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This module is c].esigned for three to four characters
of level 1-2. It introduces the PCs to the city of Corvis
and the surrounding lands, which are developed over
the course of the Witchfire Trffogy into a rich environ-
ment for adventure—the Iron Kingdoms. DMs will
find new monsters, spells and magic items in the pages
of the Trilogy's pages, as well as new kingdoms and liv-
ing cities with their own histories and characters. For
more information on the Iron Kingdoms, visit

l'xttp:ﬁironleingdoms.com.
If the DM wishes, existing D20 System deities and

creatures can be used in this adventure. However, the
Trilogy provides an entirely new campaign setting in
the Iron Kingdoms. DMs who want to place the adven-
ture in their current game world will need to replace the
names of gocls, locations and the like as tl'ley come up.

The Longest Night is divided into three Acts. Major
events in the Acts are put into Chapters-—-for example,
exploting the catacombs under Corvis is a Chapter in
Act II. DMs will find that there is a natural flow to the
aclventure, but the events in the story can usual]y be
rearranged if the DM has a reason. The PCs should be
encouraged to forge their own road, and not forced to
per{orm events in the order printed unless there is a
major plot point at stake. Experience should be give out
for good rolep]a}ring, clever combat tactics and diligent
investigation—not just dead monsters!

To play the Witchfire Trilogy, the gaming group will
need the Dungeons & Dragons® 3rd Ed. Players
Handbook. The other Core Rulebooks will certainly be
useful as well. In the text, these books are abbreviated
to PH, DMG and MM. If a page number is referred to,
it is printed after the abbreviation (i.e. DMG 93). This
product contains Open Game Content that can only be
used under and in terms of the Open Game License
found on page 2.

The plot and fabric of the game world are rich, and
the more familiar the DM is with the material the bet-
ter the game will be. Let the players learn as much about
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the Iron Kingdoms as possible during play. If there is
something interesting in the DM’s background materi-
al, find a way to let the players know about it—alls fair
as long as it doesn't ruin the plot.

Conventions

To save space, monster and NPC attributes are list-
ed in the condensed format detailed on DMG 129.
Enemies will have a Challenge Rating (DMG 165).
Stats for NPCs and monsters are in the appem:lices,
and are usually not repeated in the main text.

Text that should be read aloud to the players is
enclosed in a grey box. This isn't to say that if it isn't in
a grey box it's a secret—the key to a rich gaming expe-
rience is making the world come alive!

Adventure Summary

The PCs come to the city of Corvis in the employ of
a merchant caravan. After having their guard skills
tested in an ambush, they arrive in the city. There, they
quickly learn that some evil is afoot—bodies are being
stolen from the city’s graveyards. The PCs are hired to
investigate the matter |:y Father Pandor Dumas, who
sees their arrival as an opportunity to resolve the mat-
ter quietly.

They PCs quickly learn that the stolen bodies relate
to a witchcraft scandal that rocked the city a decade
ago. They will visit the witches' tomb, deep in Widower's
Wood, for clues. They will also explore the catacombs
beneath Corvis, where they will learn that the niece of
a respected religious leader is involved in the sinister
happenings. Eventua.“y, the}' will find themselves back
in the clepths of Widower's Wood, trying to head off an
attack on the city itself.

Father Dumas’ niece, Alexia Ciannor, is the one
behind the evil acts. Her mother was one of the witch-
es who were executed long ago, and young Alexia (a
]mclding sorceress) is out for revenge. What she does
not know is that the coven was framed by one of the
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city’s leaders—and that man, Magistrate Ulfass
Borlocl‘l, was himself ]:reing ma.nipulaterl l)y another
man, a puwer{ul wizard named Vahn Oberen. Oberen
arrangecl the death of the coveners so that he migl'lt
take their lives }limsel'z, executing them with the magic
blade Witchfire. The wielder of the Witchfire gains
some of the powers of spe“casters that are slain ]Jy the
l:lacle, and Oberen orchestrated the whole thing to
absorb the powers of the Corvis Coven.

The Witchfire Trilogy introduces a new fantasy
world—the Iron Kingdoms. Within the Iron
Kingdums, classic [autas_v takes on a new edge,. and the
PCs will encounter steam power, pisto]s and cannon
almost as often as swords and sorcery. DMs can
embrace as much or as little of the Iron Kingdoms as
they choose; the Witchfire Trilogy is easily adaptable to
any £antasy setting.

These adventures are set in and around the city of
Corvis, an important trade nexus in the Kingdom of
Cygnar. The lszingclom and city can be intcgratccl into
the DM'’s favored game world, or an entire campaign
can be built within the Tron King&oms, which will be
detailed throughout the Trilogy.

Enter The Kingdom of
Cygnar

So, new to the Cygnar, are ye? I m give ye the ](fue-copper
tour. The Kingdom is about two hundred leagues from east
to west, and about three hundred ’cagues }g'om north to
south. We've three major rivers, one inland sea and scores of
lakes. The capitaf is Caspia, far to the south, where the
Black River empties into the Gw!f uf Cygnar.

The Kingdom was founded about 400 years ago, at the
em:l! .0)( flze Orgat.‘z Empr're. As ye ;mow, fhe Orgﬂf;! ra:};ers

conquered this land a thousand years ago, and ruled it with
an iron )(ist. It was cm."y ;zf;‘:er hundreds af years of brutal
rebellion that the inhabitants of this continent a‘efaatm’ the
invaders. Born in this conﬁfct was what we taa’ay call the
Iron King&)ms——of which Cygnar is the sl!!im'ng star.

Cygnar's last ruler was King Vinter Raelthorne IV—a
cruel, evil man. After almost two decades of his rule, his
younger brother Leto led the coup that removed him from
power. Unﬁarfumzfeiy, with the }m;p of those still ]oyd." to
him, Raelthorne the Elder managed to escape the palace
before his execution. He is rumored to be plotting his revenge
to this Jay, Lut no one has seen hide nor hair of him or his
black-hearted heutenants.

I wouldn't worry about Raelthorne the EHer; f;loug;:-—fze
hasn't a chance of regaining the throne. His brother Leto is
a fne king and an honorable man. Under his rule the
Kiﬂgdom has become a much safer p’ace. So }ong as ye stay
within the cities or on the major trade routes, nary a soul will
bother ye. The King's patrols are a common site, and they do
a ﬁne ;'ob at ;eeept'ng the peace, l‘}wug}: f;wy are oﬁen heavy—
handed. Don't cross them, my friend, or there'll be a warrant
out on ye before ye know it.

The King has also started building roads to support more
trade, t}mug;l there are years o)( work still to be done—and
p!'er:fy o}( taxes to be collected, I'll wager. Taxmen are almost
as cammom'y seen as guarcf patro]s, but at least they ﬁnance
the mig;!ty sfeamjacizs that are carving roads out o}( the liv-
ing rock.

Lesser Cygnar, as the south is called, are home to mcky
hills and lush )[arests. The moors o)( Greater Cygnar, to the
north, are dotted with swamntps and marshes. It's here, where
the Black River and the Dragon'’s Tongue a’r'verge that you /]
find the city of Corvis.

The City of Corvis

Ah, Corvis. “City of Ghosts,” they call it. Merchants that
p,’:'ea' the Black River and Dragon's Tongue foumx’e‘} the city
almost nine hundred years ago, rfg;zt at the ec]ge af a natur-
al harbor where the rivers meet. These pioneers believed that
trade }(ram the rivers could drive the grawth af a city, and
filey were n'gf:t. ’n:ey had a rougfi time af it at ﬁrst, but soon
the city was growing )(a.ster than a swamp rat pup. Toc{ay
about 100,000 souls call it home, and more arrive every day.
Corvis is an island of civilization in the roughest part of
Greater Cygnar. The next closest major city is Point Bourne,
over two hundred l’eagues to the west. Farther still down-
stream is the infamous Five Fingers.

Most af the foﬂe in Corvis are human, but ye do see some
elvenkind and dwarves passing through. If ye need a smith's
services therell be some fine dwarven shops in the armorers
hourg. If ye need to find some muscle, therell be thugs for
hire at the waferfront. Therell be trouble there for ye too r'f




ye aren't carefu;—ffm river ﬂ?ﬂe are a .t‘ougj: ot. Keep to the
merchant's ‘bourg at night, where the Watch is always close

at hand. Corvis has seen fafk z‘uugfw.r than you ﬂoaﬁng n
the harbor.

Being built in a swamp and such, space 1s precious, and
the )(oﬂes of Coruis tend to build up rather than across. Down
at street .’eue;, ;‘fosf m f;le mists, are .f)lre. raug;i stone structures
uf Old Corvis. Built on top of them are the elegant spires of
New Corvis—home to the merchant elite. In between are
s}wp.s and homes of the regu}ar J{O}Ik, and it'’s all connected ;)y
a maze of ramps, ér:'azﬂms, canals and tunnels that would

drive even a dwarven engineer mad!

The wonders n}r Coruvis, like so much else in the Iron
King(.{oms, wouldn't have been possfwe without the advent uf
the stsamjam{es, The ffrsf uf the metal glants were braug;rt to
the city about 300 years ago, where f;wy worked the quar-
ries, cutting stone fur new i’nu‘fd(fngs. Tf:ey also carved roads
and worked the docks—uwithout t.zmm, we'd be a second-rate
town like Five Fingers, 1 tell ye. ff ye be curious about the
Iron Kfngd’om.'s famoas stemnfacfes, ye need mr/'_a; visit the
JOC!’QS‘ T}lere are m'rw(:g;s same a‘J!rerc*, ;mlu'rfng cargo aéout.

Ye may wish to hire a guide, friend, for you'll soon fr'mz’
yaursef)( lost without one. Corvis is a maze, and that's just
what you i )Cma]| above growm’. The ur:'girm,'f city, laid nine
centuries ago, has long since been swallowed by the swamp.
Its now a maze o}{ cafdcmnlz:s, and is home to Jmu.q!’rf but
.fwofigans.“ and worse, 1 hear. If ye have a brain in that
knobby head of yours, stay out of the Undereity.

So, are ye uumu’err‘rrg why they call Corvis the “City of
Ghosts?” TJ"M;.; say that Old Corvis is haunted }"r_z; the gjmsfs
a)( the )(frsf settlers, many uf who died in the mr.’ty Jays.
Many fo!‘k beleve that anyone who drowns in the canals or
the harbor is doomed to walk the cit y for eternit y. The dead
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are al‘so said to walk about openfy in the I'_fmlfe.rn'iy, which 15
one mare reason lo stay out, r}{ ye ask me. A ny way you look
at if, tfmre 5 nary a souf m Corvis u:}kr ;msn't seen a sizadfe at
one time or another—or so Hfrey claim. Stay here .’(mg
enougfi and | wager you 1 see one too.

In fact, the Longest Night is fast approaching, lad. As ye
know, once every year or so an ecfr'pse blackens the skies all
over the Iron K:'nga’oms. Well, here in Corvis, the ecr;ipse has
afways ushered in our fﬂrgesf fesﬁa m’, a gramj aﬂ-m'_q}zf party
the likes af which you've never seen. The streets will be fuﬂ
of revelers, and spirits too if ye believe the locals.

There it is, lad, a bit o)( Corvis lore for ye. [ Zm;m it serves
ye well. Keep your wits about ye, and stay away from the
waterfront at night if ye want to avoid seeing yer own guts!

Points of Interest

Corvis is full of things to keep PCs busy. Over the
course of The Witchfire '].riiogy and the {urthcoming
[ron Kingdoms suurcul.mol-'es, Corvis will be built out
into a nexus for adventure—the ideal launchpad for
any kind of campaign. Don't hesitate to let the players
in this adventure get temporarily sidetracked exploring
the wonders of Corvis; that's half the fun.

The Undercity

The swamp has swallowed many of Corvis' original
}Jui}(lings. The Undercity, as the locals call it, is a
treacherous subterranean maze. Many of these passage-
ways are ancient buildings and streets, entombed in the
c{amp earth. Others are natural passages, or recent
excavations l‘)y the inhabitants.

The Undercity is inhabited mostly by vagrants and
criminals, but legends speak of far more sinister
denizens. PCs who explare the Unclercity and stray



i The Witchfire Trilogy S

from the well-traveled areas have a chance of running
into devil rats, undead and other monsters. In the “civ-
ilized” areas PCs can still meet various human and
demi-human thugs and bums.

Those with intimate knowledge of Corvis have a
chance to locate an entrance to the Undercity in rela-
tively unfamiliar areas. The difficulty of this task is DC
25, though the DM can assign modifiers as he sees fit.

The Quad

The center of the city is a large cobblestone clearing,
over 100 yards on a side. The Quad is usually packed
with merchants, and it is a popular spot for both
tourists and natives of Corvis. Many of the river mer-
chants will set up Bhop here for a few days before mov-
ing on, so there is a]ways something new to see.

At night, the Quad slows down, but it doesn’t stop.
About half of the merchants will stay open, and often
the wares for sale cI‘lange once the sun sets. PCs in need
of a speci{ic kind of item can prol)al)ly locate it in the
Quad with an appropriate skill check and some gooc].
ro]eplaying. I]]egal items are often for sale, but the PCs
will need to work extra hard to find them!

The Watch takes their peacelzeeping duties very seri-
ously, especially in the Quatl and the rest of the mer-
chant's bourg. PCs who get caught buying contraband
can end up in the pu]zey fora caup}e of clays‘

The Waterfront

The docks and warehouses used by the merchants are
in what is undeniably the worst part of town. Despite
the best efforts of the Watch, the waterfront is nothing
but trouble. It's also where the PCs will need to go to
find many useful things, like hired muscle, river trans-
portation and odd jobs. Natural]y, the best bars and
gossip are found there too. It's also where the characters
can see the mighty steamjacks at work. These magica.l
and mechanical giants help drive the economy of
Corvis by providing tireless labor, loacling and unload-
ing boats under the direction of the harbormaster’s

office.

The more shabby and tough the PCs look, the better
they will fit in at the waterfront. Fine clothes and
expensive equipment will stand out and increase the
chances of attracting undesired attention. Nonhumans
will also stand out.

Law and Order

Corvis prides itself on being a bastion of law and order,
a city where anyone can take a walk in the middle of the
I].igi‘lt with no fear. Unfortunately, the politicians who
propagate this view are delusional, probably due to their
Loclyglw,r(ls and gatecl homes. Corvis is a rougl‘l town, and
it has cut more than a few tough folks down to size.

The Cily Watch

Locked in constant battle with
the criminal element is the city
Watch, an elite group of guarcls—
men. The Watchmen are guards,
constables, detecﬁves, and on
occasion even judge and execu-
tioner. Not every body that's found
in the harbor come morning was
put there on account of a criminal
clispute-—-—sometimes it's criminal
justice. Only a fool or a powerful
criminal will voluntarily cross the

Watch.

Criminals at 1arge sometimes
earn the dubious privilege of
wanted posters with their likeness
poatec]. around the city. Depenc].i'ng
on the crime, the city may offer a
reward to any citizen who catches
the 'Eugitive. Often the offender’s
corpse will be good enough to col-
lect the reward. A skilled bounty
hunter can make a decent living in
Corvis.

When the Watch apprehends a
criminal, justice is swift and
harsh—it’s too expensive to lzeep
prisoners behind bars for long.
Trials are conducted as quiclzly as
possil:lle, and the penali‘ies are
usually physical punishment
(including hard labor), fines, or
both. For lesser crimes, the courts
will hear the case in 1d4+1 days.
More serious crimes are heard in
1d3 days. Prisoners have few rights and are generally
considered guilty unless proven innocent. Perpetrators
of minor crimes don't get a trial at all. The Watch cap-
tain on duty at the time issues a summary judgment,
and punisl':ment {sucl’z as a nigl1t in the stoclzs) is car-
ried out without the court’s involvement.

While the judges within the courts are powerfu] men,
the ultimate power within Corvis is held by the city
council. This group of twelve Magistrates, led by the
Mayor, has the power to create new laws on a whim.
T}:ey are restricted only }Jy a vaguely written city char-
ter.

Ta.‘xas

While many citizens will welcome the site of the
Watcl-l, everyone recoils in horror upon seeing the tra-
ditional brass medallion and tricorner hat of a city tax




collector. The taxmen carry out
their orders with precision, keep-
ing careful track of each business
in their district, taking precisely
fifteen percent of the gross for the
city coffers. Evading payment or
rnecirﬂing with the affairs of a tax

collector are serious crimes, pun-

ishable by months on the docks.

[t is an open secret that the tax-
men are all as rotten as a three day
old fish. Most merchants are
forced to pay a few extra go]cl each
month to ]zeep themselves from
having mysterious "prol:lems” with
their tax paperwork. Taxmen are
considered lower than lepers in
Corvis, which built its fortune on
free trade.

The Merchants of Corvis

As in many cities, many mer-
chants of Corvis have arranged
themselves l)y specialty. Some of
the more notable merchants quar-
ters—or “bourgs,” as they are
called by the natives—are:

Grocer's ‘bourg—This ‘bourg is
home to the finest foodstuffs out-
side Caspia. Salted meats and
hardtack for the t}u'i{'ty can be

found as well.

Armorer’s ‘bourg—Almost a
dozen weapon and armor smiths
will compete for your gold in these
narrow streets. The few shops that
repair steamjacks can be found
here as well.

Jeweler's bourg—These mer-
chants are tucked away in the
spires of the southern city.
Moneychangers and moneylenders
can also be found here.

Merchant's ‘bourg—This is a
catch-all district where merchants
of various sorts have gathered over
the years. Technically, the Quad is
part of this bhourg.

This isn’t to say that all the
armorers are to be found in the
armorer’s ‘bourg, for example, but
a good many will.
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Notcworthy Shops and Shopkeepers

There isn't room to detail all of the merchants in
Corvis, but here are details on a few shops the PCs may
wander into, and their proprietors.

