INTRODUCTION

Trades and Services

MECC2: Nefford and Beyond continues the exploration
of Karaccia, this time shifting from the northern part of
the valley to the southern. After generally exhausting the
adventure opportunities near the town of Brink, those
looking for further fame and glory would be wise to
head south to the large town of Nefford.

Herein, the Castle Keeper will find all the information
they’ll need to run adventures in and around Nefford.
There’s a brief history of the town, information on the
two powerful families who hold the most sway there, de-
scriptions of some of the more important points of in-
terest, side quests and adventure hooks revolving around
the town and its inhabitants, and maps of the town.

This is followed up by three adventures, Trouble in
Southshore, They Came From Wood’s Hollow, and The
‘Woe of Gul Nalore. In the first, a simple bounty on orcs
turns into a game of tribal politics with the PCs trying to
restore an ages-long truce which has been disturbed.
The second involves boat-stealing lizardmen. Finally,
the PCs will be hired by a town of Elves to help with a
“dragon” problem, and then get caught up with a talking
wyvern, ninja turtles, and evil serpentmen in a lost tem-
ple (oh my!).

THE TOWN OF NEFFORD

Situated at the confluence of the Corkorran a
Fallflow rivers, Nefford is by far the largest town in the
valley of Karaccia. It boasts a population of some ten
thousand people with many shops, services, and enter-
tainment to offer. Its proximity to the main egress
the valley means it is the trade hub between I
and the rest of the kingdom of Imlar.

Unlike the towns of Brink and Southsho
both run by the Church of Erm, Nefford is
elected town council of seven mem
three years between elections. In re
two powerful merchant families
Blackgrove actually calling mo

leyfellow Brewery and th
in Old Nefford, and the
southwest of to ithi year of the town’s
- own’s taverns, two
s. The Barleyfellows

eirs,” and that they are

began as trappers and furri-
the year 23PS. They now run

y're also heavily involved in the spice
our of the five spice merchant store-
t importantly and very much unlike the
the Blackgrove family is deeply involved
of Erm and instead of viewing Nefford as
they view it as their home and its people as
their family.

Dwarfing the other towns of Karaccia, there are
many goods and services available in Nefford, especially
compared to what adventurers who started in smaller
towns are accustomed to. It’s safe to assume almost any-
thing from the equipment lists in the Castles & Crusades
Adventurers Backpack can be found in Nefford.
there are:

Bakers 19
Barbers 34

Locksmi
Magic s

Bathers 6 idservan
Blacksmiths *
Bleachers er
Bookbinders

Booksellers

Brewers

Buckle makers

Butchers

Carpenters

Chandlers
Chicken but

14 Rug makers 3

Coopers 9 Saddlers 5

Copyists 3 Scabbard makers 17
4 Sculptors 6
8 Shoemakers 43
26 Spice merchants 5
43 Tailors 46
7 Tanners 2
5 Taverns 20
7 Temples 3 (5)
6 Water carriers 15
y merchants 6 Weavers 18
Tlluminators 3 Wine sellers 8
8 Wood carvers 4
elers 26 Wood sellers 3

*The four magic shops (The Hungry Siren in Old
Nefford, Potions & Cauldrons and The Fancy Quill in Wen-
wic Corner, and The Twisting Nether in Westgarden) sell
mostly potions and scrolls, though The Twisting Nether
has a 5% chance on any given day of having a random
magic item for sale.

Laws

Assault, murder, slander, and theft are all illegal in
Nefford. Most are sentenced with fines and/or jail time,
though murder almost always results in a public behead-
ing. Unlike Brink and Southshore, there are no laws gov-
erning tithing. Residents do, however, have to pay a
property tax each year based on the size of their prop-
erty (lgp per square foot), and merchants must pay a
sales tax of 5% that is collected monthly.

The peace is kept by 70 guardsmen (1** and 2 level
fighters) who serve under an elected sheriff, currently a
frumpy man named Malvin Myles.




