they come across a notice nailed to the door of the sheriff's house (See Appendix 7).

The sheriff will see the PCs if they ask. 

"I don't like it when the farmers are angry, they are the lifeblood of the community. We need the money that the wool, milk and meat bring in. They can only afford to offer 50 gull for a reward, I know it is not much but it is all they and the village can afford. You may be able to make a bit more on the wolf hide if you don't muss it up. Do this job well and I will keep you in mind for any other jobs that need doing round here." The sheriff is gruff and seems preoccupied but seems genuinely grateful that you are taking on this task.

If the PCs press for more (a successful diplomacy check at DC17 or an intimidation roll at DC19) then he will go as high as 75gp but will not be favourably inclined towards the PCs in the future if intimidation is used.  

If the PCs ask to be shown a map of where the beast has been striking then the sheriff will show them a copy of the map and point out where the animals have been taken.

If the PCs ask about the clearing at the centre of the wood then the sheriff will say the following.

This area was the centre of a gold rush some three hundred years ago. Dwarves from beyond the Iron Hills came and sank shafts deep into the hills in search for gold, platinum and gems. They found little. Large numbers of trees were felled for pit props, smelting the ore and building shelters. Some parts of the woods have taken longer to restore than others. Talk to the druid if you can find her if you have any other questions. She travels from wood to wood doing what she can to keep them safe and healthy.

Clerical Conundrums

The temple of Jascar, is solidly built from the local limestone, silver grey in colour its contours have been softened by many years of heavy rain. Inside the narrow windows provide little in the way of illumination, instead torches and candles are used, giving the temple the feel of an underground cavern. Carved into each of the pillars and embroidered onto the altar cloth is Jascar's symbol, a snow capped mountain. 

The temple has a large collection of documents and maps of many of the mines that were dug during the gold rush three hundred years ago. Many are in poor condition and some have been lost completely. They also have a selection of equipment and aids for those wishing to carry out under ground explorations and are willing to loan them to any PC who asks and is prepared to make a donation to the order's coffers. 

The equipment includes silk ropes, iron pitons, hammers, Tindertwigs, bullseye lanterns and oil. 

If the PCs ask if the clerics have any knowledge of the disappearances then they are shown into the presence of the head of the order in Trebourne, Praxin Kent. 

"I don't know if this has anything to do with the disappearances but I have had some disturbing dreams recently. Something dark and unholy has been stalking the Iron Hills. What it is or where it has come from has not been gifted to me by Jascar but each night I have dreamt of it. It is shapeless, formless and evil, it must be destroyed. If I find out where it is coming from I will organise a party of the best in the village to hunt it down and destroy it. Any information that you can gather would be most welcome."

If the PCs find out the cause of the disappearances and pass the information on to Praxis he will reward them with 20gp for each piece of information and invite them to aid him in destroying the evil. Praxin will also offer the PCs two potions of Cure Light Wounds and some advice.

"Take what chances to rest you can, but don't leave unless you have to. If the critters have a spark of wit about them they will start to build traps and plan for your return. Use skills and spells wisely and it is far better to die having used everything you have then die with a mind full of spells and a pocket stuffed with scrolls. Come to think of it it is better not to die at all."

Above Ground Excursions

Visiting The Farms

The PCs may wish to visit the farms from which the sheep and goats have been taken. If they do read the following description.

The farm building is solidly constructed of timber and local stone. The farmer, his wife and children live on the upper story while the lower level is used to house a few cows and during the lambing season any orphaned or sickly lambs. The beams inside are smoke blackened and the smell of the byre below pervades the living rooms above.  

The farmers are welcoming and tell of the problems they have been facing with the weather and now the vanishing sheep. They believe it is a wolf that done it. 

If the PCs visit the farm of the missing farmer (NE of the wood)  the description is the same though it has the air of not having been occupied for some time. 

Trebourne Woods

The woods are dense and dark, the undergrowth hides hidden stumps and rotten fallen trunks. The wood is a mixture of oak, birch and chestnut, each striving for supremacy in the battle for space. There are no obvious tracks and it is difficult to move steadily in a constant direction.

As the PCs wander through the forest there is one chance per hour and each time the PCs make a loud noise that a random encounter will take place. It takes 1d3+2 hours of searching before they come to the mine.