Garworth's

Tucked away in a misty corner of the merchant'’s
‘]Jourg, Garworth's is known as one of the finer arcana
emporiums in the city. The owner, Burrman Garworth,
has a talent for lq:eeping high quality items in stock—
g]assware of elven manufacture, fresh reagents, reams
of fine paper and anytl-:ing else a wizard or alchemist
may need.

Though a young man, Master Garworth is known to
be a wizard of formidable skill, and his shop is said to
be safeguarded by all manner of spells. In fact,
Garworth displays a pet frog in the shop's window; it is
said that the frog was once a would-be thief. (PCs who
cast speak with animals will discover that the story is
true!)

If the PCs need any wizard or alchemist supplies,
Garworth's pm]aa]:r]y has them or can get them.
Supplies for any spell or task of up to 5th level equiva-
lent are always in stock. Above 5th level, the GM must
make a roll of DC 10, adding 1 to the DC for every
level above 5th. If a roll fails, the GM can roll again
every other day, adding +1 to the roll each time. If the
roll fails three times, Garworth cannot get the item,
though the PCs can try again in one month. Special
items like antitoxin are not easy to stock up om; if
Garworth has them at all, he'll have only 1d3 applica-

tions.

For example, if the PCs need a special item to craft
a magic rod (a Feat that requires the caster to be Oth
level or a.l:ove}, Garworth would have the component in
stock on a roll of 14 or more. If the GM rolls below 14,
in two game days he can roll again, this time needing
only a 13, and then a 12 two days after that. If the roll
fails three times, Garworth can't get that item for at
least a month more.

The PCs can add bonuses to the roll by doing their
own research and telling Garworth about their findi ngs.
This can easi]y lead the party to further aclventures, if
the DM is so inclined.

Burrman Garworth: Male Human Wiz 11th
(DMG56) Garworth will normally memorize mostly

Divinations, with a small number of defensive spe]]s.
Bodak's Blades

Far from sening only blades, Bodak's is a full-service
armor and weapons emporium. The merchandise is
goocl. quality, tllough unremarkable. The s}xop is known
for selling quality gear at a fair price, and this has made
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it one of the most popular in the armorer’s ‘l’snurgA

The shop's owner is Hamil Bodak, a human of about
50 summers. Word on the street is that he used to be a
mercenary, seeing action across a dozen Lingtlums‘ His
scarred face and missing fingers certainly support the
theory, though he doesn't talk about his past. He espe-
cially doesn't talk about the mysterious scandal that
ended his promising career in the city Watch almost ten
years ago, or his ongoing feud with Captain Julian
Helstrom.

Bodak's staff is capa].)le of mending armor and
weapons, and they can also fit sophisticated armor like
full plate. Use the rules on PH66 to determine how
]ong Bodak's craftsmen take to finish a iob, but add a
delay of 1d6 days. It's a busy place, after all. The shop
will occasionally have masterwork items in stock—
there is a 25% chance each month for weapons and
armor. If a masterwork is inrlicatm{, determine the type
randomly. In all cases, masterworks will be sold within

1d6+1 cla,ys.

Bodak's is also known as the kind of place a person
can go to hire muscle—muscle of a higher caliber than
what you find at the waterfront. With goocl roleplaying
and a little luck, PCs may be able to hire a fighter of
level 1-2. They have two chances per week, DC 20.
Applicable skills can be Knowledge (Local), Bluff, or
anything else the DM thinks is appropriate. If the

hireling doesn't return, the DC increases to 25 the next
time the PCs are looking for help.

Hamil Bodak: Male Human Ftr 13th (DMG52)
Bodak does not wear armor while at work. He has
access to any conceivable 11011-magical gear, as well as

several magic weapons and suits armor.
Engines East

Engines East caters to the owners and operators of
steamjacks. The legendary iron constructs are expen-
sive and complex—it takes special expertise to keep
them in working order. Engines East has steam engine
ﬁpeaialists, metalworkers and wizards on call to Izeep
any type of steamjack in good working order. Their
work is top-notcl‘), and their prices reflect this.

If the party has need of a steam engineer, the staff of
Engines East will sometimes freelance after hours. The
shop’s owner, a dwarf named Gamack Redhammer,
doesn't mind this but he prohibits them from working
on steamjacks on the side—only
bo ats, mills and other such steam-
Wﬂrllﬂ‘ I'[“l'le S]lop’ﬂ ex(.‘e]]el’]t rEle—
tation keeps the engineers as busy
as tl-ley want to be after work
l‘mul‘s.

On rare occasion the shop will
have a used steamjaclz for auction.
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Steamjacks are extremely expen-
sive—the cost of a fancy model is
akin to l)uying a (ul]y-ouﬂ:iﬁsecl
steamship. They are rarely owned
Ly private parties. Consequently,
Engines East does most of its
Lusiness wath large trade concerns,
wealthy business owners and the
local government.

Gamack Redhammer: Male
Dwar£ Fir 8%}1 (DMG52) Gamacl—z
is not armed while in his si‘mp—
with pet steamjacks about, wl'ly

bother?
Guilds of Corvis

The politica] landscape of
Corvis is said to be almost as intri-
cate as that of the lzing(lmm's capi-
tal city, Caspia. Part and parccl of
these the city’s
Guilds. While almost every group
of tradesmen has a Guilc[, there
are only a few that are pcwerful
enougll to make an impact city-

intrigues are

wide.
The Merchants Guild
Without a doubt, this is the

most puwcr{ul Guild in the city.
No cargo enters or leaves the city
without passing through Guild-
affiliated hands. Guildsmen own
most of the docks. Guild ware-
houses store cargo. Guild elders
make large contributions to city
elections—and so on. The Guild
can stop nearly all trade in Corvis
to {url!f:er its [_mlitica] agemla, anrl it t'ldB clone SO in t]‘le
past.

It is said lJ_V some that the meml)ersl)ip fees the Guild
collects are barely enough to pay off all the crooked city
officials [lley need to bribe to maintain their system.
This may be true, but the Merchants Guild Hall is still
the most upulent structure in Corvis, surpassing even

City Hall.
It's important to note that the Merchants Guild is not

concerned with mem‘:ersi‘lip for every ‘mom and pop”
store in the city. Their primary interest lies in business-
to-business transactions—that is where the big money
changes hands, and the Guild has made sure they will
a]ways get their cut. All the major import/export houses
are Guild shops, and their by-laws dictate that they only
do major husiness with other Guildsmen.
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A small but fanatic group of merchants has eschewed
Guild membership. Occasiona”y they can offer items
for less than Guild sl1ops will cl‘mrge, but patronizing
these merchants is risky. Being blacklisted by the
Merchants Guild will result in prices mysterimlsly ris-
ing in many shops.

The Thieves Guild

The fact of the matter is there is no one all-powerful
“Thieves Guild” in Corvis—as if there is in any city!
Instead, the city is home to dozens of gangs of various
sizes, all }JacL'&l.aMJing each other at every opportunity.
In this clxans, three groups have managecl to stand out,
and they exist in an uneasy truce. PCs who wish to
make contact with the underworld will need to make an
appropriate skill roll of DC 15-25, depending on
where t]-:ey are and their reputation.

In the north, the Griffons rule. This gang is a loose
organization of t]‘mgs, thieves and other criminals who
have banded togct}ler for protection from the rest of
the criminal element. Their leader cl‘langes {requenfly
as there is constant infighting. The Griffons have few
safe houses and are unable to collect "mem}.versl'lip fees”
efficiently due to their weak leadership. The Griffons
are considered to be in dangcr of l:leing consumed or
Iarea]eing up from within.

In fl‘xe soutl':west, t}le Blaclz Hancl rules t}le streets.
Like the Griffons, the Black Hand is an opportunistic
grouping of thugs. Unlike the Griffons, the Black
Hand has effective Ieadership, a higl}—]eve] rogue
named Garrick. No one in the Hand's territory will
dare to hold out on them—a fraction of every score
finds its way into the group’s colfers. Their resources
are considerable. Garrick’s ultimate p]ans are unknown,
but al}sorbing the Griffons is thought tobea good start.

The eastern part of Corvis is home to the enigmatic
Gertens crime family. They have centuries of history in
the city—at one time, ll‘wy controlled almost the entire
criminal underworld. Over the years their territory has
shrunk to about one third of the city, and this area they
guard viciously, No member of any other gang will pull
a jt.‘l].) in tl’lL‘,‘i[ lerrilury, since tllt‘.y llElV(‘ a gi.'lt'u_l chance LT[
being sent home in a series of small boxes. The Gertens’
current plans are unknown, but stories of dark family
secrets circulate t]’:roughout the criminal community.

T}le Wizards Gllill.l

The proper name for this Guild is achla”y the
“Fraternal Order of Wizardry.” It is a branch of an
organization that can be found in }arge cities all across
the Iron Kingdoms. As might be gathered from the
name, |]'1E,"1111]f"r51—|ip i‘S L'In]'\" open to men. ll‘l fﬂct' women
are not allowed into any of the Order’s functions, and

it has heen such for almost five centuries.
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The Order is a stuﬂ:y, traditional group. New mem-
bers must be sp:_m;-‘ored lly a current member, and the
complete approval process takes 1d4+1 years. Along
the way there are p]ent_v of strange rituals, midnight
meetings and secret handshakes. Candidates must be
wizards of at least 8th level hefore tlmy will be consid-
ered, and of goml ch-enling and schooling. Sorcerers are

not accepted for mcm]:nership under any circumstances!

Those who are accepted into the Order will rub
elbows with powerful, well-connected individuals. King
Raelthorne's court wizard is a member of the Order in
Caspia; he actually came to Corvis for a function last
year. The Order also has the best ]il:rary of
arcane and magical ienow]eclge in the city, bar
none, and that makes it the best such resource
for hundreds of miles around. Access to the
library is impossible without the help of
a member.

The Order's lodge can be found in T'r 1\ i
the eastern part of the city, in a high v
tower with a goml

view of the Quad. PCs should not come visiting unless
they have been invited. There are currently 11 wizards

in the Or(ler, of levels 8-14.
The Engineers Guild
Like the Fraternal Order of Wizardry, this is a local

branch of an organization with a presence across the
realm. The true name, as emblazoned on the guildhall's
iron doors is the “Steam & Iron Workers Union.” The
Corvis chapter is #18, established about two centuries
prior to the present day.

The Union, as it is usually called, exists to protect
the interests of workers in the steam and iron trade.
That includes steam engine mechanics, engi-
neers who design new contraptions and workers
who ﬁl'lapf:‘ metal for industry, Many armorers
and blacksmiths are also Union members, but
membership is far more important for
mechanics and engineers, who may be
unable to find employment without it.
There non-affiliated

steam and iron workers,

are

An industrial steamjack
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but anyone who cares about their
snp]‘lisl'icatecl steamworks will seek
out a Union engineer.

Corvis, being a modern city,
relies on steam power for many
things. This makes the Steam &
ITD“ wﬂrlﬂerﬂ [jrtion Vﬂry power—
ful, though historically they have
been unwi”ing to flex their mus-
cle. There have only been two
strikes in all of the Union's histo-
ry, and most negotiations are con-
ducted in an extremely civilized
manner.

Union members must be paid
certain minimum rates for labor,
in exc}lange for which the Union
guarantees the customer that
members meet certain minimum
skill standards. Many shops, such
as Engines East, are Union-only.
Don't bother trying to get a job in
a Union shop unless you have the
traditional gear-shaped pendant of
a Union member.

To join, an applicant must have
a minimum score of 4 in one or
more relevant skills. The prospect
pays the union a lgp application
fee, and they take a test adminis-
tered ])y a master craftsman. The
difficulty of the test depends on
the skill and experience of the
prospect. 1f the test is passeci to the
satisfaction of the proctor, the
applicant is awarded a Union
badge, rank and number. Union
ranks start at Apprentice and end
at Master. To advance in rank,
another test is needed. It is com-
mon for a skilled individual to
skip Union ranks when taking the

advancement tests.

Meml:ersl‘n'.p dues are l'_v‘pically
49 of any fees collected while per-
forming work as a Union member.
Members who are c:augl'lt cl‘leaﬁng
the Union out of their dues are typ-
ically expelled for one year. Those
W}IO are expe]lec[ twice are not wel'
comed back. Members can also be
expelled for running a crooked shop and tarniﬁl'ning the
Union's good name.
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Widower’s Wood

Near Corvis is one of the staples of local legend—
Widower's Wood. The Wood surrounds most of the city
at a distance of a few miles, at some points coming
within a stone’s throw of Corvis. Inside the Wood it is
always dark and foggy. Twisted, black trees claw their
way out of the swampy muck towards the sunless s]ay.
Tracks vanish almost as soon as they are laid, filled in
by slimy seepage. Strange animals can sometimes be
seen scampering through the thick branches over-
l'leacl—anyone who manages to bring one down will

find the dark meat tough and odd tasting.

The only roads through the Wood are narrow, mean-
L{ering paths that follow the rare spots of solid grouncL
Even so the muck can be a foot cleep at points, malzil:lg
any trip an ordeal. To make matters worse, tribes of
swamp gobbers will occasionally ambush travelers.

A few brave folk do live within the WOOA, but the
city dwellers think the “swampies” are mad for it. These
hardy souls manage to eke out a ‘iv-ing by {arming small
plots of land and trapping the local wildlife for fur and
meat. Sometimes they will visit the city and sell their
skins in the Quac[, or barter for things they need. The
swampies may be unsophiaticatecl, but anyone traveling
in the Wood would be wise to heed their words.

Legends & Warnings

Widower's Wood is featured in many of the regional
legends. Here are some of the more common.

Swamp Shamblers

It is said by some that anyone who dies in the Wood
and is left there unattended will rise again in seven days
as a Swamp Shambler. These undead will try to return
to their home and sla.y those who abandoned them.
Anyone killed by a Shambler rises as a Shambler them-
selves just a few minutes later. Swamp folk claim to
know how to make a talisman that will prevent a
Shambler from approaching. Producing a talisman
takes 2d4 days of gathering materials, crafting, and
curing. At the end of the time, a Craft (talismans) roll
is made by the DM. The amount of the roll is the DC
of the Will save the Swamp Shambler must make to
approach within 50 ft. of the talisman. Each Shambler

may cnly try to approach once.

Orven's Gold

25 years ago a human prospector named Lars Orven
seemed to have found a gold mine deep in the Wood.
Every few weeks the grul:])y prospector would sneak
into town with a load of crudely minted ingots. After a
year of stashing his hoard in the Bank of Caspia, Orven
vanished. To this clay no one has found the mine, and it
remﬂ.inﬂ one O{ 1:]1e region’ﬁ most we“-—lgnown IESEDJS-
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Some maintain Voorie ate him. Others blame the
Gertens crime family. The gold remains in storage at

the bank.

Voorie

Most folk in the Wood and Corvis believe in
“Voorie,” the great serpent of the swamp. Sightings are
rare, but there is often other evidence—slain livestock,
claw marks on trees, and cl’lilling calls late in the nig}ﬁ.
A few brave city folk have tried to find the beast and
s]ay it. Those that returned at all never found a trace of
her. Lucky them—Voorie is actually a baby dragon,
abandoned in the Lower Cygnar a hundred years ago
when her mother was killed. Today, Voorie has made
her lair in Orven's lost mine—dragons can smell gold

from miles away. Anyone who finds and defeats her will
be able to claim the last of Orven's golcl, several thou-
sand gp worth of crude ingots.
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Act I

Wherein the intrepid adventurers reach Corvis, City of Ghosts and begin to learn something of
the town's sinister fwfstory.

If the DM is starting a new group of PCs, it is best to
begin the adventure with the caravan ambush sequence.
It provicles an easy way to get the PCs into the city and
in touch with the right people. If the DM has moved the
PCs into Corvis by other means, an encounter with the

High Priest, Father Pandor Dumas, will need to be

engineered.

Summary: The PCs have been hired to escort a mer-
chant caravan en route to Corvis. Shortly before arriv-
ing in the City of Ghosts, the caravan is attacked by a
paclz of hungry swamp gol'ulaers. The intent of the
encounter is to set up Widower's Wood as a dark, dan-
gerous place, and to give the PCs some action.

To l)ring the players up to speed, the DM should read
them the {ollowing text, and give them an opportunity
to ask questions.

The PCs should indicate how t]'ney are spread out
among the caravan. If the players are too comp]a.cent,
Gunner will insist that t]u:y look El‘l:]l‘l’}—l’i‘lll‘ irl}:l's not
over yet!

The pacl-z horses are carrying {oor]., water and camp-
ing supplies for the caravaners. All the trade goods are
in crates within the caravans, or in chests lashed to the

outside. Each wagon has 4 chests mounted outside and

1d4+410 crates inside.

Ambush!

Just when it looks like the caravan might make it to
Corvis without ilicident, a dozen swamp golJlJers

(Appendix A) ambush the group. The gobbers will kill
the lead horse with a craFty spear trap, then hurl darte

at the humans to sow more chaos. In the cun{usiun, the
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gobbers will try to steal chests and pack horses from the
caravan, and then retreat into the fog.

For the duration of the combat, the thick mud
reduces movement by 1/2 (PH142). The fog also gives
10% concealment (PH133) to everyone outside of 10
ft.

The DM should sketch a map for this encounter. It
only needs to show a narrow Iength of road and the
position of the 5 wagons.

There are a dozen swamp gobbers surrounding the
caravan, hidden in the fog. They are all armed with
darts and daggers. Fight of them are within 20 ft., and
will attack random caravan members from cover as
soon as the lead horse falls. Three of them are in the
trees overhead, and will clrop onto a random wagon
when the chaos starts. The last one is 40 ft. away, oper-
ating a hizarre bellows contraption that is producing
the thick fog in the area. As soon as combat ]:vegins, he

will abandon his contraption and
join the raid.

Two of the gobbers will remain
hidden in the fog, throwing extra
darts at the caravan. The rest of
the gobbers will charge the wag-
ons. Their goal is to steal as many
chests as they can. They are also
interested in the packhorses,
which they consider quite tasty.