Malvin Myles

6™ level fighter

AC: 14 HP: 28 MV: 30’ AL: CG
Str: 16 Dex: 9 Con: 18

Int: 8 Wis: 12 Cha: 13

Members of the town council act as judges, with tri-
als usually being held monthly; being arrested the day
after trials means sitting in jail for a month until the next.

Neighborhoods

Nefford is divided into nine main neighborhoods.
Three of them are behind the town walls, while the oth-
ers have grown over the years to expand the town out-
side of its fortifications. Inside the walls can be found Old
Nefford, Wenwic Corner, and Westgarden.

As its name implies, Old Nefford is the oldest por-
tion of the town with some 80% of its buildings still con-
sisting of the original construction, including the majes-
tic, three-story town hall and the gleaming white-marble
temple of Erm. Old Nefford hosts a mix of affluent, mid-
dle class, and poor citizens.

The southeastern quarter of the town is known as
Wenwic Corner. This area was the first portion of Nef-
ford to be built on the southern side of the Corkorran
river and is home mostly to middle-class merchants a
tradesmen.

Westgarden is the newest part of the town within th
walls, though most of its construction was completed a
hundred or so years ago. Westgarden is unquestionably
the most affluent and exclusive part of Nefford.

The outskirts of Nefford are composed of G
Row, Corkorran Market, Gorgeknot, Grocer’s Field,
and North Acre.

Found just outside the southeastern ga
Caravan Row is where merchant caravans and
liveries are welcomed into Nefford
persed to the many warehouses an
wic Corner.

Nestled between the tow,
river is the Corkorran Ma
Karaccia via the river
bazaar.

Little more than a
slum of Nefford. With e
and a relativel
under an aba

o-wells who traffic in
people. It is rumored

nt on the eastern bank of the Fallflow is
wn, as it is the Dwarven district. Dwar-
h tradesmen and artisans produce items
uality here.

there’s the small quarter of North Acre, the
newest portion of Nefford. Relatively affluent, the new
money that has built North Acre stems from a silk trade
burgeoning after the recent discovery of giant silkworms
living in the grasslands north of town.
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fford, at least that are

p below the town hidden beyond
bs lies a dark temple to Orcus,

any random shopkeeper, street performer,
can (and should) be created by the Castle
per as needed (the Troll Lord Games’ NPC Almanac
s are invaluable for this), this section details a few of
NPCs who are especially important in the grand
eme of the town. All of these folks not only play a ma-

jor role in the town’s everyday activities, but some will

also feature heavily in MECC38: The Knaves of Nefford, a
odule which brings about a major paradigm shift for
our campaign... Introducing some of these NPCs to
your players now can pay off later, so keep that in mind.

Thornley Barleyfellow

The current patriarch of the Barleyfellow family is
Thornley, a man who has so far seen 62 years on
Vaedz’Eb. He has a narrow face with a proud nose. He
keeps his thick auburn hair tied back, and his pale green
eyes always seem to be looking down at things. Despite
his age, Thornley cuts an imposing, stout form. He wears
fine raiment and jewelry, making no effort to be modest
about his wealth.

Though unaware of his nephew Andrick’s connec-
tion to the vile Sect of Twilight, Thornley Barleyfellow is
by no means a good man. At his core he holds in his
heart nothing but contempt for the common man, and
sees the town of Nefford as his own personal wealth-
making factory.




Andrick Barleyfellow

The oldest nephew of Thornley Barleyfellow, 36 year
old Andrick has golden hair and bright green eyes. He
wears well tailored clothing, almost exclusively in blacks
and purples, and always has a gold amulet around his
neck that appears to be a symbol of Erm, but which is ac-
tually a hidden locket with a symbol of Orcus inside. An-
drick is obsessed with beers, and often carries small
flasks of different draughts from his family’s breweries to
try sampling them with any new flavors he comes across.

Andrick believes that his family could rise above
mere wealth and the control of a “simple” town such as
Nefford, and aspires to rule Karaccia as his own king-
dom; he has no qualms in making pacts with demons in
pursuit of this goal. Andrick is actually the man respon-
sible for having brought the worship of Orcus into the
fold with The Sect of Twilight. Since they were already
involved in Human- (and Dwarf-, Gnome-, Elf-, and
Halfling-) trafficking, he saw them as a prime source for a
steady stream of sacrifices to gain favor with Orcus.