Trebourne Woods Encounter
Dice Roll d%

No Encounter
01-30

Stirges
31-50

Clearing
51-75

Spiders
76-100

Stirges (EL 2)

A pack of stirges that live in the ruined mine and are hungry for blood attacks the PCs

Stirge (4): CR 0.5; Tiny Beast; HD 1d10 (6, 3, 1, 10 hp); Init +4; Spd 10ft, fly 40ft; AC 16 (+2 Size, +4 Dex); Atk Touch +6; Face/Reach 2.5 ft by 2.5ft / 0f; SA Attach (Ex) Blood Drain (Ex); AL N; Fort +2; Ref +6; Wil +1; Str 3; Dex 19; Con 10; Int 1; Wis 12; Cha 6; Height 1ft; 

Skills: Hide +14;

   Feats: Weapon Finesse (touch); 

   SA - Grip: If the stirge hits it uses its eight legs to hold on. It then has an AC of 12.

   SA - Blood Drain: A stirge does 1d4 points of constitution damage each round each round until it has done 4 points of constitution damage.
Clearing (EL 0)

The PCs find themselves in a clearing within the woods.

The trees thin out till you stand in a small clearing no more than 30 or 40 feet across. A few stunted saplings struggle to grow on a thin rocky soil. A heavy rusty plate some 10' square can be seen poking through the sparse grass near the centre of the clearing.

If the PCs search the clearing they find that the ground is rough and broken, comprising a mixture of broken rock and thin soil. They can also make out the outline of a small building long ago fallen into ruin. There is a chance that they may spot (DC 14) an old rusty pickaxe or shovel amongst the ruins. The metal plate is secured to the rock below with eight large iron bolts. They have rusted solid and if the PCs try to open it (DC 22) then all they achieve is sheering  the head of the bolt off. There is no sign that anything has been here for a very long time.

Spiders (EL 1)

A pair of spiders attacks the PCs as they pass through the forest.

Spiders (2): CR 0.5; Small Magical Beast; HD 1d8 (3, 5hp); Init +3 (Dex); Spd 40ft, Climb 20ft; AC 14 (_1 size, +3 Dex); Atk Bite (+4 Melee) (1d4-2); Face/Reach 5ft by 5ft / 5ft; SA Poison; AL N; Fort +2; Ref +3; Wil +0; Str 7; Dex 17; Con 10; Int ; Wis 10; Cha 2; Height 2"; 

   Skills: Climb +10 Hide +14 Jump +4 Spot +15;

   Feats: Weapon Finesse (Bite); 

   SA- Poison: Fortitude save DC 11 or 1d2 Points of STR

Ewsdek's Regret

Wandering Creatures

Wandering Encounters occur every hour or after PCs make a loud noise.

Dice Roll d%
Encounter
Notes

1-10
Kobold Raiding Parties (3 kobolds + 1 Dire Weasel) 
Three of these parties exist.

11-15
Ewsdek's Ghost (1st level Dwarf)
Unless encountered in location 18

16-30
Ghosts Of Sofia and Gregor (Human)
Friendly - Can be dispelled by taking their bodies back to the village

31-50
Wolves from location 6.


51-65
Normal Bats
Scatter when the PCs enter a cave/passage. No attacks no damage

66-75
Normal Rats
Scatter as PCs enter a cave, their eyes glinting in the torch light

76-100
No encounter


Kobold Raiding Parties

The kobolds make regular raids into the countryside to obtain sacrifices and food. The go in groups of three with a dire weasel for company. If the kobolds encounter the PCs they will try to retreat to their caves and bar the door, preparing traps and defensive positions. There are three of these parties, the other kobolds are in the main caves.

   Kobold (3): CR 1/6; Small Humanoid; HD 1/2d8 (6, 3, 6 hp); Init +1 (Dex); Spd 30'; AC 15 (+1 Size, +1 Dex, +1 Natural, +2 Leather); Atk Halfspear -1  (1d6-2); Light-Crossbow +2 (1d8); Face/Reach 5' by 5' / 5'; AL LE; Fort +0; Ref +1; Wil +2; Str 6; Dex 13; Con 11; Int 10; Wis 10; Cha 10; Height 3'; 

   Skills: Craft (Trapmaking)+2, Hide +8, Listen +2, Move Silently +4, Search +2, Spot +2;

   Feats: Alertness; 

   Dire Weasel (1): CR 2; Medium Animal; HD 3d8  (7hp); Init +4 Dex; Spd 40'; AC 16 (+4 Dex, +2 Natural); Atk Bite +6 melee (1d6+3); Face/Reach 5' by 5' / 5'; SQ Scent; AL N; Fort +3; Ref +7; Wil +4; Str 14; Dex 19; Con 10; Int 2; Wis 12; Cha 11; 

   Skills: Hide +9, Move Silently +10 Spot+5;

   Feats: Weapon Finesse (bite); 

Ewsdek's Ghost

See the description for the encounter in location 18. 