It takes three gobbers to steal a
chest. Two of them will saw
through the ropes securing the
chest to the wagon with their
crude flint li'nives, while the third
tries to guard them. It takes one
round to cut the chest loose. Two
gohbers can carry a chest at a rate
of 1d4x10 ft/round—it :iepentls
on how heavy it is. If a chest is too
heavy, the gobbers may drop it and
try to get an other one.

It also takes three gobbers to
steal a packhorse. They must cut
tlﬂrougl'l the rope and pull the
frightened animal into the swamp.
The three gobbers’ movement rate
will be 20 ft. while stealing a

1'10 Irse.

The gol:]:uets do not want to
fig]ﬂ: to the death. Tl‘ley just want
to steal as much as tl‘:sy can and
return to their village. If tl'ley take
50% losses, the survivors will
concentrate on escape above all
else. With their chameleon abili-
ties, silence and speed they will be
difficult to catch. The caravaners
want to protect their cargo, but
they are not interested in a fig]-xl: to the death either. It
is likely that the gobbers will succeed in carrying away
some chests, and ma.y]::e a horse or two.

If the PCs recover the fog-maker, they can sell it to
any alchemist in Corvis for 50-75 gp. It is the size of
a large chest, and consists of a crude bellows and some
kind of crucible to mix reagents in. The gobber’s spear-
flinging trap is clever, but cannot be sold.

After the raid, the caravan won't be troubled again.

After the Ambush

Gunner will enlist the party to help recover any
spilled cargo. The lead horse, which was killed by the
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spear trap, will be replacccl with one of the packhorses.
If all the packhorses are dead or lost, one of the wagons
will have to be abandoned. This will make Gunner furi-
ous, and the caravaners will have to spend 30 minutes
prioritizing and sl'mf‘ﬂing the cargo crates and chests.
Gunner will refuse to leave behind any weapons the
gobbers can use. If any food needs to be abandoned, he
will persona]ly t'ramp]e it into the mud so it is useless to
scavengers. All the while he will rant, rave and swear at
the gobbers, their mothers, and their mothers’ mothers.

While the party is tending to the caravan, there is no
risk of }Jeing attacked. The gol:l)ers are gone for good.
Of course, the DM shouldn't let the players know that!
The swamp is a dark, damp, spooky place, full of
strange noises. The PCs should be kept on edge until
tl'ney are out tl'le Wooc[, Wl‘liC}'l talzes a fevw l-murs.

A th urh
Of M@erw

Summary: Tl’le PCB nlalze tlle acquaintance U[
Father Pandor Dumas, one of the most respected gpir-

itual leaders in the city. The Father asks the PCs to
investigate a recent rash of grave ru!:u]:;irlgs in and
around Corvis. This will lead the PCs into a greater
mystery relating to a witchcraft trial many years ago.

The Church of Morrow is a large, ornate cathedral
set upon a small island in the eastern part of the city.
Father Dumas lives in the upper story of the Luilding,
as he has for almost 20 years. The Church is attached
to the mainland by two short bridges. There is a small
graveyard on the premises, and in it lie generations of
priests and other friends of the Church. An imposing
granite tomb lies just outside the entrance to the
Church; in it is buried the lead witch from the Corvis

COVC‘H scan&al.

1f any of the caravaners are killed or ]Ja:l]y }lurt,
Gunner Wadock will frantically run into the church
and begin shouting for Father Dumas. Otherwise, his
approac]‘: will be more relaxec[, and he will first retrieve
two crates from inside one of the wagons. If asked, he
will say the crates contain hymnala, ]-mly texts and other

such items for the Church—not inclucling l'loly water,
if any PCs should ask.

After getting Father Dumas’ attention for the
wounded, Gunner will turn to the PCs. Each of them
will receive 25 gp for their escort duties. If the gobber
ambush was successfully fought off, Gunner will be
complimentary and 'Friencuy. If the caravan lost a lot of
cargo, or if anyone was killed, Gunner will be curt if not
outrigl'lt rude.

If the group had to temporarily abandon a wagon on
the road, Gunner may, at the DM’s discretion, ask the
PCs to help him retrieve it. If the PCs agree, they will
be paid an additional 5 gp each, and Gunner will set
out immediately, leaving the other caravan drivers to
deliver the rest of the cargo. The details of this jaunt
are left up to the DM, but here are some ideas.

»  Gobbers have returned and dragged the wagon
deep into the swamp.

» A few human bandits have laid claim to the wagon
and are Lmtmg it when the PCs arrive.

» A family of swampies has found the wagon, driven
it lm‘rne, and refuses to give it back.

» The wagon has been shattered and mangled by
some sort of animal. If the PCs investigate, locals
will say the claw marks are a sure sign that Voorie,
the swamp’s mythical monster, did the damage.

» The wagon has been emptied of anything of
value—even the wheels have been stolen. The

thieves may be located with goocl use of Track and
Wilderness Lore.

If the PCs do go back out with Gunner, make sure
tl'wy talk to Father Dumas first to keep them on track!
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Father Pandor umas

A Talk With Father Dumas

After the caravan’s business has been concluded,
Father Dumas will wish to speak with the PCs. It seems
that there have been a number of grave robberies
recently in and around Corvis, and the Father would
like to hire someone to get to the bottom of the matter.
For this work he can offer the PCs no money, but they
are welcome to room and board in the church so 1ong
as they are investigating. Father Dumas will also assist
with his clerical abilities in any way he can, short of
atlventuring with the party.

Father Dumas is sincere in his desire to find the
source of the trouble and put a stop to it. He doesn't
have any idea that the grave rol:]:ery is related to the
witchcraft trial of a decade ago (see below). As the PCs
uncover more clues, Father Dumas can help them put
the pieces together. He should become an ally and
important NPC in this campaign. When the PCs begin
their investigation on his behalf, he will give them a
small silver holy symbol, which will identify them as his

wards. If they abuse this privilege, Father Dumas will be
furious.

As Father Dumas speaks with the PCs about the
events, the PCs should see his niece, Alexia, peering at
them. If they are outaicle, t]uey will see her silhouette at
a window in the cathedral. If they are inside, she’ll be
upstairs, looking down from the rectory. Alexia is curi-
ous about the PCs, and she will ask them what they are

cloing for her Uncle Pandor if she gets a chance to talk
with them.

While the PCs talk to Father Dumas, the DM should
lzeep these facts at hand.

’ A
( )
» @ <«

Q: How many bodies have been

stolen?

A: Seven so far.

Q: When was the first body

stolen?

A: One month ago.
Q: The last?
A: Three days ago.

Q: Where have the events taken
place?

A: Four of the bodies were taken
from boneyarcls inside Corvis.

Three were taken from family
plots just outside the city.

Q: Have any of the bodies been

recovered?
A: No.
Q: Who were the “victims?”

A: Various people around town.
(Father Dumas will hand the PCs
a slip of paper with some notes.
This is all he knows about the vic-

tims. See the coming sidebar for

all the details).
Q: Anything strange about the

events?

A: I haven't seen any of the sites
first hand, so I can't say. You will
have to investigate.

Q: Aren't there alrea,cly constables
in town for this kind of thing?

A: [ tried to get the Watch to help.
Unfortunately they decided not to
investigate the events, claiming
that ti’xey needed to prepare them-
selves for the rowcly crowds that
the Longest Night festival always
Lringa.

Q: Is Alexia your daughter?

A: No, she is my niece, from my
late wife's side. Her mother died
and | took her in.

Q: You lost your wife?

A: Yes, she died in childbirth many years ago. I have
raised Alexia like the daughter I never had.

What if the PCs Don’t Cooperate?
If the PCs don't want to take on the job, don't force




them to—yet, anyway. Let them explore Corvis for a
few (la.ys. Tl'ley can be presmn'ed into contacting the
Father if they run short on money for lodging. A run in
with some sticky fingered rogues can help that along. A
distraught family member, who is upset that the city
Watch won't try to find the criminal, can also hire
them. This will quickly lead them back to Father

Dumas.

So What'’s Really Going On?

The PCs will soon find themselves on an adventure
with its roots ten years in the past—the infamous
Corvis Coven witchcraft trial. It's important for the
DM to become familiar with this story, which is the
foundation of The Witchfire Trilogy.

Ten years ago, almost to the day the PCs arrive in
Corvis, a witchcraft scandal rocked the town.
Magistrate Ulfass Borloch, a relative newcomer to the
city council, exposed a coven of five witches he claimed
were responsible for all manner of devilish activities in
and around Corvis. The witches were all apparcnt}y
normal womenfolk from the city and surroun&ing
communities, but their crimes were inclisputa]n]e.
Whipped into a panic by the crusader Borloch, the
townsfolk demanded action. The witches were put on
trial, and within (lays the decision to execute them was
made. One of the coveners was Lexaria Ciannor (see-

AN-or), Father Pandor Dumas’ sister-in-law.
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After the witches were executed—on a specia”y pre-
pared plot of land deep in Widower's Wood—the hod-
ies were locked away in a crypt, and poworfﬂl enchant-
ments sealed them away forever. The leader of the
coven, Father Dumas’ own sister—in—]aw, reueivec] even
more special treatment. She lies in a special repository
on Church grounds within the city. Her granite tomh
serves as a warning to all that Corvis will not tolerate
the black arts. Inside the tomb is the magical blade
Witchfire, which was used in the executions.

Of course, f;hings are not always as they seem.

The accused women were in fact a coven of witches,
but their works were benevolent. T}mey used their sor-
cerous powers in secret for the betterment of their com-
munity. Unfortunately, Magistrate Borloch—an
ex&emely ambitious man of low character—stumbled
onto their secret. He decided to use the coven's powers
for his own encls, and he procueclc-:cl to blackmail them.
If the coven did not do his bidding, he said, they would
be exposecl, tried on ‘h‘umpe& up witcheraft cl‘nargcs, and
exiled—or worse. As a junior city official he had the
connections to make their lives a living hell, and he
swore he would do it if they didn’t cooperate with him.

Afraid for their lives, the coven agreed to help
Magistrate Borloch, which of course sealed their fate.
At first their deeds were small—an em]mrrassing inci-
dent created for an enemy of Borloch, that kind of
tlling—]:mt before long things were out of control.
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Borloch’s enemies Legan to Jisappear or die in mysteri-
ous ways. His personal wealth began to grow, and he
climbed ever higher in Corvis’ political circles.

These events were 5prea(l out over three years.
Borloch was gree&y. but he was also smart and patient.
He carefully used the coven's power to his own benefit,
aimull‘anemns]y p]anning the double-cross that
would see them tried and executed. By the time
the coven realized what was I1appening, it was
far too late to make l]‘:ings right. Before thcy
could decide what to do, they were dragged
from their homes, bound, gagged and
imprisoned in the darkest jail cells under
Corvis city hall. Within days they were put
to :leatl-l, and Borloch was in the clear.

Father Dumas was ungm'tunatel_v
comp]ete]y fooled ]1y Borloch's
machinations. Even if he knew the
whole story, there isn't much he
could have done; the coven had
done some terrible tl'lings, and
their poor juclgmeut u]timately
doomed them. He was forced to
go along with the trial and exe-
cution, even thuugh his wife's sis-
ter was one of the accused.

Tl'tings were even harder on
Alexia Ciannor, Father Dumas’
seven-year-old niece. Her Uncle
Pandor tried to shield her from the
harsh realities of the trial and exe-
cution, but Alexia was an intelli-
gent, willful child. She managecl to
Bneals: away into t}le woocls, wl'lere s}ae wit-
nesaecl t]'le executions for herself. In a ({aze,
she stumbled home. What she saw unl"linget.l her young
mind, and it shaped her destiny. Years later, when her
own magic powers lnega.n to mature, Alexia l'mgan to
formulate her revenge. This is the same time the PCs
arrive in Corvis.

Behind the Scenes

There is still more to the trial of the Corvis Coven,
and there is another man in the shadows, pulling
strings. Borloch’s role as stated above is accurate, but
there is another layer that the players will in time
unravel.

Magistrate Borloch did not stumble across the coven
Ly chance. He had a mentor of sorts—a powerful wiz-
ard named Vahn Oberen. Oberen knew of the coven
tlu‘nugh prophecy and his own magica] means, and had
his own dark plans for them. He came to Corvis,
apprnac]‘aecl Borloch in secret and pmposed the whole

Alexia Ciannor

scheme. Pleased to have a powcr{ul a]ly, Borloch agreed
to move ahead with the plan. He did not fully trust the
mysterious QOberen, but decided the risk was worth the

rewa !'Cl‘

The years passecl, and the plan proceeclecl perfectly.
Under Oberen's guiclance, Borloch’s persona] power
was on the rise, and evcutua“y the coven had been
success{'u”y framed. Oberen had acked little over
the years, and Borloch had become cumpla-
cent. The coven was in chains, and their
end was near. It was at tl'lis
time that Oberen made
-a final demand of
Bm'lucl'l t]'le
executions took place, it
must be Oberen himself

that wore the executioner’s

black hood.

BDflOCh was surprisle&, ])llt a8 a
powerful politician it was easy for him
to arrange this. The executions were

w}wn

per(ormed on consecrated grouncl,
deep in Widower's Wood, and only the
city's elite inner circle was allowed to
attend. Far from the eyes of the pul:llic,
Oberen donned the executioner’s hood and
loppe& the heads off the five restrained
women. In his hand was a most unusual
weapon—the ancient blade Witchfire.

Forged for just such an occasion,
Witchfire was a powerful anti-spellcast-
er weapon. [t had a most unique alaili{'y;
when employed in exact]y the correct
fashion, it had the ability to drain levels
from the victim and add them to the wielder.
The Corvis Coven's execution fit the bill perfectly. Five
witc]aes, an entire coven, executed on enchanted gmuncl
under a full moon—this was the event that Oberen had
engineered for years. Borloch was just a convenient
pawn, and he had played the role perfectly.

At the final stroke, the blow that executed Father
Dumas' sister-in-law Lexaria, the leader of the coven,
Oberen was overcome with the power flowing into him
and fell into unconsciousness. Borloch had to act
quickly lest Oberen be discovered. He ordered his per-
sonal guard to take the fallen executioner away and
tend to him. At the same time, Father Dumas’ lloly
order descended on the scene to tend to the bodies.
Borloch, not knowing anything about the Witchfire
and Qberen's plans, left the magic blade where it fell
and scurried off to take care of Oberen. Father Dumas’
men picked up the sword, and it found its way back to

the Church. Tnta“y ignorant of its special properties,

4 A
¢ y
0%




% The Witchfire Trilogy :*

Father Dumas entombed the Witchfire with Lexaria

Ciannor.

Upon awalzening days later, Oberen became furious
when he learned the Witchfire had heen lost. Tt had
taken him years to locate it, and despite the success of
the ritual executions he had many more p]a.ns for it. He
knew that Father Dumas had the ]J]ade, but it was not
practical to raid Corvis’ largest cathedral and take it—
so there the Witchfire has remained, with Oberen wait-
ing for an opportunity to take it back. This is the sce-
nario when the PCs arrive,

It will take them even Ianger to learn about Oberen
and his true history. Under the name Dexer Sirac,
Oberen used to be in charge of King Vinter Raelthorne
the Elder's hated and feared secret police—t}le
Inquisition. As Sirac, Oberen was responsible for
countless Inquisition atrocities, inc]uc[ing the rounr.lu.p
and execution of hundreds of sorcerers, whom King
Raelthorne the Elder considered a threat to his rule.
Sirac di sa,ppearecl when Raelthorne the Elder was over-

thrown ]::y his youndger brother Leto, and made a new
life for himself under the name Vahn Oberen.

][ven:ug
the Grave
R@bben@s

Summary: The PCs will visit the sites of the grave
robberies, looking for clues. They will speak to some of
the family members and other city folk, and they will
learn about the Corvis Coven trial of a decade ago.
Hopefully, they will begin to see that the events are
connected. Father Dumas will be dismayed when this
comes to light.

The grave robbery investigation will take the players
all over the city, and they'll have to explore the lands
beyond the city wall as well. The DM should feel free to
stretch the investigation out for several days. Let the

PCs get embroiled in other Corvis adventures while
thcy are on the trail of the grave robber—in the first
Act of the aclvenhlre. time isn't too criticul, and it's
important to let the players get to know the city.

When the PCs are investigating the grave robberies,
it is important not to let the clues go too freely. The
PCs will have to talk to strangers, earn their trust, and
ask smart questions. rl‘hey may miss some vital clue and
need to come back to a site a second time. If they get
stuck, use Father Dumas to nudge them in the rigl-lt
direction. Don't give anything away freely, but don’t let
them get frustrated either! If they are getting restless,
engineer an encounter with some t]'mgs to let the party
blow off steam. This can also be a way of getting
acquainted with the town Watch, which is important as
well.

Following are details on the grave robbery sites.

The Northern Graveyard

The Northern Graveyarcl is the ]argest l:voneyarcl in
all of Corvis. It is a vast expanse of headstones, crypts
and tombs, crisscrossed by narrow winding paths and
dotted with scrawny bushes and trees. The thicket of
grave markers winds in between the buildings north of
the Church. In the center of the graveyard is a tiny
stone l)uill;ing where the caretaker lives.

This is where the Sylva and Monsonata family sites
were despoiled. The lmilcling is home to the sole care-
taker, Gum Brocker. Gum is ancient but spry, and he
has been working in the graveyard for over 'fi{ty years.

If Gum is asked, he will be able to provide the fol-
lowing information to the PCs.

» The full names of the missing are Moira
Monsonata and Kell Sylva.

» Each has been dead for almost 10 years.

» The bodies were taken on the same night, exactly 2
weeks ago.

»  No one else has come as]zing about this.

»  The PCs can see the grave sites, but they have been
repaired since the robbery. There are no further
clues to be found there.

If by any chance the PCs decide to get Gum drunk,
he will tell a slightly different story. On the night the
bodies were taken, he saw a lovely young girl in the
graveyard. She fled at his approach, and he hasn't seen
her since. Once he sobers up, Gum will (Ieny having
seen anyt}xing at all.