Selwyn Blackgrove

The current matriarch of the Blackgrove family is
Selwyn Blackgrove. Although she’s 52 years in age, she i
a stunning beauty. She has black hair and piercing
eyes, and walks with a slight limp. She wears plai
though well-made clothing. Selwyn spends most of her
time running one of the few businesses of the Black-
groves’ which is in direct competition with a Barleyfe
low business, The North Brewery, located near
in Old Nefford.

Selwyn’s granddaughter Lili Blackgrove
Barleyfellow’s youngest brother Farolt
have begun courting, and Selwyn has grown ine
concerned about this. The fact tha
leyfellow itself isn’t the worry (as
marrying between the two fami
rare, isn’t completely unheard
gun to suspect not only th
volved in Orcus worshi
nected to the group.

Father Ob MacKi
8™ level Cleric
AC:10 HP: 3
Str: 16 Dex:

is: 1

at Cathedral of Erm in Nef-
acKie is surprisingly young for
tion. He served the realm of Imlar as a
the King’s Army during the Green-
eleven years prior, and directly saved
Imson after a particularly nasty hobgob-
s been head cleric of the temple for 5 years

An average looking man of average build, with
brown hair and a trimmed beard, Ob would blend right
in to a crowd were it not for the clerical robes he wears
daily. Father MacKie is an 8" level Cleric, but hasn’t gone

man (as are the vast majority of
Church of Erm), and he has no

4 HP: 28 MV: 30’ AL: LE
212 Dex: 11 Con: 14
nt: 15 Wis: 17 Cha: 13

Forty-four years ago, Hagen Reid joined the Church
s an acolyte at the age of 12. Over the years, he rose
through the ranks of the Church and currently has sat as
the archbishop of Wenwic Temple for the past nine.

Now 56, the brown-haired Hagen seems to the folks
of Nefford to be, in all respects, a kind and patient man.
This couldn’t be further from the truth, though. Only
four short years after Wenwic Temple was built, the
Church of Erm outlawed the worship of the goddess
Sra’ha. Two years after he joined the Church, at the age
of 14, Hagen discovered a secret chamber underneath
Wenwic Temple which contained all of the items of wor-
ship which had been used during rites for that goddess of
death. These items, which were supposed to have been
destroyed, piqued Reid’s curiosity about the worship of
Sra’ha, and thus, Orcus. The path this led him down has
been nothing but detrimental to not only the Church,
but to all people of Karaccia. And, indeed, to the whole
of Imlar itself (see the module MECC3: The Knaves of
Nefford for more information on this).

Hagen usually wears chain mail hidden under his
clerical robes when he leaves the safety of his temple. He
also carries a concealed dagger, coated with poison (type
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Pondering the Poisoning of a Performer (Any)

TROUBLE IN SOUTHSHORE

Justen Kappert was an absolutely beloved member of
the troupe at the Westgarden Theatre, not only by the
fans, but by the other members and theater crew alike.
Although everyone wished him well when he decided to
join the Dux Septem, he’s been sorely missed.

The troupe of actors at the theater have been putting
off electing a new leader, but have finally narrowed their
choices down between two actors: Darius Silverfoot and
Kranden Merrysong. Little do any of the troupe know
that Darius is willing to kill for the position.

Exactly how Darius contacts the PCs in hopes of ac-
complishing this can vary. He might meet them during
an evening of drinking (Darius has been making appear-
ances at Ye Olde Apples Pub recently hoping to find
someone to hire for his twisted task). Or, perhaps the
PCs put out word looking to hire a thief retainer and
Darius contacts them assuming this means they’re “that
sort of folk.” Regardless, once Silverfoot has decided that
the PCs could be hired for such a thing, he’ll be fairly up-
front about his intentions.