Ghosts Of Sofia and Gregor

The ghosts are friendly and will not attack the PCs even if attacked. Instead they will moan softly and drift back into the rocks. If the PCs attack them they will not reappear.

If the PCs are kind and promise to take their bones back to Trebourne they will show you first where their bones are then where Ewsdek lost his hammer (a +1 weapon). 

They don't know who the body with the hammer is.

The ghosts will not respond to any questions, they just repeat the plea for aid.

The air seems to chill suddenly and the hairs on the backs of your arms stand up. Two insubstantial figures have materialised in front of you. One is that of a young man, the other is of a younger girl. They whisper hoarsely, tears brimming in their eyes.

"Help us." Plead the figures. "Sofia ate a bad mushroom, she not well and now we're lost - take us home to mother. Please" The vision shold out their hands towards you.

   Ghosts (Sofia & Gregor) Human  Com1 (2): CR 3; Medium Undead; HD 1d12 (4, 2 hp); Init ; Spd 30'; AC 11; Atk None; Face/Reach 5' by 5' / 5'; AL G; Fort ; Ref ; Wil ; Str ; Dex ; Con ; Int ; Wis ; Cha ; Height 4'; 

   Skills: Hide +8, Listen +8, Search +8, Spot +8;

   Feats: None; 

   SQ- Turn Resistance (Ex)+10

Wolves

See the description for the encounter in location 6. 

Location Descriptions

Boundary Stones

The first sign the PCs get of the mine is one of the two boundary stones put up by Ewsdek three hundred years ago. 

You enter a clearing near the centre of which is a standing stone. It is heavily encrusted with moss and lichen but you can make out some dwarven characters engraved into it. A few hundred yards further on you can see the trees thin out into a larger claering.

If the PCs are approaching from the south the characters read 'Ewsdek's mine. Southern Boundary Stone.'

If the PCs are approaching from the east the characters read 'Ewsdek's Mine. Eastern Boundary Stone.'

Only those who can read Dwarven can decipher the writing on the stone.

[Ewsdek Hurgon. Sarnae. Ewsdek Hurgon. Sannnae]

The Mine Head (0)

The clearing is broad and trees have struggled to colonise the thin, rocky soil. On the north side of the clearing a shallow quarry has been dug, the bottom of which is under water. A dark opening leads into the hillside on the north side of the pool. Beside the pool is the ruin of a stone building, now no more than two low  walls and a tumble of moss covered boulders.

If the PCs search the ruin they easily (Spot Check DC 8) spot a stone that seems out of place. It seems more recent than the others and has some writing in the common script upon it. 

'In Memory of Sofia and Gregor 559"

The pool is no deeper than 18"  but there are places where the ground is uneven and slippery (DC 15 or fall over - each PC needs to make this check once). 

PCs checking the edge of the pool before entering it will notice (Spot check DC 15) small footprints leading to and from the pool. Those with the Knowledge Nature or Wilderness Lore skill or the Tracking Feat can attempt to identify them as kobold footprints along with that of a wolf (DC 18). If the PCs check after they have been into the pool the check becomes DC 20 as the PCs have messed up the footprints slightly. 

The Mine Entrance (1)

The dark opening is framed with the remains of a large wooden door, the fragments that are left are like rotting teeth. Rusting iron nails protrude from the planks and litter the floor both inside and outside the door. Beyond the door is a narrow low ceilinged passage (5' wide by 5' high) carved from the rock. The remains of a track way can be seen in places, rotting sleepers and short lengths of rusty iron rail.

A successful spot check reveals that creatures have passed this way recently (DC 12).

Welcome To The Bat Cave (2)

The passage runs north for about forty feet, widening to about 10' as it goes until it emerges into a large irregular natural cavern. The smell of ammonia is heavy in the air and the remains of large numbers of small creatures litter the cave floor. The ceiling is at least thirty feet above the cave floor, much higher in places. Strangely shaped pillars block your view to the west and east. Stalactites hang from the ceiling stretching out to reach their cousins on the floor.

The cave contains a solitary Dire Bat hanging beside the pillar marked 'x'. It attacks the rear most of the PCs unless it is spotted (DC 18) in which case it attacks the nearest PC.