When the PCs visit this graveyartl for the first time,
Watch Captain Julian Helstrom will be here as well, vis-
iting the grave of his dead wife. If the PCs introduce
themselves, Helstrom will be polite and converse with
them.
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The Gadock Family Farm

This is a small farm near the eastern gate of the city.
Bern Gadock, the man of the house, will be happy to see
the PCs as |ong as they are polite. The family was very
shaken when old Grandfather Hagger Gadock went
missing one week ago. If Bern is questiunecl, his
responses will be just like Gum Brocker's, above—he
doesn’t know much.

The Gadocks have two small l:larns, a pen for hogs,
and some small fields of wheat and corn. The farm-
house is unremarkable. The family graveyard is behind
the farmhouse, in the shade of a giant apple tree.

Bern's Wi{e iS nanle(}. Beti]l:].&. T])e Uoup]e ]’I&B a tl‘u‘ee
year old son named Hagger, after his grandfatller. If the
PCs decide to question Hagger directly, he will claim to
have seen Graﬂclpa wauzing away on the nigl'lt he van-
ished. There is no evidence to support or refute this; it
was raining that night, and there are no prints or any-
thing else to find. Bern has also cleaned up the
gravesite.

Magistrate Ulfass Borloch

The Sunbright
Estate
The Sunbright home is a beau-

tiful mansion surrounded by a low
wall, surrounded by many other
such homes in one of the nicer
parts of the city. The {amily has
hung festive banners from the bal-
conies in preparation for the
Longest Night festival, which is a

Few clays ‘F'I:’OI‘I."I now.

The PCs will be shown into the
[oyer l)y the l)utler, who will then
fetch Elger Sun]:vrig]'lt. The
Sunbrights are a rich merchant
fami]y with a (listinguis}mecl pecli—
gree. Elger is a busy man, and he
was on his way out when the PCs
called. He will be very unreceptive
to the PCs; only if the party is
unfailingly polite and well-
groomed will their questions be
entertained. The only question the PCs are guaranteerl
to get an answer to is the name of the deceased and
when he was taken: Radnor Sunbright, about 3 weeks
ago. If the PCs are polite, t}ley may also learn that
Radnor's expensive marble tomb was damaged in the
rol)]:-ery, and that he died of illness 8 years ago.

Under no circumstances will the PCs be allowed to
see Radnor's tomb. If they decide to sneak onto the
grounds later, tl'ley will find it still in a state of disre-
pair. The heavy marble door lies shattered on the
ground, and the one-room tomb is tota”y empty. Just
outside the tomb, a Spot check of DC 15 will reveal

some tattered shreds of white silk caught in the thorns
(){ a I,'OEG])US]'L

The fabric is from one of Alexia's dresses, and if the
PCs can convince Father Dumas to investigate he will
find a white silk dress of hers that has recently been
mended. It's not prm}f of any'tl'ling, but it will make
Father Dumas more open-minded if the PCs try to pin
the recent events on Alexia. Note that if Alexia gets
wind of this, she will immecliately become wary of the
P(Cs. On the outside she's all sweetness and light, but
she'll come to see them as adversaries, and she'll be
extremely cautious around them.

If the Sunl}rig}xts see the PCs raiding the family
tomb, tl'ley will holler for the Watch. If the PCs are
caught, their only hope of avoiding a thrashing is
invnlzing the name of Father Dumas. Depencling on
their roleplaying skills, they may be able to convince
the Watch to let them go on their way.

A
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The Eastern Boneyard

This pathetic place is where the poor bury their
dead. Only the wealt]-ly landowners have fami]y
plots inside the city, and the Northern graveyard is
home to more middle-class occupants. The rest of

will malze an offhand comment almut witcl-wra{l:.

Attentive players may be able to get more infor-
mation out of her by asking the right questions.

> Lorna l)elieves tllere are aiways witc]nes a.]:out,
and she has charms and talismans all over her
Corvis pla.nts their dead in this Jreary, mucky bone- prope‘rty to protect the family.

»  Chander was a juror in the Corvis witch scan-
dal a {IL‘L‘EILIC ago.

> If Lorna is given a list of names, she will be

yard a mile outside the eastern city gate.

There is no caretaker, and the place is in terrible
disrepair. The stench of death fills the air, and the
ground is littered with improvised grave markers
and bhone {:ragments. The PCs will have to search
the IJan(:yart.l looliing for the despoiled graves t]1ey
are investigating. After 1420420 minutes, i]’ley
can find one of the graves. The marker reads,

able to identify about half of them as Leing Jurors
in the trial. The rest her memory will fail on.

» If flw PCs c.lunjt know about the scancla],
Lorna will tell them the basics: a brave magistrate
discovered five evil witches, and they were execut-

ed.

“Ham Hopless.” The churned earth offers no
further clues. After another 1420+20
minutes, the party will find another
clespoilecl grave, this one reading
“Senn Burkett.” Again, there are no
clues to be found.

A half-mad bum known as Egger
lives at the l'mneyarcl, Each time the
PCs visit, there is a 75% chance he will be there.
If they talk to him, he will refuse to speak
unless they give him food or money. If the
PCs bribe him, he will tell them a strange
story—on the nig}xt of the grave robberies, he
saw a beautiful girl dressed in white wandering
t}lrough the graveyarcl. If the PCs try to intimidate
lzirn, he will burst into tears and refuse to cooperate.

Therea{'ter. if he sees the PCs he will shriek and run

away.

The Fullet Family Farm

A gravui pa.tl‘n leads you from the road up to a

> Lorna thinks that all of the jurors are

dead currcntly.

L Their deaths are not
believed to be mysterious, l']‘mug}l

Lorna sees witches behind every ill

deed.

If the PCs ask Lorna about the
upcoming Longest Night festival,
she'll swear up and down that it's a nig}l’r of deca-
dence and evil, and decent folk should stay off

the streets. “I don't let my boys go into the city
for the Festival, no sir!”
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Conclusions

By the time the PCs are done checking out the
leads, t!—m_v should have learned that some of the
bodies that were stolen were jurors in a famous
witch trial a decade ago. If the PCs were smart or
lucl-zy, t}mey may have also learned that a girl in

(:__"_

white was seen at the crime scenes.

BT I3 WLANLT

The party should also have learned the basics of
the witchcraft scandal from Lorna Fullet. When
they return to Father Dumas, he will verify that all
of the names ti'ley have found were jurors, and he

well-tended farmhouse, which is surrounded by an

—

appIe orchard. You can hear pigs and s}leep in the
distance.

The Fullets are simple farm folk, like the
Gadocks. They tend a hundred head of sheep and
some pigs. The mother, Lorna Fullet, leads the fam-
ily. Her three sons and their wives live on the farm
as well. Their father, Chander Fullet, died five years
ago and it was his body that was stolen from the
family p]ot two weeks previuus]y.

will tell the p]ayers more about the witch scandal,
including the story of the executions and where the
witches are buried. He will not tell them anyt]'ling
about Borloch’s blackmail or the mysterious wizard
Oberen—because he doesn’t know.

The fact that all the jurors from the trial of the
century have been unearthed will be very unsettling
to Father Dumas. He will ask the players not to
spread the information around—obviously some-
thing is going on, and he'd like to get to the bottom
of it.

Lorna is a tough, capable woman but she is
cxtreme]y superstitious. She is also nlwiuusly emo-
tional as she speales with the PCs; after all, her hus-
band's body was stolen. Again there is nnthing

remarkable about the gravesite, and Lorna ]1.‘15 no Tha PCs rhay ks ntlwr questions = tria],

and the peuplu involved with it. If asked, Father Dumas
If she is pressed about reasons for the rnl1]}ery, she will volunteer the following information.

information speui{iuaﬂy about the rol:hery.
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»  The judge in the trial was Lord Atthias Folver. He chance to explore her hideout, but the story is better
15 quite alive, and still works for the city. served if t;my investigate the tomb first.
» Magistrate Borloch, who exposed the coven, is a

X Father Pandor Dumas has no idea what his niece is
powerfd man. On]y t]'ll“. l'l'lélyﬂ?' Wle]l‘]s more pL"-‘WEr

up to. 1f the PCs try to make him helieve she is an evil

in Corvis. sorceress, he will pml:al:lly just laugl'x at them!

» The identity of the executioner was secret, as dic-
tated Ly tradition. It's pwbamy an open secret
within the city government though.

H: t]}e PCs are slow to suggest a {rip lo llw wif_tlu:&lr
tomb in the woods, Father Dumas will

I:lring it up. If someone is stealing the Watch Captain ]u}lan IIQ}S{mm
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]urur}s LIU(_{iL'.S, ll‘lcy may lJL‘ intt‘rcstcd
in the witches' bodies as well, and
that could mean big trauble.

So What's Really
Going On?

Alexia Ciannor is a sorceress of no
small skill. The abilities she inher- ‘
ited are blooming, and she has G;
planned a campaign of revenge
against the pt'uplt.- who killed
her mother. She has used her
skills to raise the dead—she is
responsible for all the miss-
ing bodies, and she
was the girl seen L_v
Egger and Gum
Brocker. Young
Master Gadock
rea“y did see his
undead grandfa-
ther a]‘;amhling
away into the nigl'xi_;
Alexia raised him.

Alexia has raised

the dead for two rea-
sons. One, sl'le wants to

‘:.."n
)

piclc their brains (so to spl-_'al::]
about the trial, so she can add more
names to I‘ner l]if list. Two, she 18
practicing. Her ultimate goal is
to restore the coven to unlife
and wreak a terrible vengeance
on the whole city, and she is clos-
er than anyone would imagine. The
PCs will hopefully thwart her at the end of
this aclventum, but Alexia will be a central
character for the rest of the ’crilogy.

The craFty girl has also found a secret
route into the Undercity, and in a lair
there she lzeepf. her undead experiments

away from prying eyes. The PCs will geta




Wherein the bold adventurers learn the truth behind the gruesome happem'ngs of late in Coruis.

=

The main thrust of this Act is the cliscovery of what
is really happening in Corvis. Alexia will be finally
revealed as a budding necromancer/sorceress, and the
party will learn of her intricate plan of vengeance. At
this point the PCs should have learned about the witch-
craft scandal and connected it to the grave robberies.
Through Father Dumas, encourage them to do more
investigating. The witches' tomb is an obvious place to
start, but indulge anything the PCs want to try. Its
more important to give them the freedom to innovate
than to hold the adventure to a pre—planned pat]':.

Tcomb

Summary: The PCs investigate the tomb in
Widower's Wood where the dead witches are locked
away. They will learn that the bodies of the four witch-
es are missing, and they will find evidence of recent
combat.

The Witches' Tomb is a two-hour trip into the
swampy Wood. Father Dumas will not accompany the

PCs, but he does provide them with a map and direc-
tions. He also admonishes them to be careful—if the

Tomb has been violated there is no te"mg what tl'zey
W'.lll 'Elnd

The Tomb is off the beaten track, and the PCs will
have to go cross-country. Horses can be taken into the
deep Wood, but they offer no speed or mobility advan-
tage due to the thick vegetation and mucky puddles. If
the DM wis]'les, encounter checks can be made on the
way to the Tomb and the way back.

The Tomb itself is actually an ancient scout’s base
from the days of the old Imperial Army. A thousand
years ago a great war engulfed the kingdom; this small
base and others like it are scattered from here to
Caspia. Corvis had no time to excavate a new tomb for
the executed witches, so t}xey made do with this clreary
fortification in their back yard. Father Dumas will tell
the PCs at least this much.

What he cannot tell the PCs is this: about one clay
before the PCs arrive at the turn].) young Alexia made
her own visit. Charged with rage and growing mag;ca]
abilities, she smashed through the defenses and quu.l::ly
arrived at the final chamber where four members of the
coven were secured. lil'aere s]ne !'e“‘lﬂ.l}‘le(l iUﬂg w}ule,
intent on the sorceries that would restore the slain
witches to unlife.

Of course, Alexia didn't leave herself defenseless as
she spent hours chanting in black rituals; she spared a
moment to animate some of the tortured souls who lost
their lives in this place ages ago. With undead body-
guarcls at her }Jack, she was free to concentrate on the
greater c]lallenge of pwpcr]y awakening the dead
witches and restoring them to some fraction of their
former power.
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Outside the Tomb

The whole area is overgrown and covered ].)y a thick
canopy of trees, like the rest of the swampy Wood. A
thin mist creeps about the PC’s geef, and strange birds
and insects are heard all around.

The entrance to the witches' tomb is set into the side
of a hill. A thick granite door bound with rusting iron
lies shattered in the mud. Before the door, a 10 ft. wide
stone circle is set in the earth. It is overrun with weeds
and muck, but anyone who clears away the debris will
see arcane runes carved into the granite—it doesn’t
take a genius to surmise that this is the very spot where
the executions took p]acc, The stone slabs are cruc’ne;
anyone with ﬁtonewv-l'lcing ability can easil)ﬂ see that the
circle was built quiulel_\n

Inside the Tomb

The crude interior of the tomb bespeaks its original
nature; it was carved out of the ground as quickly as
pnssi])]e for the use of the long

dead Orgoth Imperial Army.
When the Church and Corvis city
council decided to entomb the
witches here, they hid the bodies in
the c{eepcst part of the base l’ll(‘._\_.'
could find, sealed off the side pas-

which have been unex-

]:m.rrecl the

Eages

plored for centuries

front door with magic and iron,
and hurried back to the comforts
of town.

Tl"lﬁ' tt“!l‘ﬂl‘l iF a C!.'Iﬂ‘l_]}il'lﬂ.tiol‘] l_'!{ III(\II“!“&L‘IE tunnels

and natural caves—the original builders accidentally

>
L
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broke tllrougll into caverns in several p]aces. Some of
these caverns were used for storage or other purposes.
Others were too wet or treacherous to be useful, and the

builders ignurml these.
In game terms, the tomb is constructed as follows.

Man-made rooms and passageways: Hewn stone
walls, Hagstone floors. The tomb's main corridor has a
trickle of water running downslope, and the slippery
ﬂom‘ing may add to the DC of some tasks.

Natural caverns: Unworked stone walls, natural
stone 'ﬂoors.

Sl?(."‘ DMG 105 I‘(_"I' more il'l{l‘rll'l:llil'}ll on llllllg('i_!]]
settings.

Rememher that tl'le tnm]:: is ancient, al’mut one tlmu-
sand years old. Anyll'ling of obvious value was stolen
long ago. Nothing made of wood or natural fiber will
have survived the centuries. The only signs of the orig-
inal occupants are marks on the stone and rusting iron
fixtures.

The Tomb's locations numbered on the interior map
are detailed below. Please read the entire cllmgeon
before trying to run it. The encounter in room 10 may

need to be moved to another Iucaliun, depending on
your party's path!

0. Front Dooxs

Any p]ayu-r that investigates the shattered doors will
see the worn remnants of an unfamiliar glyph carved
into the stone fragments—a ]eering face on a field of
stars. This is the symbol of the ancient Orgot]‘! Empire
that predates the Kingdom of Cygnar. Any PC who has
spent an appreciah]e amount of time in the Iron

Kingnlums will know this on an Int check of DC 15.
With a Search check of DC 10, a PC will see the

glint of metal underneath the stone [‘ragments. It is a
thin bronze plaquc }acaring the seal of the city of
Corvis, which was a.pparent]_v affixed to the stone door
when the witches were sealed in the tomb. The p]aquc is
scorched and warpccl.



1. Entrance

There is nothing to see in this room.

2. Barracks A

The nest of leaves has actua]]y been used very
recently, Ly a tribe of swamp golzlaers who sometimes
take shelter in the ruins. Over the firepit is a dome in
the ceiling, with some sort of vent in it. It's obviously
some kind of chimney, though it is far too small for any
character to get into.

There is a loose flagstone in the NW corner; a
Search check of DC 20 will locate it. Under the stone
15 a single tarnished copper coin. Upon it is scratched a
strange sym_l:ol. With a Know]cclge check of DC 12
(Local) the mark will be identified as the symbol of the
Gertens crime fami]y of Corvis. There another treasure
in this cu]:}:ly}wlc—a pistol worth 800 gp. The gun is
wrapped in oilcloth, and covered with a thick black
grease to keep it from rusting. Three powder and shot
c}'la.rges are present too, placecl in a small wood box.
Before the gun can be used, it needs to be degreased,
which will require a Craft (gunsmitl'ling) roll of 10. The
ammunition is old and the magic has faded; each
charge has only a 50% chance of firing. Replacements
can be purchased from a good alchemist for 10 gp each.
{2::14 piercing, reload 18/DC6, crit 19-20/x3, range

40 £t., 4 1b. See privateerpress.com for mles.)

3. Barracks B
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There is nothing to see in this room. Workers left the
torches here ten years ago (luring the witches' burial. As
in the other barracks, a vent in the ceiling seems
designec[ to let smoke out of the room.

4. The Lieutenant’s Quarters

The syml:ol is the same as the one carved into the
granite door outside. The marble slab has chips and
tool marks around the perimeter—apparently, some-
one has tried to pry it from the wall, but they failed.
Anyone who tries to take the carving must pass a
Profession (stoneworlzing) roll of DC 13. If the carv-
ing is removed is has a value of 20gp to the riglﬂ: lJuyer.

W% whs cxplore the ruins

5. Ruined Gate

Thick, rusted iron bars make up the ruins of an
ancient gate. The heavy metal is twisted and warped, as
if a great force pulled the gate apart. The floor is lit-
tered with flakes of rust and stone cl'xips where the stur-
cly bars have been wrenched from their foundations.
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The old gate was sealed by the smiths of Corvis a

decade ago—one more barrier between the burial

chamber and the outside world. The gate was also
enchanted, hut Alexia cleatmyecl metal and apell alike
as she tore the gate asunder.

6. Commons

This was once a mess hall. The wooden benches are
long gone, and only the stone tables remain. The chim-
ney for the {:ireplace is too small for anyone to get into.