“I'm short on time, so I'll be frank about this. I
wish my colleague Kranden Merrysong to be.. no
longer. But I don't need you brutes running him
through with a sword; this cannot look like a... ahem.
murder. I have learned through my sources
Karim, the owner of the Hungry Siren, has for sale
poison which will make it appear that Kranden has
suffered a heart attack. Given his love for the pipe and
the bottle, this shouldn'’t arouse any suspicion at z
I'm prepared to offer this necklace as payment.”

they're “there for the Fir-A'gir tart
shop. Darius provides the PCs wit
ing the 10,000gp Karim will
foot will explain that once
they’ll need to slip it into
often imbibes at the An
How this all plays ou
may decide to turn Da

ble cross Darius by keeping
and ratting him out to Kran-

empt to go through with the mur-
e terribly hard for them to slip the poi-
’s wine on one of the evenings he goes
elm to have a few drinks, though there’s
ce they’re caught and have to face the full
the law. And of course, even if they're suc-
cessful, good or neutral aligned PCs will immediately
shift to evil alignment.
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Give the PCs a copy of Handout #1; they have re-
cently seen these fliers posted around Nefford announc-
ing a bounty on orc shields which has been ordered by
Father Balsyn Fischer, head cleric of the Church of Erm
in Southshore.

The road from Nefford to Southshore is on

only customers ther
windows, but a deli
the kitchen and m
warm and inviting.

They’re met by
twelve years old. “Hello, tra
eagerly waves at them. “Drin
The boy points towards the doo common room a
few yards away. Inside, the PCs are greeted by the bar-
z. Theodon (who goes by “Theo”) is a
ith gray hair on his head and feet,
thin for one of his kind. He’s in-
PCs, since they’re his first cus-

ood that way, folks!”

rs have had a chance to secure
eir dinners, the front door flies open
ild from outside (named Timmy Schmitz) is
man dressed in chain mail and wearing a
oat. The man holds one of his hands over
boy’s mouth and holds a dagger to the boy’s neck
his other.

“Alright everyone, let’s make this easy,” says the
man as he takes a few more steps to allow his masked
ompanions to file in behind him. “Anything you have
at’s worth something; toss it on the bar and then back
pourselves against the wall I don't want a reason to
stick the kid, but if you give me one I'll take it.”




The man speaking is Karl Prager, the leader of the
Greencoats. They have been watching the Sore Foot for
three days now, waiting for an opportune time to strike.
The last two days had been fairly busy, but now with only
a few travelers, they see it as an easy target. Karl expects
the characters to comply, but is also fully prepared to
follow through with his threat if he feels that any funny
business is underway.

The manner in which this plays out is completely up
to how the PCs react to the situation. Karl plans on keep-
ing his hold on the boy while the patrons empty their
pockets and his men collect their goods, then throwing
Timmy inwards as he runs out the door following his
comrades’ exit. If the PCs all comply, this goes as
smoothly as possible, and no one gets hurt. If the charac-
ters try to interfere, the CK will have to adjudicate just
exactly how everything plays out (Timmy has 3 hit
points). Of course, once Karl releases Timmy, the charac-
ters are free to pursue him and his companions outside.

Karl

AC: 14 HD: 2 (d10) Size: M MV: 80’
Att: long sword or dagger

Dmg: 1d8 or 1d4

Save: P Int: Avg AL: CE XP: 10+2
HP: 19

Greencoats

AC: 12 HD: 1 (d8) Size: M MV: 30’
Att: short sword/bow Dmg: 1d6
Save: P Int: Avg AL: NE XP: 5+1
HP: 6, 5, 3

Karl carries 15gp, 37sp, and 5cp in his coin purse. The
rest of the bandits have 56sp and 87cp between th
they escape, they try to leave the area and hea
random direction looking for thei
tured, they are defiant and co
worthwhile information to the c

no worthwhile information ive).
If Timmy is killed, Tl"
s the

instead of the room

less of how their ev PCs
will see Handout #2 of the
inn. Theo doesn’t hav o add, just
that an EIf came and eeks prior,

parties south to the
village of Gul Nalore. This is further in the The

‘Woe of Gul Nalore section later.