   Dire Bat (1): CR 2; Large Animal; HD 4d8+12(29hp); Init +6 (Dex); Spd 20ft, fly 40ft; AC 20 (-1 size, +6 Dex, +5 Natural); Atk Bite +5 Melee (1d8+4); Face/Reach 10' by 5' / 5'; AL N; Fort +7; Ref +1; Wil +6; Str 17; Dex 22; Con 17; Int 2; Wis 14; Cha 6; 

   Skills: Listen +11, Move Silently +11, Spot +11;

Fungal Grotto (3)

This small roughly rectangular room contains a number of large fungal growths. Some are red, some green and others black. Some grow on the cave floor, others on the walls. The mushroomy smell is strong and rich. It appears that some have been harvested recently as a number of stems lack caps. 

A PC with the Profession (herbalist) feat or wilderness lore skill will be able to identify those fungi that are edible and those which are poisonous (DC 10). The red ones are poisonous, the green ones taste foul and the black ones are edible.   

Old Miners' Quarters (4)

This area unlike the previous room is obviously manmade. The neatly finished walls and smooth floor point to a lot of work by a skilled craftsman. Stone walls have been built from the floor to the ceiling which is some seven feet high in this area. A wide passage runs east while a narrower one leads south between two of these walls. This passage has been partially blocked by a rock fall but you can make out an opening above the pile of rubble. 

Pony Stables (4a)

A series of low stone walls each have square holes in their tops. A few rotten fragments of wood remain in the holes. Rusty rings are attached to the side walls and the remains of a rusty iron basket can be seen on the end wall.  The floors are scored and scratched.

Store Room (4b)

The door to this room is now no more than a pair of rusty hinges that retain no more than a few fragments of wood. Inside there is little to indicate the rooms original purpose.   

Store Room (4c)

The door to this room is stuck. If the person trying to open it (DC 11) succeeds by more 11 or more finds himself trapped for one round as he has burst through the rotten wood rather than opening it. 

This room still contains some of the goods used by the miners. A shelf contains three flasks of lamp oil, eight miners helmets (no addition to AC) each with a holder for a candle,  a box of 15 rancid tallow candles. On the floor there is a rotten wooden box of rusty pickaxes, the shafts have rotted away and several of the metal heads have rusted together. The remains of a couple of barrels, contents unknown and dangling from the ceiling several corroded metal hooks completes the inventory.

Bunk Room (4d)

The door to this room is partially blocked by rubble. PCs will have to climb the pile to access the passage beyond or enter the room. 

Looking through the narrow (2' gap between the top of the rock pile and the ceiling you can see little of what lies within the room. A few rotting bunks, some chests nothing else.

As the PC peers into the room two of the room's occupants will make a grab for the PC and try to drag the PC into the room. There are five dwarven skeletons in all within the room.

   Skeleton (Small) Dwarf Male Exp1 (4): CR 0.25; Small Undead; HD 1/2d12 (3, 5, 6, 5hp); Init +5 (+1 Dex, +1 Natural); Spd 30'; AC 13 (+1 Size, +1 Dex, +1 Natural); Atk 2 Claws (+0 Melee) 1d3-1; Face/Reach 5' by 5' / 5'; AL N; Fort +0; Ref +1; Wil +2; Str 8; Dex 12; Con ; Int ; Wis 10; Cha 11; Height 4'; 

   Feats: Improved Initiative; 

   SQ- Immune to Mind-influencing effects

   SQ- Cold Immunity

   SQ- 1/2 Damage from piercing/slashing weapons

The room contains eight rotten bunks the wood rotten and collapsed, the mattresses rotting piles of slime. There are four stout wooden chests, bound with iron bands each is secured with a hasp and brass padlock.

The chests are locked. PCs searching the remains of the skeletons will find the keys to the chests otherwise an Open Lock roll (22 will  have to be made).

The chests contain 90gp, a chunk of polished hematite (8gp)  and a rotten shortbow, once obviously of superior quality but now too rotten to use. 

Office (4e)

The door is missing from this room. Inside all that remains are what appear to have been a desk and a chair. The drawers of the desk have been removed and broken. 

There is a secret door in the east wall (DC 20) that leads to the safe room. 

Safe Room (4f)

This tiny room is dry and the air is stale after being shut for so long. An iron casket rests on a shelf. It is locked. 

The casket contains 110gp and a document written in the dwarven language. The casket is locked with a superior lock DC30. The key is in room 4h.

The document is Ewsdek's deed of ownership of the mine with it the PCs can take ownership of the mine.