Anyone 3earcl}ing the room will quiclz]y find signs of
recent occupation: scraps of cloth, gnawed bones, bits
of scroungecl metal and other trash. If any chests were
stolen {rom tlle caravan, one wi” ]:Je here, craclee:l open

and pinagecl.
7. Smithy

Characters inspecting the roof will quickly learn two
things. One, the biggest of the openings is not big
enougl'l for even a halﬂing, tl'tough a smaller creature
could pass. Two, soot marks stain the roof of this room.

Anyone loolzing at the muclcly floor before the char-
acters trample all over it will immediately see foot-
prints—tiny feet with sharp toenails. If any of the PCs
have tried to track swamp gobbers before, they will rec-
ognize these tracks automatically. Any PC with track-
ing skill will be able to tell that “lots” of gobbers have
passed through this room in recent days.

In the old days, this was where the camp's smith
worked. The anvil and everything else was stolen cen-
turies ago. All that remains is the Firepit, with holes for
the ]Je"ows, and the clry pit that was once held water for
quenching hot metal. The cracks in the roof are how
the local gobber tribe get into the dungeon.

8. Cave

The ceiling here is solid. There are no tracks on the
floor. A character that wants to clig around in the dirt
will find 1d6 tarnished silver coins of the Orgoth
Empire if they make a Search check of DC 15. The
coins are worth 1gp each to a collector, but only if they
are cleaned up first.

9. Cave

This unremarkable cavern has two large rock forma-
tions jutting from the rough stone floor. The ceiling 1s
low, ancl tllere appears to l;e rmtl-ling of value here.

Behind the rock formations the PCs will see the
skeletal corpse of a swamp goHJer. The go]:r}aer was
killed and eaten a ccup]c of clays ago Ly the 10'x10’
patc]1 of cavewort that lurks over this spot. A bit of
leather peelzs out from under the l‘Jody. It's a lizard-skin
pouch, and inside it is dried rat ear jerky and a upider
climb potion. Anyone reaching for the poucl‘l will be
attacked ]:vy the cavewort.

At the back of the cavern is a very cleverly made
secret door, a remnant of the Orgoth Imperial Army. It
can only be found with a Search check of DC 22. The
goL}Jers have not found it, nor have anyone else. It has-
n't been opened in about six hundred years, so it’s a lit-
tle sticky; a Strength check of DC 22 is needed to open
it. Two PCs can try tugetl'ler.

The secret door opens onto a crude passageway that
runs 50 yar(ls away to another clever secret tlom', this
one opening from a rock outcropping into a thick patch
of forest. This door is stuck in the same manner as the
inside one.

10. Captain’s Quarters




R The Witchfire Trilogy e

Conversation with a Gobber

The DM should try to make this encounter I-nappeu
after the PCs have seen oiiler signs of gt.ll:ll:ll.‘r presence,
such as the items in rooms 2, 6 and 15. If necessary,
move this encounter to any other room that doesn't
have its own encounter. This is a complex encounter

that can end in many different ways, so stucly it care-

fully!
This gobber is Borkanhekkanaken, a minor figure in

the tribe's political system. He was assignecl to clean
this room, which used to be the Orgoth captain’s quar-
ters, and set up a nice fresh nest of leaves so that the
gobber chief could sleep here. Alas, poor Bork has bad
ears and he didn't hear the PCs coming until it was too
late.

Bork is scared for two reasons. One, the chief will
kill him for this. Two, Alexia was here yeaterclay, and
she caused all kinds of trouble for the poor gobbers.
Bork isn't sure that the PCs aren’t somehow related to
her—all non-gobbers kind of look the same, after all.

Bork will squeal and beg for mercy in broken
Common. Bork will not voluntari]y sell out his tribe or

his chief, though he could be tricked into this.

As he converses with tl‘te players, he will pursue t]-;is
agencla.:

1. Stay alive! Bork is good, Bork is nice, Bork tell you
anything! Show you much treasure! No kill Bork!

2. Learn if the PCs connected to the scary witch girl
who came here yester&ay.

3. Fix this someI}ow, so Bork will look gou to the
chief!

Borkanhekkanaken knows that the “witch girl” came
here yesterday, animated three skeletons from the bone
pit to guarcl. her, and then spent half a clay in the cavern
where the “smelly boxes” (caskets) lie. She then left with
four zombies, though Bork will call them “grey women”
if asizec[; he doesn’t know that tl-ley were reany the re-
animated witches. The skeletons Alexia created to
guard her stayccl behind. Tl‘ley haven't moved from the
cavern they were told to guarc[, but llaving tl‘lem around
is still driving the gobbers nuts.

Depending on how the PCs treat Bork, this can end
a few different ways. If they slay him, all the gobbers in
the dungeon will automatica“y consider them ene-
mies—there’s no clisguising the smell of gobber blood
on them. If l]'ncy converse with Bork they may be able to
negotiate a temporary truce—per]-naps the PCs can
tlestray the skeletons in exul‘mngc for safe passage. A
last possibility is that Bork tries to save his life by show-
ing the PCs to “treasure,” and he leads them to the
skeletons instead. From this point on its definitely
combat whenever the gnl]l.lers are seen.

The DM should keep in mind that swamp gobbers
are primitive, selfish and cl‘lantic, but they aren't pure
evil and they aren't stupid. If it helps the story, have a
few gobbers that speak a little common, or use sign lan-
guage or chalk writing to communicate. An uneasy
truce with the gobbers is a lot more interesting than
combat. A long-term relationship with a gobber tribe
has a lot of pussi}zi’ities, too!

11. Bone Pit

Long ago, this dry sinkhole was used to c[iapnse of
bodies produced I.)y the [mperial “interrogation” room.
Over the years the Orgotl’l torturers filled the pit, and
many of the skeletons are preservecl, encrusted with
minerals. Any character shining a light into the pool
will see a mass of slimy, greenish bones a few feet below
the surface. A few rusted bits of metal are also visible
here and there. Anyone making a Spot roll of DC 15
will note a few drips of wax on the floor, as if someone
stood here !'nolcling a candle. The wax looks as if it is
only a few clays old at most.

The bone pit is 20’ cleep, but hopefully no character
will be daft enough to find that out. It's obvious that lcmg
ago the smell from the pit must have been horrendous.
Apparently the Orgoth soldiers stationed here didn't care.
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The Thrall Warriors in area 14 came from here.
Alexia animated them to act as guards while she per-
formed the more complicate& ritual designed to bring
the coveners to unlife.

12. Brig

The Imperial army used this room as a brig. The
prisoners were kept standing, hands chained over their
heads, until it was their turn in the interrogation room.
There is nothing of interest here now.

13. Torture Chamber

“Interrogation” rooms after this fashion are found in
most Imperial works of any size. The channels carved
into the floor are intended to route the blood of the
victims into the holding pool. The floor slopes very
alightly from north to soutl'l; any character with
s‘l‘oneworking skill will be able to detect this easily.

The holding pool has a few inches of water in it,
which is surpriaing]y clean. The swamp gobbers have
been using this water Bupp]y instead of ]::raving the pool
in area 15. Any character making a Track roll of DC
15 will spot their faint, damp footprints here.

14. Burial Chamber

This was the cavern the Corvis city council had four
of the witches buried in. Alexia returned here yesterday
and raised them from the dead. She created these
Thrall Warriors as well, at the bone pit in area 11. They
were told to guard this p]ace while she worized, and she

clicln't tllinle to clismiss t]'lem as SI‘IE Ielc'l:; they’” stay })ere,
attac]zing anyone who enters the cave, until t]'n':y are
destroyeti. If the players deal with the Thralls, they will
be able to investigate the caskets.

The caskets are arrayed in the very back of the cav-
ern. Each is made of thick, ]wavy wooc{. bound with
iron and brass. Heavy chains wrapped each casket, but
these are now broken, and the caskets lie open. Their
crude wooden interiors are l-leavi]y bloodstained, espe-
cially at the top—astute p]ayers will know that the
witches were beheaded, after all...

At the foot of each L‘as}cet, a tarnished brass pIaque is

mountecl, naming the occupant and her crimes.

Here Lies Doromia Smyff:e, Beheaded for the Crime of
Witchcraft in the Year of Our Kingdom 503

The other three names are Kellwyn Sikes, Morgan
Innswood and Aria Black. If the characters have
researched the witch trial, they will recognize the
names, and note that one is missing— Lexaria Ciannor.
She is interred on hallowed ground, at Father Dumas’
church. The PCs may not know this vet, but if he is
asked Father Dumas will explain things.

A dozen beeswax candles, each about half-burned,
are arrangecl in a circle arounc! t}}e casl-zetﬁ. (Any c|1ar-
acter making an appropriate skill check will know that
talzes a,lmut four lmurs.) In l)etween the candles, g]ypl'ls
have been traced out in a fine red quclt:r. Many of the
g]yp]'ls are ruinecl, tramp]e& anc}. unreaclal:le, })ut
towards the back of the circle tlu-:y are legi]:)le‘ A
Spellcraft roll of DC 12 will reveal that they are of
necromantic nature. A roll of DC 16 or more will
inform the reader that the}r are part of a very powerful
rcsurrection Ept‘]]‘ Tl'le recl POWEIEI', Llpt'll'l. ClDEEr exalni-
nation, seems to be not})ing more than colored sand. A
spool of thick black thread and a l1eavy needle are also
laying here— Alexia had to sew the severed heads back

on to the dead coveners.

15. The Still Pool

The Pool

The water in the pool is crystal clear, and with good
Iig]]t the PCs can see down 15" to the bottom, which is
lined with sand and jaggecl rocks. On]y a very sl‘larp-
eved PC will be able to Spot the 10’ long swamp squid,
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which is partially buried in the sand and perfect]y cam-
ouflaged. On the other hand, it's easy to see the 2d6
galcl coins scattered on the smxd, plus what looks like an
ornate claggcr in a sheath. Buried for centuries, these
treasures have recent]y been stirred up Ly the squicl,

The still pool is joined to a nearby river by a few
hundred yarcls of crampec{ natural tunnel, which is just
barely big enough for the gobbers’ small boat. The tun-
nel mouth is at the very back of the pm‘-l, and won't be
visible from the shore unless something stronger than
torc}l]ight is used to illuminate the cave. The squiu[

often visits this place, where it snacks on fish and rats.

Gobber tracks are easily visible in the cavern's soft
sand, neecling nn]_v a Track roll of DC 10. If the char-
acters are careless and walk all over before
cl‘:ecking for traclas, the cli“icu]l‘y increases to
20.

The Boat

The small cance of
reeds and skins belongs
to the swamp gnhl-mrs .
that often use this aban-
doned base for shelter. It
has a few items in it—a bro-
ken knife, scraps of dried rat meat
wrappec[ in leaves, a few nails in a leather poucl‘k and
four small water skins. There is also a 10’ pn]e
with a small basket of woven reeds on the end.
The gobbers were trying to use the basket
to scoop up the coins at the bottom of the
pool. but tl'ley misjuc’;ged how Iong a po]e tl'ley
needed.

The boat can hold only about 150 Ibs.
fa I"leavy PC gets into it, it will snap
and sink!

The water skins actually don'’t
contain water at all —instead, t]‘wy hold a
tlliclz, brown, noxious liquicl that, if tast-
ed, makes the character nauseous
for 1d2 llouzs, or 1d4+42 hours if
they fail a Fort save of DC 14. The liqui:.l isn't gobber

booze—it is swamp squid repellent. Unfortunately for
the PCs it isn't labeled.

-

-V T

Tl-u:y gobbcrs were here when Alexia showed up yes-
tert‘!ay, and saw every‘tl'ling she Iill([ Because of I’ier, ll'u:y
are a little spooked, and they will give the characters a
wide berth until they can determine if t]-zey are clanger—
ous or not.

The gol)l)ers know that a large, ornery swamp squicl
often lurks in this cave [Jl.'n:r]. Thr:_v have brewed up their
own rcpe“ent, which they clump into the water if the

A Thrall Lieutenant

squid attacks them. The squid may be learning; it is in
the pool today, but it didn’t attack the gobber boat.
From where it lies it can (].im]y see the PCs, t’m‘mgh,
and it will attack if anyone gets too close to the water!

The Squid

Each time a PC or group of PCs steps up to the
water there is a 25% chance per round the squi!l will
strike. If anyone enters the water, the chance of attack
is 100%. The squid will strike with lighting speed, and

try to drag the victim underwater to drown.

If the repe"ent 18 (.ll.l[llp('.‘ll into the water, the squid
will squirt ink (if it has any left), immediately release
anyone it may be I*u:l](ling and swim away down

the tunnel. It will not return for 1d4 days.
Like squid ink, the repellent will also
clou(.l thc water {or up to 20 minutes,

sure at the bottom. See Appendix A

for comp]ete stats on the swamp
id.

\ squ:

The Treasure

The goicl coins and clagger are

ancient, dating back to the Orgoth
Empire. In fact, a Equitl much like this
one killed a soldier in this cave, and
these things were his. His companions
were afraid to dive into the pool
and retrieve the items.

The gcv]{l coins are worth 2gp
each to the right buyer, though any mer-
chant will take them in trade at lgp

value. fhey bear the likeness of
His Most Dreadful Aspect,

Emperor Kale XXXIV of the
Orgot]'l Empire.

) The daggur is much more

interesting. It is a 9" black steel
blade, inlaid with Lrigl'lt copper
runes. The hilt is wrapped in hlack
wire, and there is a cut piece of obsidian at the pommel.
The sheath is black leather dressed with copper filigree.
The c:lagger and a’neai‘h are Lmi:arnisllel:l. and it won't
take King Raelthorne's court wizard to see that magic is
at work.

If the Llaggur is ana]yzccl properfy, the PCs will learn
these t!'lings.

» The blade is enchanted to +1. Unlike some magic
weapons, it does not give off any light.
»  The inscription, in ancient Orgall‘l, reads as fol-

lows: For my son, Ryark. May your blade always strike
true.— Gen. Orvos XIII
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Further research will reveal that General Orvos XIII
was a powerful figure in the ancient Orgoth Empire.
The dagger was given to his son when he gained offi-
cer'’s rank upon his 19th birthday. It is worth 1500gp
for its magical properties alone, but twice that to a
buyer who is an aficionado of ancient Orgoth works.

Wrapping Up
After this cll_mgeml romp, the PCs should have
learned the fonowing

» The coven's bodies have been taken!
» The perpetrator seemed to be a young gir] of con-
siderable sorcerous ability

Back in Corvis

At this point there are a number of things the play-
ers can do. Some playcl.'s will have deduced that young
Alexia Ciannor is responsible for the havoc at the
tomb, and pro]::al)ly the grave robberies as well.
Other players may need to do more investiga-
tion before reaclaing that conclusion. It's even
possible that some parties may want to
call in the guard, or seize the girl
themselves. Let's take a look
at the possibilities.

“There she is! Get
her!”

The worst possible scenario,
this is a party bent on frontier
justice! If the party wants to seize
Alexia Ciannor and take her to the
authorities—or dispense justice
themselves—the DM has -
some fast talking to do. First
of all, Father Dumas won't ~ ]
believe that his niece is capal')le of

e

&oing such things as raising zombies or rligging up
graves. He'll listen to the PCs with an somewhat open
mind, but he will argue her side, c]a.iming that it must
have been someone else, or pcrimpa an evil spirit.

Father Dumas will not turn Alexia over to the PCs
or to the Watch. If the PCs are insistent, and have evi-
dence, such as the scrap of fabric from the Sun]:riglﬂ;
estate, Father Dumas may go so far as to “agree to talk
to her.” If the PCs attack Father Dumas or Alexia, he
will use his clerical powers to defuse the situation, cast-
ing calm emotions, hold person, command and cause
fear.

“We're telling”

If the PCs go to the Corvis city authorities, t}wy’ll be
ignorecl or laug]aed at. “So you're telling me that Father

Dumas, a pillar of the community—his niece has been
t‘ligging up bodies and raising the dead? Are you daft?
Get out of here before you get a ti-lrasl':ing."

If Father Dumas learns that the PCs have been
teuing tales to the authorities, he will become angry
with them. He won't refuse to work with tl'lem,
though—his nature is more forgiving than that. The
PCs will have to do something rea”y boneheaded to
carn his permanent ire. Father Dumas has an important
role in this story, and the DM should try to protect it,
within the bounds of reason.

“Let’s keep an eye on her”

If the PCs decide to stake out Alexia, they will be
rewarded for their patience. 1-3 clays after tl1ey return
from the witches' tom]:, tl-le_v will be able to follow
Alexia into her secret l‘lit].eaway in the catacombs
beneath Corvis. This subterranean jaunt 1s the next
major task in the adventure, and the end of Act IL.

Try to break up this time with other mini-adven-
tures in Corvis. It's a big place! The PCs can have
run-ins with the criminal e]ement, ]:ve 1ﬂirecl for odcl

io}Js ]:ly merchants or just occupy them-
/\%E selves searching for ﬁpell compo-

‘ﬁ nents. Take every opportumty to

Y get them familiar with the city.
It's an exciting place, and theyll
be here a lot over the course of the

: Witchfire ’l‘rilogy.
“That was your plan?

‘Get her?!"”

There is always the possihilit‘y
that the PCs will try to abduct
. Alexia from her home in the

church. It's important that
they don't get away with this. If
they try it, Alexia will give them the slip, and lead them
on a chase to her hideout in the catacombs. Don't let
them catch her—or if they catch her, find a way for her
to get away. Father Dumas can show up, or the Watch
can march out o‘f tlle [og aml nn.lcr, “Put c.lnwn tlmt gir],
miscreant! Prepare fora thrael'ling!"

[t can be argued that it is kind of cheating to use your
DM'’s powers to prevent the players from doing some-
thing, especiany when t}ley have it we”-p]annec].. The
trick is to make all of your roadblocks look realistic—
even fun. Give them just enough success to make them
want to ]zeep going, but hold the real prize just out of
reach. The chase should end with Alexia stipping intoa
secret cloor, with the pia_vcrs hot on her heels.
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“We got her! Now what?”