The Town of Southshore

Nestled along the southern shore of Gorgewater
Lake, Southshore is a fishing town about twice as large as
Brink. In addition to being larger, there is a substantial
amount more traffic coming and going. Not only does
Southshore provide lake fish to Nefford, but the Gorge-
water Lake is home to a type of clam known as the
“Sweetheart’s Giftbox.” These clams have a wonderful
blue and purple shell with concentric patterns, and they
produce beautiful, heart-shaped pearls with a pink and
purple hue.

Though these pearls sell for incredible amounts of
money, Southshore has managed to remain small and
not overrun with treasure seekers, because it is known
that there are fewer than half a dozen found in any given
year, and also that the clams are imbued with a magic
which allows only one who was born within three miles
of the Lover’s Well in the center of town, who was bap-
tized into the Church of Erm before reaching one week
of age, and who upon reaching the age of 13 is found to
have developed a purple, heart-shaped birthmark on
their lower left buttocks, to open their shells and remove
a pearl.

Southshore has a population of about 5,000. The
majority live in small homesteads dotting the country-
side within a mile or so radius from the center of tow
about 1,500 live in said center, and a small handful liv
farms and logging camps in the outreaches up to thr
miles from town.

Like in Brink, assault, murder, slander, tithe avoid-
ance, and theft are all illegal. Most are sentenced with jail
time and/or fines, though murder almost always
in public hanging. However, unlike Brink, one
have to disarm to walk about Southshore (t
do give many a sideways glance at those w
adventurers, ruffians, and others of boisterous e

The patriarch of Southshore is Fa
Fischer is a 5™ level EIf cleric who
the service of Erm and her Churc
patriarch of Southshore now
that time the town has reape
and happiness.

Balsyn wears Mithri
robes at all times. He’s
347 years old, he a

church here in Southshore is definitely
counterpart in Brink, it acts solely as the
er Balsyn Fisher lives here as do a dozen
acolytes. Father Fischer will cast healing spells for 100gp
per level of the spell, and will remove curses for 300gp,
but only if the injuries or curses were acquired while in
service of the Church.
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The PCs will most likely head here first, as the flier
directs them to speak with Father Fischer. Balsyn tells
the party that around two months ago small thefts and
attacks on livestock started occurring, happening every
week or so. However, about a fortnight ago one of the
farms furthest from town to the southwest was attacked
by a small band of orcs bearing shields painted with yel-
low hawks.

Though Southshore does have a town gua
score of men, Father Fischer explai
to have any of them away fro
track and find the creatures in

2 — Town Hall

Enough trade ha
was built to deal wi

inn, the Purple Clam, greats visi-
Nefford perched from its founda-
ise in the north of town. The inn is ran by El-
lla Sweetpearl. The Clam has been in the

and Stella have been its proprietors since they mar-
18 years ago.

heir oldest son, Gehrt, left with his friends a week
or hoping to cash in on Father Fisher’s bounty and
hasn’t returned. If the Sweetpearls find out that the PCs
are also seeking the orc shield bounty, they will implore
m to find their son and his friends Arnatt and Willie
ourbrook, and Corhn Dunburry.




4 — Town Square

6 — Dunburry Farm

Most of the buildings in this part of town are mer-
chants of goods and services. Most items listed in the
Players Handbook can be found here save for plate armor,
though the weapons and armor that is available generally
sells for a 25% markup. Unlike the much larger town of
Nefford, there are no shops here which sell potions or
scrolls (yet, at least).

A fountain, beautifully crafted in an aquatic theme
out of purple marble, runs idyllically here. Known as The
Lover’s Well, it has a 30% chance of curing someone born
within three miles of it of any disease once per year.

5 — Phozywhig’s Fishery

At some point while the PCs are wandering through
town, they’ll be approached by a disheveled young child
who reeks of fish. The girl, eight years old at most,
duces herself as Yedda and asks the PCs if they
roes.” If they answer positively she gets gleef
them to follow her “just this way, to see my pal/
her no, she’ll lower her head and quietly sa
before turning to walk away.