Ewsdek's Room (4g)

The door to this room is stuck. The writing on the door reads 'Ewsdek's Room. Private.'

The door has a corroded copper name plate attached to it with some dwarven writing on it. This room appears to have been a meeting or receiving room. A large wooden table fills the centre of the room. It is covered by mould and fungus. Around it is four chairs, also coated in fungus. A solid looking wooden door is set into the south wall. 

A strong chest is against the west wall and the remains of a sheet of parchment hangs on the east wall, only fragments of it remain, all of which are blank.

The chest is locked (the key is in room 4h). The chest contains nothing but a pile of parchment and vellum fragments.    

Ewsdek's Bedroom (4h)

This room was a bedroom, once quite well furnished. The bed is well constructed, the legs and posts that once supported the curtains are carved with abstract designs. Lying on the floor within the mess that was a mattress and blankets is a dwarven skeleton. A wooden dresser stands drunkenly beside the bed, one leg having rotted off. Beside it is a shattered glass vial. 

If the PCs search the dresser they find a bunch of keys that will open any lock in area 4. 

The broken glass vial once contained poison as a PC with the Heal skill can determine (DC 18). 

Is this Ewsdek?

Stirge Nest (5)

This room contains up to six stirges. If the PCs encountered the stirges outside and killed them then there will only be two here.

Dark brown stains mar the walls and floor of this natural cavern. The stains appear to come from a small ledge high up on the south wall. 

The stirges will not attack until a PC tries to climb the wall (DC 25) or the PCs turn to leave in which they will attack the PC bringing up the rear.

Stirge (2): CR 0.5; Tiny Beast; HD 1d10 (6, 4 hp); Init +4; Spd 10ft, fly 40ft; AC 16 (+2 Size, +4 Dex); Atk Touch +6; Face/Reach 2.5 ft by 2.5ft / 0f; SA Attach (Ex) Blood Drain (Ex); AL N; Fort +2; Ref +6; Wil +1; Str 3; Dex 19; Con 10; Int 1; Wis 12; Cha 6; Height 1ft; 

Skills: Hide +14;

   Feats: Weapon Finesse (touch); 

   SA - Grip: If the stirge hits it uses its eight legs to hold on. It then has an AC of 12.

   SA - Blood Drain: A stirge does 1d4 points of constitution damage each round each round until it has done 4 points of constitution damage.

In the nest is a rotted leather pouch containing a nice chunk of golden yellow topax

Wolves' Lair (6)

The neatly constructed wall stops abruptly to be replaced by natural cavern once more. A narrow opening gives way to reveal a wide, irregularly shaped cave. Pillars of grey limestone support the ceiling and the glint of mineral veins can be seen in the floor and ceiling. In places the floor is covered by shattered rock as if a stalactite has fallen from the ceiling.

   Wolf (2): CR 1; Medium Animal; HD 2d8+4 (13, 13 hp); Init +2 (Dex); Spd 50'; AC 14 (+2 Dex, +2 Natural); Atk Bite +3 Melee (1d6+1); Face/Reach 5' by 5' / 5'; AL N; Fort +5; Ref +5; Wil +1; Str 13; Dex 15; Con 15; Int 2; Wis 12; Cha 6; Height 3'; 

   Skills: Hide +3, Listen +6, Move Silently +4, Spot +4, Wilderness +1;

   Feats: Weapon Finesse (Bite); 

The wolves that have made this their lair will attack without warning, bursting from the small cave to the south driving the PCs north towards area 6a. There is a trip-wire at human neck height just beyond the pillar between rooms 6 and 6a. A PC that strikes this causes a large net to spring up. A set of brass bells attached to the net will start to jingle and will continue to ring as the PCs struggle. This will cause a party of kobolds to appear within 1d4+4 rounds.

   Large Net Trap: CR 1; Characters in a 6' square are grappled by net (Str 18) if they fail a reflex save; Reflex save Avoids (DC 12); Search (DC 20); Disable Device (DC 25); Up to 4 PCs can be held in the net which is held some 4' above the ground. 

The Unquiet Grave (7)

These passages slope upwards from south west to north east. 

The passages here are a mixture of natural, water worn tunnels and those that have been hewn by mortal hands. Occasionally a side passage will branch off for a short distance chasing the elusive mineral veins. 

Lost and Alone (7a)

As soon as the PCs enter this chamber the Wandering Encounter with Sofia and Gregor is generated unless the PCs have attacked them in which case they will not reappear unless a cleric prays over the bones. If the PCs desecrate the bones the ghosts will use their Frightful Moan attack which causes affected PCs (Will DC11) to panic for 2d4 rounds. 