If the players have such a peacl-l of a p]an that it
would be a crime to defuse it, let them catch Alexia.
She's semi-crazy, but she's not dumb. She'll turn on the
waterworks, beg for mercy, and generally look regretful
without getting into the specifics of what she may have
done. Of course, she’s playing them. Her goal will be to
get away and get into her hideout. If the best she can do
is lure the PCs into her hideout and give them the slip,
she'll do that instead. For more details, read ahead to
“Alexia’s Hideout.”

“Hey, what's in those books?”

If the party tries to search her room in the church’s
living quarters for clues, the DM can o]:lige‘ Under her
simple bed are three old history texts. Each was penned
Ly a Higl'l Priest like her unc]e, and they tell the story
of the Church in Corvis over the centuries. In one of
these books she learned about the catacombs under the
church. If the party notices this dog-eared page (Spot
DC 12), they should be able to Figure out where she has

gone AT‘IJ F(‘J”OW I)er.

Naturally Father Dumas will be unhappy with the
party if they are caugl'lt rummaging throug]'l her fhinga.
However, if the PCs show Father Dumas the marked
page detailing the catacombs, he will agree that it is
interesting and ask them to investigate. After a", if his
niece has started exploring the dangerous Undercity,

he'd like her l‘)rnught back safely.

Summary: The PCs explore Alexia’s secret hideout
and learn that she is indeed the one resp-_msi]:nle for the
grave robberies. She also has much more dreadful pians
for Corvis.

Clever Alexia has located an entrance into the
ancient catacombs built under the C]‘mrc]‘n. Hlmclretls

of years ago the damp, dreary catacombs were once used
to store plague victims who were waiting their turn on
the funeral pyre. After the epidemic subsided, the cata-
combs were sealed up and fell into disuse. They have
been ‘forgoH:en l‘)y all, but Alexia learned of them while
reading her uncle’s history books. She decided that they
would be a perfect place for her to practice her natural
magical abilities.

So, one clay many months ago she snuck out of her
room at night and located a loose flagstone just outside
the Church grounds. As promised by the moldy old
tomes, it led into the catacombs. The damp limestone
passageways hadn't seen anyone for centuries—tl'ley
were perfecl‘. for her needs. She Legan to move in the
supplies she needed for her worl@—writing materials,
candles, herbs, {rog's eyes and the like.

Over the next months she continued to study and
practice her sorcery in secret, often retiring to the cat-
acombs when she needed extra safety and privacy.
Before Iong, she was ready to try her hand at some more
serious necromancy—the raising of people, in prepara-
tion for the restoration of the Corvis Coven. Alexia
vowed that her mother and the otl'lers, who were set up
and then executed, would live again to have vengeance!

Alexia's first test subject was the first of the “grave
robberies” that the player's investigated. The victim,
who was one of the jurors in the Corvis Coven trial, was
crudcly animated and then concealed in Alexia's
undergrouncl hideout. Others would soon follow. This
is where the events of the past begin to intersect with
the PCs’ time in Corvis.

In game terms, the catacombs are constructed as fol-
]Uws‘

» Man-made rooms and passageways: Hewn stone
walls, Hagsl‘one floors.

» Natural caverns (area 19): Unworked stone wa"s_.
natural stone floors.

See DMG105 for more information on dungeon
settings.
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1. Cramped Tunnel

You foﬁb‘_‘ﬁ"‘a narrow alley into the darkness.
- After twben&s,and a total distance of about ten
feet, you come to a dead end. No doors, windows
or ladders are to be seen anywhere in the alley.
The slick ltone walls reach up seemingly forever.

Remember, the PCs can come upon the entrance to
Alexia’s hideout in many ways. They may have been in
hot pursuit, or they may have sneaked in after seeing
her enter one evening. The_v may even have read about

the

undergrou nd hideout in

entrance to the
her books. Either way,
tl‘luy come upon what
seems to be a dead end.
Tl'w cn]}l)]estnnes make
tracking very difficult
(DC 20). A successful
check will reveal that
someone with small feet
has recently been in this
a”ey, but t]m:y seem to

have vanished.

In Fact, there is a
secret door here—a trap door, concealed very cunning-
ly among the cobblestones (DC 20 to find it). The door
is also magica“y locked with a hold portaf spc“. Alexia's
effective caster level is 10, so the DC to dispel the hold
portal is 21. The secret door can also be forced open
once it is found; the DC for thisis 18 (this includes +5
DC for the hold portal spc”)‘

If the party tries to force the door open there is a
25% chance every 10 minutes that some passing t'nug

will hear the noise and investigate.

The trap door opens to reveal a crampecl tun-
nel, no more than six feet tall. Slippery, rusted

iron rungs embedded in the wall lead down to
what looks like putrid ankle-deep water. The
water flows quick}y to the north, from where you
hear a dull roar. A l'leavy iron grate prevents trav-
el upstream. More water flows from another grate
set into the wall about ten feet downstream.

The party has entered Corvis' agw.] sewer and
(lrainage system. There is nothing of interest in this
tunnel. If anyone looks for tracks, they will see that
someone has passcd this way very rcuunt'ly with a
Tracleing roll of DC 10—the slime on the rocks and

the ladder makes trac ng ﬂlir]y easy here.

If anyone clrops- something into the water, they may
lose it forever. Floating objects will be whisked away in
the brisk current, which moves faster than anyone can
run in this space. Heavy objects will roll along the floor,
eventua“_v l)eing lost. Very ]mavy objects, like swords
and metal armor won't be swept away. The DM can
allow Dex checks to retrieve clroppeci objects if appro-
priate. The water smells foul, and is full of ﬂoating

debris.

The grates, built into the stones, are very old and
very laeavy, The_v can't be sundered without ]ﬂeavy tools
and a lot of time. Magic could do it too, of course,
though pro]:)a])l_v not at low levels. If the party manages
to breach the grates, t}'ley will be able to cxp]ore more of
the tunnels under Corvis. Such an e.xpccliti(m 1s not
within the scope of this aclventure, but t]w DM can feel
free to improvise. The PCs could encounter new types
of monsters, criminal hidcaways, forg_utlcu i.umlm, nat-
ural caves and nearly anytking else!

2. Wide Tunnel

The crampe& tunnel meets another, much
larger tunnel at this intersection. A giant metal
grate to the west admits a torrent of water, which
runs rapid}y down the middle of the tunnel.
Raised stone walkways are present on each side of
the rapicl]y—ﬂowing water, and a wet, warped
plank bridges the gap. To the east, the passageway
slopes downward. The roaring sound is louder
1'1ere.

There is nntl-uing of value here, tkough there is p]en-
tv of puri] for L'ILI!I]‘E_\-' adventurers. Anyone stepping or

falling into the stream of dirty water in the wide tunnel

must make a Dex check of DC 14 or they will fall and

1]
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be carried downstream. The check must be repuatcd
every round. The water is only a few feet deep, but it is
moving very quickly, and it can carry even the heaviest
adventurer away. Anyone who is swept away lay the water
will p]unge into the whir]pool in area 3, and tl-ley must
l)egin to make Swim skill checks as described there.

It is easy (’.ll(‘lllgll to step from the floor of the
crampccl tunnel to the safe stone wanzway that para“e]s
the quickly ﬂowing stream in the wide tunnel. It's also
easy to cross the wooden plank that stretches across the
torrent of water, if anyone wants to walk on the other
side. However, the planlz is old and rotten. If two or
more characters walk on it at the same time, it will
break and everyone on it will fall into the water. At that
puint, Dex t.‘l'wcies o£ DC 18 nee(l to Be made, or e]se
the PCs will be swept away into the wl1irlp{ml,

Fortunatciy for the charactcrs, some rusted iron fit-
tings in the walls can be used to make a rope Lriclge
across the torrent. Un{ortunatehr, the old metal rings
are brittle, and there is a 5% chance every 10 minutes
that one of them will break if it is supporting any
weight.

3. The Whirlpool

The torrent flowing down the middle of the
wide tunnel plunges ten feet down into a large
whirlpool. Another such torrent enters from the
east side of the room. A narrow walkway permits
movement around the edge of the pool, but it has
co]lapaed on the south side of the chamber. Ten
feet below the ledge, a metal grate on the south
wall admits more water to the w]:tirlpool; a grate
on the north wall seems to be a drain. The room
is quite loud from the ms}ling water.

There is an exit on the east side of the chamber.
Anyone who walked across the planlc in area 2 and fol-
lowed the stone wa]lzway down to the w]ﬂirlpon] room
can ea.sily walk around the ledge and exit this room.
Anyane who stayed on the south side of area 2 will need
to hacktraclz, unless tlm:'}f have some other way of cross-
ing the uo“apsec{ ]cc’.ge.

The whirlpool is rotating quickly, but most of the
water in it is c[raining out the north grate, and there is
little downward suction. Anyone who falls into the
water will need to make a Swim check of DC 12 every
round or they will begin to drown. See the Swim skill
rules on PH74.

4. Beyond the Whirlpool

This is another wide tunnel, with two stone
walkways above a swiftly flowmg stream o‘E
water—exactly like the tunnel with the i impro-
vised Ln&ge The tunnel slopes up to tile qast, and
water rushes past you to plunge ‘_'_'t_o iI! '
w}nrlpoo] There seems to be another panaag
on the north side of the turmel )

Anyone on the north side of the tunnel will be able
to enter the passageway. Anyone on the south side will
need to find a way to cross the rushing water. Falling in
the water will require constant Dex checks as described
in area 2.

[f someone investigates the passageway, it will be
seen to be Llr_v and {ine]y constructed. Any character
with stonewc:r}zing experience will be able to tell that
the passageway 1s far older than the sewer system it is
connected to.

5. Alexia’s Hideout

This chamber has obviously been recently
inhabited. There are cushions on the ground, and
simple fabric drapes the plain stone walls. In the
nartl‘:eas‘c corner, a crate makes an 1mpromcl '_
desk. In the southeast corner, some mrt a{ ‘magic |
circle is mscn}:ecl on the floor. it

Interacting with Alexia

If the party chased Alexia into her hideout, she will
re-appear at the entrance to this cl‘lamhet, cast hold
person on the party, and lock them in the r.lungeon. 1f
the PCs caph.lrctl her and l}rought her here, she'll make
her escape now, trapping the characters and fm‘cing
them to Fiml their own way out. It won't l)e Elarcls: sllc}s
equivalent to a 10th level sorcerer in most ways, and the
characters are at best second level ]Jy now.

To get away from the characters, she will wait for all
the PCs to enter the room, and then she will set off a
magical trap constructed for just such an occasion.
With a word or gesture, a specially modified hold person
spe“ will (lis::;w\rge, and the party will be stuck in place.
Anyone who saves will get za.ppecl with another ;laHper-
son, sfeep or blindness at the DM’s discretion.

If the party has managed to bind and gag Alexia for
the trip to the hideout, the trap will still discharge auto-
matically once they have entered the room. At this
point a Thrall Slave {Appendix A) will enter the room
from the north and untie Alexia.




% The Witchfire Trilogy 5

Once the PCs are incapacitated, Alexia will make a If anyone tries to learn what Alexia’s next steps are,
little speeu]‘l to them. she will rcp]y with some or all of the following, depend-
ing on how cleverly the players converse.

The gui]i'y must be plllliEl’lEtl.
To accomplish this the entire coven must be
restored to life.
This includes Alexia's mother, who is buried on
Church grcuncls
If the party tries to speal:.r to Alexia, she will imlulge To fuﬁy restore any of the coven to life, their
them, but she will only tarry for a few moments. Under essence must be reclaimed from the magic sword
no circumstances will Alexia free the party and work that executed them—the Witchfire.
with them. The wicked city must pay a price.
» I Alexia i aabad alout tl‘ne abbaien ak {'}xe witches' Before .tl‘ld.i' can |1apper1, there is much work to ]Jt:
tomb in Widower's Wood, she will admit she was done still, and far from here.
tl'lere, ‘l‘]'mugl'l she will not go into details. When the conversation is clom?.-, Alexia will leave the
If she is asked about the trial of the Cozvis Coven, &:hambcr, }lcacling south towards the sewers. As she
she will insist that her mother and the others were leaves, she will cast stone shape to seal the exit behind
gcnm'l people who were Lmjusfly executed. Any her. The stone wall will be too thick for the party to
implication that the Coven was evil will enrage her! breach; to escape, they'll have to brave the catacombs
If the party hints that the Coven was framed some-  and find another exit. Alexia's parting words are these.
how, Alexia will name Magistrate Borloch as the
culprit. Note that Alexia does not know about the
powerful wizard Vahn Ol)urcn, who has been
manipulating Borloch for years.
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Examining the Hideout

The improvised desk clisplays a largc iron lzcy atop a
sheaf of papers and a half-spent candle. There is also a
quill, inkpot and sand shaker for writing. The papers, in
Alexia’s hand, have several items of interest. One page
is a list of names—M. Monsonata, K. Sylva, H.
Gadock, R. Sunbright, H. Hopless, S. Burkett and C.
Fullet. These were the seven jurors in the trial of the
Corvis Coven. Each name has a neat, methodical
checkmark by it. Below the juror's names is the note
“Executioner?? Borloch’s friend, of the lightning eye.”

Another page has these notes. “Witchfire—forged
300 years ago? Drain, store essence. Key to restoration.
Who was executioner?”

A third paper has the ]::cginning of a letter to Father
Dumas. “Dearest Uncle, [ wish I could make you under-
stand...” Besides this, the page is empty.

Behind the fabric draping the west wall, the party
will find a few stone steps that lead up to a hidden cub-
!:ryllole. Simple but comfortable pil]owa and blankets
line the area, and a lantern half-full of oil rests on a
crate. Under the pillows are a few sheets of parchment.
Upon them are scrawled some mysterious, elaborate
glyphs, labeled with phrases such as “strength,” “the
maker's sigil,” “fortitude,” and “mind.” There are also a
scroll tube here. It contains a scroll of invisibility and
lightning bolt, created by Alexia when she was 5th
level. See DMG 203 for more on scrolls.

The only obvious exit from this room now is to the
north. Ten feet down the hall, a heavy iron portcullis
bars the passageway. An iron wheel, set in the wall, will
raise the gate if two PCs can muster a Str check of DC
20. The mechanism is old, but it looks like it has been

used recently—it is oiled and in good repair.

6. Holding Cell #1

This is an old but unremarkable iron door. Anyone
making a Spot check of DC 15 will note that the
}Ainges have been oiled recently. Anyone listening at the
door, and proc[ucing a roll of DC 20 will hear a faint
shuffling sound, as if someone is walking about. The
iron key from Alexia's makeshift desk will unlock this
door, or the lock can be piclﬂecl. (DC 195). If the party
tries to break the door down, see PH135-136 (the
stats for the iron door are at the bottom of table &-15).

Behind the door are two Risen Thralls (Appendix
A). They are the animated corpses of two of the Corvis

3.4 A
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Coven jurors, Monsonata and Sylva. As soon as the
door is open, the Risen will attack the party.

Anyone examining the corpses may notice that they
have odd tattoos on them—in fact, t]uey are some of the
same glyplls as were sketched on the papers the party
may have found earlier. A Spe”cra& roll of DC 15 (or
an Int check at the DM’s Jiscretion) will reveal that
Alexia seems to have some new method for raising the

dead.
Both of the Risen are dressed in worthless tatters.

The corpse of Sylva wears a fine silver ring set with a
garnet, which is worth 12 gp if it's cleaned up. (It's
worth more than that in karma if the PCs return it to
the Sylva family.)

7. Holding Cell #2

This is another holding cell exactly like the one in
area 6. Inside are 3 of the Risen. These are the bodies
of Gadock, Sunbright and Hopless. Sunbright's body
has two finely crafted gold rings (worth 25 gp each) and
a silver dagger in a belt sheath (value 20 gp).

The glyphs on the door are similar to the ones in
Alexia's papers from area 5, but they are not magical.

8. Honored Dead

Centuries ago, these catacombs were connected to
the Church above. Honored servants of the Church
were buried here at the time. This is the tomb of one
such man, who was the steward of the Church long ago,
just as Father Dumas is today. “Father Edric Samos
VII" is carved into the stone side, the letters inlaid with
gold. This name will probably mean nothing to the
party, but Father Dumas knows the l'listory if he is
aE;zL’Cl‘

Father Samos rests here peacefully, clad in fine p]ate
armor and clutching his +1 mace. The characters can
aa[ely open the sarcop}nagus and observe this, but any
attempt at theft or other cliarespect will set off the mag-
ical trap set here. Any character meddling with the
Father's Lelonginga, or deFaeing the tom’:—perhaps




2 The Witchfire Trilogy >

picking the go](}. out of the Iet‘tering—wi]] be stricken
blind, as by the 3rd-level clerical spell (PH180). A
save (Fort DC 20) is allowed, but each time a character
does something inappropriate they will be subject to the
effects of the trap again.

Note that merely opening the sarcopl'mgus won't set
off the trap—only roh]:;ery or defacement will do it.
Blinded characters can be healed l}_v Father Dumas, but

he will be most disappointed in their actions, and they
will receive a Iong, Imring ethics lecture.

9. Temple of the Ascended

This ]0ng~lost chamber is magically illuminated ]Jy
continual light, and protected by a permanent protection

fmm evil Bpell (PH240).

The Avatar is not buried here—he is somet]-ling akin
to a saint in the Church’s llistor}', having thrown off his
worldly form to Ascend and take his place in the great
beyond. This statue is here to honor him, and the
scenes on the walls show the story of his life, from his
birth to his Ascension. A few moment’s examination of
the images will make this clear to all but the most dim
PCs—Av. Sambert is shown slaying great beasts, trav-
eling to exotic lands, ]eacling armies, and finally rising
into the sky in a beam of angelic light.