Yedda will lead the PCs to her f;
her father Ancil Phozywhig detai
characters. Four days ago he had s

and shiny polished stones”
while chanting, and no
couldn’t pilot his bea
fully the creatures
iring his boat than

creatures could wreak on the fishing
re as a whole. He all but begs the PCs to
rdmen on the western shore of Gorge-
stroy them, and return his boat if possible.
em a reward of 200gp, though he’s prepared
to go as high as 300gp if the PCs drive a hard bargain.

This is detailed further in the They Came From
‘Wood’s Hollow section later.

Though many farms and ranches surround the
countryside near Southshore, the Dunburry farm is the
only one actually located in town. Only two crops are
grown here, wheat and hops, but almost any citizen
asked would tell you those are the two most important
crops, as they allow for the brewing of Southshore’s in
mous Dunburry Hefeweizen.

While the PCs are in town, they’ll be soug
Pelham Dunburry, who runs the f;
his mid fifties, he’ll tell them th

town for Father Fischer’s bounty,
keep an eye out for his son&

bounty’s fortune with
Willie.

He'll explain th,
named Anya Keller
weeks ago, which is w
down the creatures. P

ished Thorntopple’s Brews. The
op with no potions to sell, how-
g alchemist, Paena decided that
ould use a proper apothecary’s shop and
1er business here just a month ago. Unfortu-
he Halfling, she’s found that the water here

elves of Stonedurn Grove know how to successfully
potions with the water from the Gorgewater Lake,
s terrified to make the journey there with all the re-
t orc activity in the area. She’ll offer to pay the PCs
50gp and promise them a discount for life if they deliver
a letter to an elf named Syvis Wynbella in Gul Nalore.

8 — The Merry Cobbler

The home and business of the Fourbrook family. If
the missing friends are found, the PCs will need to de-
liver the news of Arnatt and Willie’s passing to their par-
ents, Rohn and Jella Fourbrook. The pair will take the
news poorly, and will blame the party and “adventuring
fools like them” for stirring up the orcs and causing this
mess.
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The Yellow Hawk Clan

Located just four short miles southeast of
Southshore is the stronghold of the Yellow Hawk Clan, a
group of orcs who until recently have always left the
town of Southshore alone. When Southshore was first
founded, a hero named Belthor Boldblade slew the then
leader of the Yellow Hawk Clan in one-on-one combat,
thus securing the right of the humans to live there in the
orcs’ eyes. Since this truce existed before Southshore
came under the rule of the Church, and since the Yellow
Hawks have never grown too large or tried to expand
their small territory, both groups have remained neutral
towards each other.

However, about six months ago a savage and ambi-
tious orc named Ungan the Breaker and his small, bur-
geoning clan known as the Blackblades established their
new stronghold in Stonedurn Grove. After learning of
the presence of the Yellow Hawk Clan, and their non-ag-
gressive ways towards the folks of Southshore, Ungan de-
cided to let the humans do the dirty work of wiping out
his potential rivals by executing raids on the folk of
Southshore while armed with shields bearing the mark
of the rival clan. The current bounty proves Ungan’s
plan is working...

As most townsfolk know the general location of the
tribe, Gehrt, Corhn, Arnatt, and Willie would have ha
no trouble heading straight for their doom. Likewi
most townsfolk will be able to direct the PCs towards t
Yellow Hawk’s stronghold.

Halfway between Southshore and the Yellow Hawk
stronghold, the PCs will come across the bodies of the
missing lads from town. All obviously died in bat
lying on top of the body of one of them is an ox
with a yellow hawk painted around its boss.

Characters who take the time to investig
instead of immediately either returning to
news of the dead friends or boundi
Yellow Hawk stronghold, will noti
the shield seem more to have b
having fallen naturally in bat
prints leading off from the
foot and clearly made by or
stead of southeast tow
known to reside. Range
whether or not the

the tracks
the time to

e the footprints leading off from the
and learn about the Blackblades, they
e Yellow Hawks with this information to
e out the aggressive new clan, which in
restore the peace between Southshore and
w Hawks. However, if the characters approach
the Yellow Hawk orcs looking for a fight, a fight indeed
they’ll find (and likely one which will end very poorly for
a small group of low level characters, unless they’re pro
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“mh@
WellowakawkiElany

at special-ops style a
their side...).