This large long narrow chamber slopes steeply down to the south west. Climbing down will be easy, but climbing up will be harder. At the far end of the chamber you can make out a pile of bones.

The bones are those of Sofia and Gregor. They still retain a few fragments of clothing and hair. They are light and will easily fit in a pack or sack.

End Of The Line (8)

The corridor ends in a neatly mortared wall. The door in the centre of the wall is in far better condition than most in the dungeon, in fact it appears to have been recently repaired. The lock has been broken but it still appears to be stuck or possibly barred from the other side.

The door is barred from the other side and is trapped with a scything blade trap. To raise the bar takes an Open Lock check (DC 18). 

   Scything Blade: CR 1; +8 Melee (1d8/x3 Crit); Reflex save Avoids (DC 21); Search (DC 21); Spot (DC 21); Disable Device (DC 20); 

If the PCs trigger the trap read the following

A large blade swings out of a narrow slot in the wall to your right. Scything across the corridor at great speed towards a matching slot in the opposite wall.

Caves Of The Kobolds (9)

If the PCs make any loud they will attract a kobold party within 1d4 rounds. Roll for random encounters every other round but ignore anything other than the kobold parties.

The caves here are obviously natural. The floors are uneven and generally slope down to the east and south. The walls, floor and ceiling are pocked with water worn potholes and there always seems to be one in shadow no matter how you move your lantern around. The passage forks just after the door, one leg goes north the other east. 

Chasm (10)

The passage ahead is breached by a chasm some 12' wide and at least 30' deep. At the bottom of the chasm you can see and hear water rushing over rocks. 

PCs can either jump across the chasm or climb across the wall (DC 20).

PCs falling into the river will take 3d6 points of damage and will be rushed along the river to emerge in the pool in room 13/15.

Chasm (11)

The passage ahead is breached by a chasm some 14' wide and at least 30' deep. At the bottom of the chasm you can see and hear water rushing over rocks.

PCs can either jump across the chasm or climb across the wall (DC 20).

PCs falling into the river will take 3d6 points of damage and will be rushed along the river to emerge in the pool in room 13/15.

Safe Haven (12)

This room is quiet and stunningly beautiful. Stalactites and stalagmites have been stained a rainbow of colours by the mineral rich waters running through the rocks. Some of the growths are wider than you can wrap your arms around, others are thinner than your little finger. It is clear that no one has been here before.

The kobolds never cross the chasm so this is a good place for the PCs to rest and recuperate if they need to.

Pool Chamber (13 + 14)

This large irregularly shaped chamber is  divided by a forty foot wide lake. The water is not still, there is a flow from north to south. The far side of the lake (area 14) is partially obscured with smoke and steam.

A pair of kobolds on the far side of the lake start to fire crossbows and call out for assistance as soon as the PCs are spotted and any remaining kobolds that are left will come to their aid apart from the kobold leader and his high priest. 

The water is cold and varies in depth from a few inches at the shore to 8' deep in the middle. The current is strong and a successful swim check is needed (DC 13) to make it across to the other side.

Kobolds' Lair (16)

Some rude nests of wood, bracken and animal skins fill this chamber. The animal smell is acrid and strong.

Any kobolds not encountered so far, along with their weasel companions will be found here.

Kobold Chief's Lair  (15)

This large irregular chambers is partially filled with a mixture of steam and smoke that drifts in from the passage to the south. In one of the alcoves is a battered wood and leather chair, much repaired and worn. 

If the PCs have managed to kill off the kobold guards quietly before now then the kobold chief will not be expecting them. If any of the kobolds managed to escape, Zo will not be here, instead he will be with Wolakorr in chamber 17 preying to 'That Which Lies Below'. Any remaining kobolds will be here to defend their leader. Behind the throne is a chest with the kobolds treasure. The chest is locked (DC 20) but not trapped.

The chest contains:

15000cp, 150pp, a silver chalice with an opal base (120gp), a solid silver idol (100gp) and a scroll. 