On the dais next to the statue is a small wooden
chest, inlaid with gold. Inscribed in the top of the chest
is the pllraae, “Blessed Be.” The chest appears to be
worth about 200 gp for its fine craftsmanship. If
checked with detect magic, it has a strong aura. It is not
locked or trapped, and it opens easily. The chest is
empty, but it has a special ability. If a }\igh—quali‘cy ring
(value 50gp or more) is placed inside the chest and the
lid is closed, the ring will be ]:vlesse&, and will function
as a ring of protection +1 for 1d4 days. The chest can do
this once every seven clays, and it will only per{:orm the
function for a lawful goad character. If the chest is
removed from this room, it will permanent]y lose all of
its magical ahilities, and the golcl ‘iHings will turn'into
brass, making it worth about 1 gp. If a non-lawful good
character wears an enchanted ring, the magic will
immediately fade.

When ‘Eouncl, the chest has a simp]e goch ring insi(le,
which has taken the enchantment. Roll 1d4 for the
duration in days. The inside of the ring is engraved with
the saying, “To follow in his footsteps,” which is a com-
mon expression in the Church of Morrow.

Behind the dais is a human skeleton, crouched on
the floor. This hapless cleric was trapped in the cata-
combs when t]—;ey were sealed centuries ago. Around his
neck are prayer beads, which are magical. These prayer
beads of potent freafing grant a +1 to each die used to
procluce a l'lea]ing spen effect. Ti-le_v will on]y work for
a good cleric.

10. Holding Cell #3

A heavy iron door is set into the wall here.

This is another holding cell exactly like the one in
area 6. Inside are 2 of the Risen. (hp 10, 11) These are
the bodies of Burkett and Fullet. Neither corpse has
anything of value.



This crypt is lined with stone shelves, each of which
holds a jumble of old bones. If a PC investigates the
skeletons, he will quicl-.zly find several pen:‘lants. Tl‘lr.'y
appear to be jewelry at first, but the crude iron chain
holds a pemlanf into which the word “PLAGUE" has
been stamped. The crypts that line this hanwa.}' hold
hundreds of slae]etons, all c:lumpetl here LIuring the epi-
demic |ung ago. It was because of these plague-ridden
corpses that the catacombs were sealed up and then for-
gotten.

The epidemic was hundreds of years ago, and there is
no risk of catching anything from the dusty old bones.
Don't let the PCs know that though——let them sweat.
Make secretive rolls every time l:}ley enter a crypt or

handle the bones.
12-17. Crypts #2-7

Each crypt is basically the same as the first one—
they are full of dusty old bones, and there are hundreds
of plague tags to be taken if desired. After the first
crypt, there is also a chance of running into a pack of
devil rats every time a crypt is enterecl, or even walked
]:»y. If devil rats are present—tl'lere is one chance in
three for every crypt after the first one—a pack of 2-3
will attack the party. If a crypt harbors devil rats, the
PCs will find a nest inside, which has a 50% chance of
harhoring &isgus{ing, mewling devil rat pups. Each nest

will also have 2d6 gold and silver coins buried among
the filth.

18. Crypt #8

A Listen check of DC 15 will reveal that there is
something moving around behind the door. If the door
is opened—easily done if a few moments are taken to
remove the spikea—tlﬂe PCs will see a skeleton charg—
ing towards them!

The skeleton is a Warrior Thrall. One of Alexia’s
early experiments, it is poorly made, and she locked it
away. This specimen 1s unarmed but it will try to dis-
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patcll the PCs with its I:)ony claws (1&4'} It was built
from a plague victim's skeleton, and it still wears the
telltale penclant.

In the crypt is a scrap of parchment that reads, “...
maker’s sigil is the key to control of living or dead.
Must refine this glyph before —*

19. Underground River

il 1 A

The catacomb'’s engineers had to deal with this nat-
ural underground river when they excavated this area.
Anyone who falls into the river will immediateiy he
swept away, but luckily they will be shot out into the
harbor after a short (but harrowing) ride. Anyone
dumped into the harbor will have to make Swim checks
for calm water (DC 10) and holler for }lelp!

A 5'x5' patch of cavewort has grown on the ceiling
here. It's directly in front of the near side of the ]:ri(lge.

20. Mass Graves

Long ago this room was used to ]Jury the poor. If the
PCs dig in any location, they will find bones after just
a few inches. Any holes dug will quickly £ill with water.
The piles of skeletons around the edges of the room are
more plague victims. There is notl’xing of value here.

The exit from this room leads to a passage that
s]opes upwa.r&s, em’ling at tl!e tam]:; in area 21.

21. The Secret Entrance

When the PCs open the door, tl'ley will find them-

selves inside a tomb on Church grouncls. Apparentl}',
the entrance to the catacombs was re-done as a tomb in
tlays past, and the entrance was concealed and {c!rgot—
ten. The secret door still functions now that the PCs
lznow w}lere to ]ool@.

Inside this tomb are two simple stone coffins, bear-
ing the bodies of beloved Church officials from days
past. There is I’lDt}lil‘lg of value here.




Act III

Wherein the party is given an important new mission, and makes an important decision.

Immediately after the party has explored the cata-
combs, the DM should engineer an encounter with
Watch Captain Julian Helstrom. He could he waiting
for the characters when tlwy emerge from the cata-
combs, or he could appear out of a foggy Corvis alley,
beckoning them to come closer. The exact circum-
stances of the meeting are not important, but it should
take place while the horrors of the catacombs are still
fresh in the players’ minds.

Helstrom will be dressed in a civilian’s cloak, but his
pistol, sword and badge are unmistakable. If he finds
the party on the city streets, he will take them aside and
speak to them private]y. If the PCs won't cooperate,
Helstrom will whistle, and a dozen of his men
(Experienced Watchman NPC foundation; see
Appendix B) will appear in moments. These hand-
picked men of Helstrom's won't hurt the PCs, but they

will subdue them and throw them in the pokey if the
characters don't come along. After the party members
stew in a cell for a few minutes, Helstrom will arrive
and speak to them. He'll apologize for his tactics, but
insist they were necessary if the PCs refused to speak
with him earlier. The Captain is not having any luck
getting his superiors to take him serious]y, so he will
appeal to the players for I'IEIP since they already know at
least a little of what's going on.

If the party has gotten off-track, the conversation
with Helstrom is a great way to mend things. For exam-
ple, if their plan is to kill Alexia, burn down the Church
and turn Father Dumas in for being a warlock and
slzimrning off the collection plate, Helstrom can cor-
rect their misperceptions and give them a valuable role
to p]ay.

When Helstrom talks to the PCs, these are the

important points to cover:

» How long have the PCs heen in Corvis?

»  What is the PC¥ relation to Father Dumas?

»  What are the PCs' intentions?

» What did the PCs learn in the catacombs?

» Helstrom and his crew recently learned about the
catacombs themselves. In fact, they were staking
out the entrance and watched the PCs enter.

» Helstrom sees that Alexia seems to be growi ng into
a powerful sorceress, and her intentions are ques-
tionable at best—he knows about the grave ml;;])ery
zombies.

» One of Helstrom's men followed Alexia to the
witches' tomb, and then saw her lead four zombie
women c[eeper into the swam Py forest.

»  Alexia has been seen to make several trips in that

same direction in the last week. There is an old

lzaep out there named Fort Rhyker. Helstrom sent
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two men to check it out, but l'lley never returned.

» Helstrom's superiors in the Watch have refused to
look into any of this. None of the city authorities
will lm]p. Wll_\" isn't clear but the interference
seems to be coming from the highest levels of the
government. Helstrom can nn]y rely on his few
trusted Watchmen—and hopefully now the play-
ers.

» Helstrom has a simple pIan for the party. Tl’xey are
to travel immediately to Fort Rhyker and see if
there is any sign of Alexia. If passi]ﬂe, ll—wy should
determine what her plans are. If there is any kind
of hostile force, don't engage it; ride back to the
aty to make a report. If the PCs learn that
Helstrom's men met their encls, tl'ley are to return
their badges to the Captain and give the bodies a
decent burial in wilds.

» The Longest Night festival is fast approaching. By
this time tomorrow, the streets will be filled with
revelers. Time is of the essence.

» In return for their efforts, Captain Helstrom can
provide an ally in the Watch, 40 gp (the missing
mens salarieﬁ fm' tl‘le Iast two weelcs}, and the
promise of a few favors if the PCs find themselves
in trouble in Corvis.

Most Iilzely, the party will jump at the chance to get
on Helstrom's good side, and theyll be glad for his
information. In the unlikely event that the players are
out of contm], Helstrom will throw them in the slam-
mer, or l‘\‘ct‘p them there if he's a]ready had to catch
them to talk to them. They'll then miss the opportuni-
ty to visit Fort Rll,v]zur, and they'“ stay in their cells
until the undead attack the city cl.uring the Longest
Niglﬂ festival. That's in about one (la_v, If that happens,
they'll manage to escape during the chaos.

If the players go along with Helstrom's plan, he will
give them some gear to help out. First and foremost,
the party gets two pow&er Lzegs, in case t}my need to
make something explode. If the party doesn't have any
firearms, he'll loan them a rusty old piatol (loacled) and
supplies for 3 more shots . “I'll be I:'l(i‘{.’.(lil'lg that back. It's
from the evidence loclszer," he will say as he hands it
over. The party is also welcome to horses and any other
mundane weapons, armor or equipment they need with-
in reason. The Captain will suggest that the PCs try to
get some l]ealing magic from Father Dumas. If tl'ley tell
the Father what they are doing and ask for help, he'll
give them three potions of cure 1igllt wounds (ld8+3)‘

When the party returns, they are to come to the
Corvis courthouse. The Watchmen on guarcl there are
loya] to Helstrom, and can take the party to him.

Summary: Tl‘m party Fu]]uws Helstrom's instruc-
tions and visits Fort Rhyker. There they learn that

Alexia l'ldﬂ created an army 0{ un&ead.

As the party leaves, Helstrom will give them a map
on a tattered scrap of parchmcnt. [t shows the location
of Fort Rl}y]eer—a hard four-hour ride away. To reach
it, the party will have to travel northeast t]u'ough
Widower's Wood, all the way to where it
thins and joins the rocky ;
the e
swamp. The DM is free

plains outside
to throw in some random
encounters if desired, or
the party can have an easy
time of it. They'll have
their work cut out for them

soon L-nuugl'n.

Over a century ago, Fort
Rhyker was the scene of a large
battle, as the King's forces rounded up
and smashed a good-sized bandit army
that had been tmul:t]ing the region. The
brigands were crushed without mercy, and
hundreds of them died
within a few bowshots
of the fort. Their
the
field to this day, along

with wizardly scorch

bones (Ieunrat(-_'

marlzs El-l'l& uflu:r scars D'E

battle.

Today, those old bones have a new
job. Alexia the necromantic pmt.ligy
has come calling, and Fort Rhyker
is where she is building an undead
army. The party will see skele-
tons rligging in

» V ot
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the field, and moving carts of hones up to the fort.
There, the parts are processecl gurtl‘ner, u}i'.imafe!y ].)eing
animated ]:y Alexia and the four undead witches. By the
time the p]a}'ers arrive, there are about five hundred
s}zeleton warriors 1'eacly for }Jaﬂle, s‘mnding in {carma—
tion in the middle of Fort Rllylﬂ:l’. In just a few hours,
the army will march on Corvis! It's up to the players to
learn as much as {'Imy can and report back to Captain
Helstrom. I(leall_v, t}le_v'll [in(l a way to sa]:totage the

undead army on their way out.

In game terms, Fort Rhylce-r s cnns’crm:t(ac] Wit]‘b Iwwn
stone walls and {lagstonc floors. See DMG105 for
more information on dungeon settings.

0. The Battlefield

~ As you pick your way through the thinning
trees you see before you a flat, rocky plain. Tufts
of tough grass and jaggecl stones dot the land-
scape. Here and there are shallow craters and
scorc]:l matlis, left from some Lat‘tle ]Dng ago.
About a mile away the silhouette of Fort Rhyker
is visible.

If the characters make even a cursory attempt to
search the battlefield as tlw_v travel, let them find
bones—hundreds of men were killed here and left to

rot, or buried in improvised mass graves. There are
rusted scraps of armor and weapons here too, but i‘lle_v
are all worthless.

1. The Field of Bones

As you pick your way towards the distant fort,
the plain Legins to slope upwar&s. Just aheacl, a
score of skeletons are at work, c[igging up bones
from the battlefield. Two carts, partially full of
bones, are parlted on the dirt road that winds up
towards the fort, A skeletal horse is harnessed to
cach cart.

In field are 20 Thrall Slaves (18 humanoids and 2
horses) and 2 Thrall Warriors. The Slaves will totally
ignore the PCs, even if {'Imy are attacked. If the
Warriors (who are 20 ft. away) see the PCs, tl-;ey will
immediately move to attack.

As the PC watch—or even as t]1ey gig}lt the
Warriors—one of the carts is filled to the top with
}mm-s, and the Thrall draft horse l.wgins to pu” 1t away.
If the PCs decide to try hiding inside one of the bone
carts, tl-u:_v will be carried sa[el_v all the way up to the
entrance to Fort Rhyleer, area 2. The trip takes about
fifteen minutes.

[f the PCs decide to ::imply follow the road, t}‘ley will
encounter 2 Thrall patrols, each consisting of 1
Lieutenant and 2 Warriors. If tkey decide to take the
]nng way around and try to sneak past all the Thralls,
they still have a 50% chance of meeting one patrol, and
t]m:y will spend an hour ﬁnea[:ing around.

2. The Gatehouse

A stone keep—Fort Rhyker's gatehouse—sits
on the edge of a great chasm. The great gates are
open, and inside the small courtyard lie several
piles of bones. Four skeletons slowly and
methodically pick through the piles, sorting them
into smaller piles—skulls, ribs and the like. They
do not seem to notice you.

A narrow lJI’iLI_QL‘ reaches from the upper level of the
gatehouse, spanning the gap between the gah-]muse and
the fort proper. While ilu' g.].tL'i'li.'LISL‘ looks intact, the
vears have not been kind to Fort R]‘l_vl:er; there are gap-
ng ]-m]es in the wa”:-‘, and some of the battlements have

& 1”:1|_‘H(‘ll.

The Thrall Slaves sorting the bones will pay no
attention to the c]mt'acl‘ers, who are free to ex p]uro this
area. If the characters hitched a ride in the bone wag-
ons, the horses will haul the empty carts hack to the
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battlefield once the Thrall Slaves have clumpecl the
cargo out.

The ground level of the gatehouse is fitted with stalls
for horses. 3 skeletal steeds will be seen in the stalls.
Like the bone sorters, ll'w_v will ignore the characters.
For every 10 minutes the PCs spend in this area, there
is a 50% chance that a patrol as detailed in area 1 will
emerge from inside the gal:clmusu.

3. The Dumbwaiter—Middle Level

Level

"E;"‘;;; e “;i““l

This cramped room seems dedicated to the
operation of a large dumbwaiter. The door to the
lift is open, and the tray is large enough for a
grown man to crouch upon. There is an iron
wheel set into the wall, presumably to move the
tray up and down.

Anyone riding the dumbwaiter up will end up in area
4. The noise of the dumbwaiter's operation is consider-
able—anyone taking the trip will see one Thrall
Lieutenant and 1d4 Thrall Warriors if a Thrall

Lieutenant in area 7 malzt::‘e a successful Listen check.

If the dumbwaiter is moved clown, the rider will
emerge into area 11.

4. The Dumbwaiter—Upper Level

This small, dusty room allows access to the
gatehouse's dumbwaiter.

If any character fiddles with the clurn]awaiter, the
noise may attract Thralls from area 7 as described
above in area 3.

5. Armory

Racks of weapons and armor fill this room.
Unfortunately, all of the gear is old and run
down—rusted blades, dented armor and warpec}.
and splintered spears.

If a character Searches the room and makes a roll of
DC
brass sp}rglass‘ It's a fine instrument, well pruservcd
despite its apparent age. It is 1 ft. long when collapsed,
has 5x magnification, weights 5 lbs., and is worth 175
gp. Note that devices like this need plcul‘y of ligi'lt to
npera{‘e—llw spyg]ass can’t be used in the dark, even if
the user has darkvision or low-light vision.

Again, if the PCs make a racket, a Thrall Lieutenant
in area 7 may hear and come to investigate with 1d4

Thrall Warriors.

6. Supply Room

Piles of bones are neatly arxangeti on 'I:]:e ﬂom:

of this room. foey are sorted lry type, 'Erom nh:ns
to kneecaps. A few barrels hold the iangel: e

arm l)ODES

These are simply spare parts. There is nothing of
value here. If the PCs malze a Iot of noise, the Thrall
Lieutenant in area 7 may hear and come to investigate

with 1d4 Thrall Warriors.
7. Barracks

A group of Thralls stands at attentxdn in t]ze
middle of this room. As soon as tlley see you tl'wy

raise their weapons and move to a.t'l:a.clz'

If the PCs have already attracted the attention of the
Thrall Lieutenant and his men, there will only be
1d3+1 Thrall Warriors in this room. If tlxey have been
quiet, the barracks will hold a Thrall Lieutenant and
1d6+1 Thrall Warriors. The Lieutenant is carrying a
longsword +1. The weapon was borne by one of old
King Luther Raelthorne’s men who died here fighting
the bandit army many years ago. It bears this inscrip-
tion: May this blade serve you as well as you have served
Cygnar—King Luther Raelthorne



8. Telescope

jMou_nteJ to the stone ‘ﬂoqr at this lookout
point is a strange contraption. A series of glass
plates are mounted in a tarnished steel frame-
wot!z, and the whole thing is mounted on some
kind of rotating base. The device’s great glass eye
points out towards the battlefield.

The strange object is actually a type of sp_vg]ass,
which can magnify the view by up to ten times. The
fort's guards used it ]()ng ago to survey the leins, look-
ing for appruacl‘ting attackers. The telescope is still
functiona], tl‘mugh age st rusted the metal and c]outl—
ed the lenses. It is too big to be easily removed from the
fort, though an expedition to retrieve it is practical.

Refurbished, it would be worth 750¢gp.

If anyone uses the g]ass to survey the old battlefield,
they will see something interesting—a lot of van-
quished Thrall Slaves and Warriors lying about, their
bones in disarray. Any carnage the PCs may have
caused will still be in p]auc, but any Thralls that tlu:_v
avoided will now be slain. In other words, it looks like
someone else has followed the PCs to the fort.