The compound consis
and wood, and one large bu
given time, the small circular h
the square huts house 1d4+1 adult , and the large cir-
cular huts house 2d4+2 adult orcs. There are a total of 53
out these huts (80 male and 23 fe-

is home to Dolgrot the Feath-
ellow Hawk Clan, as well as his

ial: darkvision 60’, light sensitivity
: P Int: Low AL: LE XP: 10 each
5 each

Orc Young (60)

AC: 10 HD: 1 (d4) Size: S MV: 30’

: spear Dmg: 1d6

Special: darkvision 60’, light sensitivity
Save: P Int: Low AL: LE XP: 7 each

HP: 2 each

Dolgrot’s Guard

AC: 13 HD: 1 (d8) Size: M MV: 30’

Att: spear Dmg: 1d6

Special: darkvision 60’, light sensitivity
Save: P Int: Low AL: LE XP: 13 each
HP: 8 each

Dolgrot

AC: 16 HD: 5 (d8) Size: M MV: 30’

Att: two-handed axe Dmg: 1d12
Special: darkvision 60’, light sensitivity
Save: P Int: Low AL: LE XP: 215

HP: 27

The clan’s treasure is kept in a locked chest (CL 10)
near Dolgrot’s bed. It consists of 5,108gp, eight gems (two
100gp garnets, a 500gp pearl, a 10gp agate, a 500gp ruby,
a 100gp opal, a 500gp emerald, and a 500gp aquama-




11 — Millhill

At the top of this hill proudly stands the town’s wind-
mill. Like the rest of the buildings here, even this utilitar-
ian structure is beautifully crafted and styled in the elven
manner. The miller, Mabladen Grainsmith, actually de-
signed and mostly constructed the mill himself some
400 years ago. He’s incredibly proud of it, and will talk
about it to anyone who'll listen (and generally even to
those who’d prefer not to listen).

Mabladen’s cousins own the ranch which was attacked
in the first of the three raids, and one of the aureilc taken
was his own. As such, the PCs are very unlikely to con-
vince him to take the wyvern’s offer of peace.

Duobraxis:

-6 If the PCs do not present the book about rare grains
found in the temple of R'aht-Amoémn to Mabladen
as a gift.

-2 If the PCs do present the book about rare grains

found in the temple of R’aht-Amémn to Mabladen
as a gift.

12 — Hunter’s Lodge

The elves of Gul Nalore who decide to take on the
mantle of “hunter” forsake other paths in life and dedi-
cate themselves to the protection of Stonedurn Groveds
a whole, and Gul Nalore specifically. Hunters serve terms
of 250 years as classed archers (see the Castles & Crusades
Adventurers Backpack for information on that class) before
being relieved of their duties, and the position is consid-
ered one of high honor amongst all the elves of Karac€ia;
not just those of Gul Nalore. Currently the force s com-
posed of 26 elves. Twenty of them are 1* level, five of
them are 2" level, and their current leadergEledas Au-
tumnwind, is a 3™ level archer. A fierce elf nearing the
end of her term as a hunter, Eledas has a burning hatred
of Duobraxis for not only the slaughter of the aureile,
but for the loss of one of her hunters, Finwe heaf-Fall, as
she holds the wyvern directly responsible for, Finwe’s
banishment. Unbeknownst 40 anyone else in htown,
Eledas and Finwe were secretly engaged, and planned on
marrying after they bothdfinished their terms as hunters
(Eledas has 4 more yeats, Finwe had 9). If the PCs hap-
pen to speak with Eledas before heading off to the
wyvern’s lair, shellsmention‘nothing of Finwe and only
wish for the PG’ luck in'slaying the “foul, worthless crea-
ture.”

Duobraxis:

- The only way Eledas is even open to the idea of
accepting Duobraxis’ call for peace is if PCs bring
her Finwe’s ring, in which case they may attempt to
sway her with a roll.