   Zo - Kobold Chief (1): CR 1; Small Humanoid; HD 1d8 (10hp); Init +3 (Dex); Spd 30; AC 17 (+3 Dex, +1 Natural, +2 Leather); Atk Halfspear +3 (1d6+2) / Light Crossbow +4 (1d8); Face/Reach 5' by 5' / 5'; AL LE; Fort +6; Ref +4; Wil +5; Str 16; Dex 17; Con 16; Int 13; Wis 13; Cha 9; Height 3'; 

   Skills: Craft (Trapmaking)+4, Hide +8, Listen +4, Move Silently +4, Search +2, Spot +2;

   Feats: Alertness; 

Temple 'That Which Lies Below' (17)

This room is filled with steam and a foul smelling smoke that makes it difficult to make out all the features in the room. It is large, roughly circular with what appears to be a large pit in the south east corner. It is from this pit that the vapours are coming from. Half hidden in the vapours is a pale white kobold chanting in its strange tongue.

The pit is where the kobolds make their offerings to 'That Which Lies Below'. The offerings are mainly sheep though they would offer any of the PCs they capture as well. 

   Wolakorr (1): CR 1; Small Humanoid; HD 1d6 (3 hp); Init +1 (Dex); Spd 30'; AC 15 (+1 Size, +1 Dex, +1 Natural, +2 Leather); Atk Spells; Face/Reach 5' by 5' / 5'; AL LE; Fort +1; Ref +0; Wil +5; Str 12; Dex 11; Con 13; Int 11; Wis 16; Cha 13; Height 3; 

   Skills: Craft (Trapmaking)+4, Hide +8, Listen +4, Move Silently +4;;

   Feats: Combat Casting (+4 to concentration checks); 

   Spells: 3\1: 

Domain: Protection From Good [+2 AC, +2 Saves] 

Resistance (+1 on Saves)

Cure Minor Wounds (1hp)

Cure Minor Wounds (1hp)

Cause Fear (1 creature flees for 1d4 Rounds)

Looking over the edge of the pit causes your eyes to water and your throat to itch. You can make out nothing below, you cannot judge how deep the pit is nor what, if anything is at the bottom.

If the PCs choose to go down then proceed to the Ewsdek's Regret - Part II.

There is a secret passage in the west wall that only Wolakorr knows about. If the battle is going against him he will make a run for it down the passage. (DC 20 to find it from either side). If he can't make that or the normal exit he will through himself into the pit.

Ewsdek's Doom (18)

A body lies half buried by a rockfall holding Ewsdek's hammer. Who is it? 

The narrow passages here have a claustrophobic feel about them as if they are going to close in at any moment. The walls and ceiling are covered with a filigree of fine and not so fine cracks. Each of the passages is blocked by rockfalls.

Searching the rockfalls has a 5% cumulative chance of causing another, minor rockfall which causes no damage but makes a lot of noise and fills the air with dust (Reflex save DC15 or cough and sneeze for a 1 minute).

The rock fall in the easternmost corner has a dwarven skeleton and a warhammer buried in it. Any PC that messes with the pile causes the appearance of Ewsdek's ghost unless they have already dealt with the spirit. 

   Ghost (Ewsdek) Dwarf Male Exp1 (1): CR 3; Medium Undead; HD 1d12(10 hp); Init +1; Spd 30'; AC 11; Atk None; Face/Reach 5' by 5' / 5'; SA Corrupting Touch +2; AL ; Fort +0; Ref +1; Wil +3; Str 10; Dex 13; Con ; Int 11; Wis 10; Cha 15; 

   Skills: Hide +8, Listen +8, Search +8, Spot +8;

   SA- Corrupting Touch +2 / 1d4 points of damage

Appendix 1: Consolidated Monster Statistics

Location
#
Type
AC
Max HP
Current HP
XP
Move
Notes
EL
Attacks And Damage

Outside W
1
Stirge
16/12
6

150
10 / 40
12 Attached
2
Touch +6 / 1d4 Con

Outside W
2
Stirge
16/12
3

150
10 / 40


Touch +6 / 1d4 Con

Outside W
3
Stirge
16/12
1

150
10 / 40


Touch +6 / 1d4 Con

Outside W
4
Stirge
16/12
10

150
10 / 40


Touch +6 / 1d4 Con

Outside W
1
Spider
14
3

150
40 / 20

1
Bite +4 / 1d4-2 1d2 Poison (Fort. DC 11 to negate)

Outside W
2
Spider
14
5

150
40 / 20


Bite +4 / 1d4-2 1d2 Poison (Fort. DC 11 to negate)

Inside W
1
Kobold
15
6

50
40
1st Group
2.5
Halfspear -1 / 1d6-2 or Light Crossbow +2 / 1d8

Inside W
2
Kobold
15
3

50
40
1st Group

Halfspear -1 / 1d6-2 or Light Crossbow +2 / 1d8

Inside W
3
Kobold
15
6

50
40
1st Group

Halfspear -1 / 1d6-2 or Light Crossbow +2 / 1d8

Inside W
1
Dire Weasel
16
7

600
40
''