The Lair of Duobraxis the Wyrm

Located seven miles northeast from Gul Nalore (or
about eight miles southeast of Southshore), the entrance
to Duobraxis’ lair is little more than a hole in the base of
the granite cliffs. Around the outside of this cavern en-
trance, the turtar have painted many scenes of them-
selves venerating and otherwise serving the wyrm.

Areas are dark and unlit unless otherwise soted in
their description. All of the small pools are a fgot deep at
most, and full of clear, clean waterdWandering monstérs
should be checked every 20 mindtes, and occur ona roll
of 1 on 1d6.

Level One

T . W N
1-2 1d4 tiger beetles

3 1 venomous snake

4 1'small giant spider

5 1 ochre jelly

6 2d6 robber flies
7-8 1d4+2 turtar

Level Two
G o T

1-2 1d4 turtar

3 1d8 screechers
4-5 1d3+1 bovygrubs
6-8 1d4+2 serpentmen

Level Three
' 1d8 Monster

1-4 1d4+2 serpentmen
5-6 1d3+1 thabn’'met

7 2d6 robber flies

8 1d2 serpentmen bruisers

1 — Guards in a Half-Shell

A large bonfire burns in the northern area of this
cavern. It is tended to by a half-dozen turtar guards
which Duobraxis keeps stationed here at all times.

Assuming the PCs are aggressive (as are the turtar,
who aren’t too keen on invaders in their home), three of
the creatures will line up to block the passage towards
Room 2, while the other three will try and prod the PCs
either back out the entrance, or failing that, towards the
bears in Room 6.

Turtar

AC: 17 HD: 3 (d8) Size: M MV: 10’
Att: spear or short bow Dmg: 1d6
Special: darkvision 60’

Save: M Int: Average AL: N XP: 20+3
HP: 16, 16, 14, 10, 11, 9
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2 — Shrine to Duobraxis

The turtar have built a crude effigy of Duobraxis here
out of a carved, painted log. Scales that the wyrm has
shed have been affixed here and there, as have a few shed
tail barbs (which may be a clue to the PCs that it’s not an
actual dragon they’re up against). The idol is set up in the
southwestern portion of this cavern. The northeastern
wall is covered in more primitive paintings, similar to
those on the outside entrance.

The base of the idol is surrounded by flowers (both
fresh and dried), polished and colorful stones, and a vari-
ety of feathers. Hidden among the clutter is a large uncut
emerald worth 250gp.

3 — Higher Ground

The turtar’s shaman lairs in this large cavern, using a
natural loft in the western portion as his space. There he
keeps his bedding, an altar dedicated to Duobraxis, and
shelves with a plethora of shamanistic kitsch. The cavern
is lit by a large bonfire in the center, which is nestled up
against the ledge of the raised section.

Two turtar warriors armed with crude but effective
maces also lair in this cavern, along the southern wall of
the lower portion. They will protect the shaman with
their lives.

Qardle, the shaman, speaks broken common (ve
slowly...). If one (or both) of the warriors are slain, he ¥

try and parlay with the PCs, calling them great warriors
and beseeching them to assist his “Great Master Duo-
braxis.” If the characters aren’t receptive to his request, he
will laugh at them, stating “stop-breathe you-me-make yes
yes, but Great Master you-eat! See you in Sky-swamp!”

Most of the items found in the shaman’s possessions
are worthless trinkets. However, in a small leather sack
can be found 89pp and a small piece of ambe
150gp.

If the party does shows interest i
help the wyrm, he’ll get visibly
will then parade the PCs through
turtar there (in their own tomgue) th
as servants of Duobraxis t*
its.”  He'll then lead
down the ladder to
and finally to Duobr

Qardle
AC: 17 HD: 3 (d8) Size:
Att: staff Dmg: 1d4
Special: darkvision 60’
Save: M Int: High AL: N XP: 107
HP: 24
Light, Cr
Evil

Bless, Cure Light Wounds, Protection from

Duobraxis;- Levell