Bite +6 / 1d6+3

Inside W
1
Kobold
15
6

50
40
2nd Group
2.5
Halfspear -1 / 1d6-2 or Light Crossbow +2 / 1d8

Inside W
2
Kobold
15
3

50
40
2nd Group

Halfspear -1 / 1d6-2 or Light Crossbow +2 / 1d8

Inside W
3
Kobold
15
6

50
40
2nd Group

Halfspear -1 / 1d6-2 or Light Crossbow +2 / 1d8

Inside W
1
Dire Weasel
16
7

600
40
''

Bite +6 / 1d6+3

Inside W
1
Kobold
15
6

50
40
3rd Group
2.5
Halfspear -1 / 1d6-2 or Light Crossbow +2 / 1d8

Inside W
2
Kobold
15
3

50
40
3rd Group

Halfspear -1 / 1d6-2 or Light Crossbow +2 / 1d8

Inside W
3
Kobold
15
6

50
40
3rd Group

Halfspear -1 / 1d6-2 or Light Crossbow +2 / 1d8

Inside W
1
Dire Weasel
16
7

600
40
''

Bite +6 / 1d6+3

2
1
Dire Bat
20
29

600
40 / 20

2
Bite +5 / 1d8+4

4d
1
Skeleton (Small)
13
3

75
30

1
Claws * 2 +0 / 1d3-1

4d
2
Skeleton (Small)
13
5

75
30


Claws * 2 +0 / 1d3-1

4d
3
Skeleton (Small)
13
6

75
30


Claws * 2 +0 / 1d3-1

4d
4
Skeleton (Small)
13
5

75
30


Claws * 2 +0 / 1d3-1

5
1
Stirge
16/12
6

150
10 / 40
12 Attached
1
Touch +6 / 1d4 Con

5
2
Stirge
16/12
4

150
10 / 40


Touch +6 / 1d4 Con

6 (Or In. W)
1
Wolf
14
13

300
50

2
Bite +3 / 1d6+1

6 (Or In. W)
1
Wolf
14
13

300
50


Bite +3 / 1d6+1

6a
1
Net Trap
0
0

300
0

1
Large Net Trap - Points for disarming only

7 (or In. W)
1
Ghost (Sofia)
11
2

225
30
+1 weapon or spells
1
XP for returning Bones only not killing!

7 (or In. W)
2
Ghost (Gregor)
11
4

225
30


XP for returning Bones only not killing!

8
1
Scything Blade Trap
0
0

300
0

1
Scything Blade Trap - Points for disarming only

14
1
Kobold
15
6

50
40
1st Group
2.5
Halfspear -1 / 1d6-2 or Light Crossbow +2 / 1d8

14
2
Kobold
15
6

50
40
1st Group

Halfspear -1 / 1d6-2 or Light Crossbow +2 / 1d8

15
1
Kobold Chief
17
10

300
40
War1
1
Halfspear +3 / 1d6+2 or Light Crossbow +4 / 1d8

17
1
Kobold Adept
15
3

600
40
Adp1
2
Spells

18 (Or in. W)
1
Ghost (Ewsdek)
11
10

900
30
+1 weapon or spells
3
Corrupting Touch +2 / 1d4  

Totals



219

7900


28


Appendix 2: Important NPCs

Appendix 3: Consolidated Treasure Lists

Location
Description
Value
Weight
Taken By

4d
Coins (90gp)
90
1.80


4d
Gems (Hematite 8gp) 
8
0.01


4f
Coins (110gp)
110
2.20


5
Gems (Golden yellow Topaz 600gp)
600
0.01


15
Coins (15000cp, 150pp)
1650
303.00


15
Chalice
120
2.00


15
Idol
100
10.00


15
Scroll (Detect Evil, Invisibility to undead) Both at 1st level
0
0.25


18
Warhammer +1
2312
8.00


Reward
50 - 100 per PC
400
8.00


TOTAL

5390
335.27


Appendix 4: New Monsters

None

Appendix 5: New Items

None

Appendix 6: Role Playing Bonuses

None

Appendix 7: The Notice

Wanted - Dead

A reward is offered for the capture or killing of the wild beast that is ravaging the countryside. 

Bring the head of the beast to the Sheriff of Trebourne to claim the reward of 

50 gull

No head - no reward.

Signed this day the 4th Day of Flocktime 591

Sheriff Tanner
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