9. Signal Mirror

_ Mounted here is a great shallow dish on a
)umtetl. rotating base. Tlle'insicle of the yard-wide
dish is brightly polished gold, and warped wooden

lqum&::: are: mounte& to the front. The
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mounts are made so that the dish can be rotated
and pointed in any direction. A handle on the
back seems to operate the louvers.

This is a signal mirror. The guardsmen at the gate-
house could easily communicate with patrols by shining
aun]igl'lt' towards them with the mirror, and {laslﬁng
patterns with the louvers. At this time of year, the sig-
nal mirror is only useful from the late morning to early
afternoon. On a clear day the light from the mirror can
be seen for several miles.

Like the te]escopc, the mirror is too l)ig to be moved
away. If it is somehow retrieved, it is on]y worth about
15 gp. The gold lining is brightly polished, but

extremely thin.

10. Stone Bridge

A narrow stone bridge stretches across the
chasm. Below, you can see nothing but mist. ;

In time of war, the drawbridge—concealed below in
the mists—would be raised, and this narrow, easily
defensible bridge would be the only way into the Fort
from the gatcl'zouse. Time has not been kind to this
structure. The ]Jrirlgc is on the verge of [ailing; any
character with stoneworking skill, or any dwarf will
immediateiy notice this.
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If the characters attempt to cross the bridge, the old
stones will groan, and the bridge will iaegin to flex. Dust
and chunks of mortar will begin to fall off, vanishing
into the mists below. If the PCs proceed, the bridge will
give one final warning, shedding some large stones and
trembling violently. Anyone still moving on will find
the floor falling out from beneath them, and a Ref. save
of 12 will be needed to leap back to a stable point.
Anyone failing the check will fall—here's hoping the
PCs were sensible enough to belay their point man.

If the PCs want to blow up the ]Jriclge, one of the lzcgs
given to them by Captain Helstrom is more than up to
the task. The noise will attract unwelcome attention, as

detailed in area 26.
11. Drawbridge Annex A

This lo.rge room is almost entirely empty.
‘Some ratty sacks and broken barrels are laying
_ﬁl;lmst-—appaten'tly notl:ing of value.

A large iron-shod wooden door stands closed at the
north end o{ the room. In t]’lE‘ nortl‘nwest corner a small
wooden door is set into the wall.

The wooden door to the northwest opens onto the
dumbwaiter shaft. The ]'leavy door to the north will
open, though it is creaky and heavy. Beyond, a wooden
bridge stretches out into the mist. It leads to area 14,
the drawbridge annex on the other side. Both halves of
the bridge are currently down, and the door on the far
side is open, though that isn't visible through the fog.
30 feet above is the much narrower stone Lric[ge seen at

area 10.
As the PCs walk onto the drawbridge, they'll come

under fire from archers above. It’s hard to see exact[y
who the attackers are through the swirling mist that
fills the c11a5m, but the party can tell that about four
humans or humanoids are on the stone Lriclge above,
firing downwards. (Note the effects of firing at con-
cealed targets on PH133))

The wizard Oberen has sent the attackers to slay the
PCs. He doesn’t want the party to stop Alexia’s attack
on the city, because he’s been working to engineer the
event for many years. Luckily for the PCs, Oberen has
underestimated them, and the assassins are pro])a]:v]y
not up to the task at hand.

If the party immec[iate]y runs to the far side of the
clra.wbridge, two of the attackers will run across the
stone bridge above—if it hasn't collapsed already. In
this case the two assassins scamper across and then
plunge to their deaths as the rock and mortar gives way
beneath them. For theatrical “air, one of the men
should land on the wooden l)ri(lge near the PCs, killed

’. A
» I

l:y the {a”. while the other screams as he falls into the
chasm—and screams, and screams. Its a long way
down.

If the bridge above collapses the stone debris will
knock some holes in the clruw}:lriclgc. Lucki]y it's very
tough, and it won't be destroyed. It's also a lot wider
than the stone ]Jridge_. so it's relatively easy to cloclge the
'fa.uing rocks without going over the c&ge.

Assassins surviving the collapsing bridge will head
down to area 11 and chase the PCs into the fort. If the
PCs retreat to area 11 when I:]wy come under fire, two
assassins will head down to meet them while two stay up
on the stone ]:n'idge to cover the exit.

Note that it is possible for the party to kill all four
assassins at once. If they think fast and attempt to dam-
age the stone l}ri(lge the assassins are firing from, they
may be able to force it to cu”apse, which will throw
everyone on it to their deaths. To accomplish this they'll
need to do about 20 points of damage to the bridge, or
cleverly use some spells. It's the DM's call.

The assassins are human first-level figllters, each
with 7 hp, AC 12. They are armed with shortbows (1d6
crit x3) and shortswords (1d6 crit 19-20/x2). Each
has a tattoo of an eye over a Iigh’cning bolt inked on the
back of his rigl'lt hand. Anyone familiar with the histo-
ry of the Iron Kingdoms will recognize this as the mark
of the Inquisition, the feared and hated secret police
employecl lay the recenfly—deposcc! King Raelthorne the
Elder. Why are Inquisitors involved? Under a different
name, Oberen used to be the head of the Inquisition.




Now that Raelthorne the Elder is gone, he's out on his
own, a war criminal at large, but still commanding a

nclworl‘c of evil, loya} men.

12. Control Room Annex A

; 'ﬁ;e lié_avy_ ___iron door leading to this room
stands ajar. Beyond is nothing but smooth stone

walls an(l dust.

In times of trouble, guarcls could hole up in this
room to protect the draeridge controls. Tocla_v it
stands empty.

13. Control Room A

Another iron door stands open, admitting you
to this room. It appears to house some kind of
controls. A giant iron and wood wheel juts from
the wall, and a ]arge lever pmtruc!es from the
floor.

IT}'!L‘SL‘ are l}'l(.' draw!Jringl;' L‘L”ll‘rt?]:‘n 'l‘]'\lf_? IL?V(’.I' con-
trols the I:riclge gearing—up, down or locked in placc.
Currcnll_v it is in the Inirl(nre position, which is locked.
“Up” and “Down” markers are scratched into the stone
ﬂum’, if the PCs clear the dust away and look. The
wheel, opcratcz.l by l)ur}y Lridge tenders in times past,
proviclecl the force for moving the l)ridge upwards.

Currentl_v, ll:e lwric]ge 15 L‘].Dwn, |¥ ti-m PCs wantecl to
raise it, it would take a Str check of DC 18 at the great
wheel. There is nn]y room for three wheel operators at
a time, anc{ tl‘hc_v must work for five minutes to [u“_v
raise the l'n‘i(lge. It m‘l]}r takes two minutes to lower the

bridge.

If the ln'iclge is operated, there is a 66% chance that
the agl.‘L{ mechanism will break and the ]'n’i[lg(-‘. will slam
down. If this happens there will be no way to pull the
ln’iclge back up. If the characters want to blow up the
clraw])riclgc. one of the L'xpiusiw_‘ L'E-g:s that Helstrom
gave them will be more than enough for the job.
”upu[u”_v 1}1(’_\-"11 do this on the way out of Fort R11}rieer.
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14-16. Drawbridge B

The other side of the Jrawbridgc has L‘xactl_v the
same iaynut as the gatel-muse side. Both halves of the
tlraw]:ric.lgu- are down when the players arrive.
Destroying either half of the drawbridge will delay the
Thrall army 11)-' several 1‘1("}!.]1‘5, as tl)ey will need to take

the 1ong way around the chasm.

17. The Warden

A large humanoid skeleton sits on an old keg
in the middle of the room. On a crate is what
seems to be an array of playing cards. As the door
opens, the Thrall leaps to its feet and raises its
giant cu&gel.

This Thrall Lieutenant is the warden. He looks after
the Thrall failures, which are locked up in the ncar]:)y
cells. He'll attack the p]ayers, but his intent isn't to kill
them—he'll try to subdue them and lock them away.
Because he is attacking to subdue, he is at —4 to hit
with his club. A successful hit will do 1d6+1 subdual
damage. See PH134-135 for subdual damage.

The warden has a .L’.e-_\-'l'ing on his belt. It holds one fat
iron key for each of the four cells on this level. He's also
wearing a magic torc that has the same properties as a

ring of protection +1 (DMG 194).
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18=20. Prison Cells

A heavy iron door bars entrance to this room.
ﬂmugh a grate in the tleor, you can see a skele-
ton pacing about inside the cell. It sees you peer~
ing in, and begins clawing at the door, hissing and
clacking its teeth.

Three prison cells hold one Thrall Warrior each.
These soldiers are “broken.” They don't obey orders
well, so Alexia I-]as them contained lwre until sl'le can
deal with them. There is nothing of value in the cells.

21. Empty Cell

from corpses and bones. They are very valuable—per-
haps 1000 gp to the right person—but the methods
and results are unspealeauy evil.

The skull that lies on top of the papers has arcane
glypl'ls engraved upon it, much like the Thralls the
players have already seen. If handled, it will try to bite
whoever picks it up. Its attack roll is at —4, and a bite
does 1 point of damage. Once the surprise of the bite is
past, the skull can be handled safely. The skull is only
capal}]e of l]iting and }aug}iing in a c[istur]:)ing, shrill
voice. The skull has 2 hp, and can be hit automatically
if anyone wants to destruy it.

23. The Gorax Lair

An iron door just like the others in this hall-
way stands ajar. The cell beyond seems to be

empty.

This room has a low ceiling and a J,a_mp earth-
en floor. In the northwest corner a large pit has
been dug and lined with ragged mol:ly sacks.

This is an empty cell, and there is nothing at all
inside. If the Warden in area 17 manages to subdue the
party, he'll lock them in here. Their weapons will be
confiscated, along with backpacks and other contain-
ers. The Warden won't search the party carefu“y, so he
will miss small pouches, objects carried under clotI'iing

and the like.

If the party gets locked in and can't {igure out a way
to escape, let them wake up and then stew for about 20
minutes of game time. At this point, the Warden will
return. He'll have a chained up misbehaving Thrall
Warrior with llim, and he'll open the cell door to put the
new prisoner in with the PCs. If the party acts immedi-
ately, they will be able to rush by the Warden, who has
his hands full with the new prisoner.

Anything taken from the PCs will be placed in area
24, the storeroom.

22. Torture Chamber

A half-dozen skeletons are chained to the
walls of this room. The old bones are hanging
with their manacled wrists in the air. As you enter
the room, all the lnmy skulls swivel to look at you.
A brazier sits in the middle qf t,he room, along

with a small pile of papers and books. A human
skull lies on the pile of papers. .

This is where Alexia works on some of her most spe-
cial Thralls. The brazier is heating torture implements,
and the books and papers are necromantic lore. If she
were allowed to finish, these undead would become
Thrall Lieutenants or even worse. The necromantic
papers detail much of the process of creating Thralls

A gorax makes its lair in this abandoned cellar. It has
dug a 50’ tunnel from its pit nest up to the outside of
the fort. There is a 50% chance that the gorax is here,
asleep in the pit. If not, it is out hunting, and there is a
33% chance every minute that it will return through
the tunnel. If the gorax is asleep, it will wake up if it
makes a Listen check with a +5 DC penalty.

If the PCs flee the lair, it will not pursue them unless
it is below 50% hp. If the gorax has been encountered
and killed as a wandering monster already, it won’t be
here at all. There’s on]y one at the fort. If the PCs leave
the fort via the tunncl, t}xey will find themselves on the
wrong side of the chasm, and it will take them three
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hours of travel to walk around it. Anyone exploring the
nest in the pit will find the gorax’s “shinies”—roll 1d4
times for gems on table 7-5, DMG172. There is a
more gruesome find here too... the gnawcd remains of
Captain Helstrom’s missing Watchmen. Their lmclgea
are easily recovered. A grave could be dug in this room,

using tools from the storeroom (area 24).

24, Storeroom

Be&om you is a cramped room. The walls are
lmecl with wooden shelves -a-ml digging tools.

If the players were subdued and locked away by the
Warden, their gear is here waiting for them. If they
defeated the Warden, there is nothing in this room but

l"are wrmcl sl'l.elves; Sl‘lOVElS am:]. p‘iCl-QS.

25, Battlements

You have reached the roof of Fort Rhyker. This
smooth stone area allows access to the erealzy
stone ]ontlge lngll over the chasm. To the nortl:l,
stairs slope down to the fort’s large courtyard.

The PCs can walk all the way around the top of the
Fm't, which is wide and smooth. Ql‘)viously, gsoldiers
were intended to man this area to repel invaders. A low
wall around the battlements lwips to conceal PCs on
the roof from what lies beneath in the courtyard.

26. Courtyard

Legions of undead stand here in orderly for-
mations. They are armed with a variety of
ancient, rusty weapons. Here and there the more
l'nu:ly and ml]-oqmppecl “lieutenants” walk about,
surveying the troops. A handful of undead that
resemble zombies are bound with chains, con-
trolled by a lieutenant with a sharp iron prod.

As you watc]t, a few more Thrall walk out of a door
in the north wall of the courtyard and take their posi-
tions in the army. There seem to be about five hundred
undead total.

Alexia is gathering her troops here. It would be fool-
ish for the party to attack the undead army, even with
the explosive laegs that Captain Helstrom gave them. If
t]'zey do attack, or if ‘t]'ley are sigl'lted, a score of Thralls
will move up the stairs at top speed to engage the
intruders. 1f this happens the party’s only chance is to
run back down the stairs and head for the t}.raw]:ritlge or

the gorax's tunnel.

The chained zombies are swamp shamblers—a type
of undead nai:urany found in the swamps outside
Corvis. They are especially loathsome because people
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killed l':y them rise as swamp shamblers themselves after
just a few minutes. Alexia must have had her Thralls
collect some for the raid on the city, which appears to
be imminent!

The doors on the north wall of the courtyarci lead to
the fort's Great Hall. In the Great Hall, Alexia and the
four risen witches are l)usy creating the last few Thralls
for the army. The PCs would never live to pass tj'lrougll
these doors, but they can sneak a peek into the Great
Hall at the winc[ows, described in area 27.

27, The Windows

An ornate stained-glass window is set m%o&w
wall here. The window has l:een tuvngecll'lyﬁu
ages, and many pieces are missing or broke
Through the gaps, you can see (lowﬁs' nﬁo ﬂza
Great Hall of Fort Rl-rylzer
~ Twenty feet below a dozen Tkral]: are picking
tlnougllpﬂeso{ bones, lam::ﬁeempl%&
tons on the marble floor. Alexia C&mwm-'

panied by four female zombies, is c :

some sort or mnnentualmmdf : _I

tons—ryou can see her chanting,
kind of dust on the bones, and fin
'glyp,nontlmeslmnmred?._

With o hise aid o bath; theohlibns st

| i
It takas a rusty axe from a pllﬂ pf'ﬁuap&ns, I.m:l

As in area 25, woe to the PCs if they attract any
attention to themselves! Alexia and the undead witch-
es are very powerful, and the party won't he able to Lill
them, even if they try throwing one of Captain
Helstrom's explosive kegs down into the hall.

As a matter of fact, if they do this, they'll have to
clear away part of the stained glass window. The noise
will alert Alexia and company, and they'll cast feather
fall on the laeg as soon as it dtups. The PCs will observe
their bomb fa“ing ever so slowly towards the floor—if
they decide to stick around, the explosion will certain-
sy harm them more than anyone else.

The PCs won't be able to use a bow or crossbow with-
out clearing a larger hole in the window either. They
could use a spell like magic missile, but any sort of
attack would be unwise. Hopefully, the PCs will decide
to head back to Corvis and report all that they have
seen!

N Jlghlt

Summary: The city has begun its most rowdy festi-
val of the year, but just when tl'lings get rolling hundreds
of undead begin emerging from the Undercity! The
PCs must make their way through the chaotic streets to
the Church of Morrow, they become involved with the
struggle between Alexia and Oberen.

The last part of this adventure is a chaotic attack on
the city. Alexia, with the help of the army of skeletons
and the four re-animated witches, will try to steal her
mother’s corpse (and the magic blade Witchfire) from
its resting place at the Church. To cause the most dam-
age and panic possible, she has timed her attack to take
place during the Longest Night festival, a time of excess
and celebration, when the streets are pac]eecl with revel-
ers. During the Longest Night, the streets will be full of
people running around in a panic. Thralls and swamp
shamblers will be popping up through drains and grates
all over the city. They'll be moving towards the Church
and l'laclzing up anyone who gets in their way.

Alexia has an unknown ally in her attack—the mys-
terious wizard, Oberen. He has allowed her to get this
far, and to attack the Church, so that he can take
advantage of the confusion to steal the Witchfire him-
self. He doesn't care at all about the body of Lexaria
Ciannor, the last covener.

The Longest Night will be a very hectic, non-linear
situation. During the chaos there is no telling what may
catch the PCs¢’ eye. The DM should indulge them, let-
ting them rescue orphans or whatever else comes to
mind, but if tl’ley {:orget about the fifth covener and the
Witchfire buried at the Church tl’ley should be remind-
ed in some fashion so they can get there in time for the
big finish. A visit from one of Father Dumas’ acolytes
18 suggr:stccl.
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Preparing for Battle

When the party returns to Corvis ll‘:ey'” need to
speak to Captain Helstrom. If they talk to the typical
Watchmen or city officials, they'll be laughed at. If they
check the courthouse, they will find that the guards
there can take them to Helstrom, as was promised. If
the party for some reason tried to dodge Helstrom, he'll
find them soon after the return to the city. If tl'ley don't
even return to the city, Helstrom and a band of his men
will track them down to get the story.

Helstrom is waiting for the PCs in a seedy
waterfront bar called “The Fa“ing Star.” s
It's a grimy, rowcly p]au., and about the ®
last place in the city anyone would
expect to find the Captain. He'll grill -
the PCs about everything they saw f‘:'
and did at Fort Rhyker. At first he may [\
not believe the story about the undead
army, but if the characters are persis- w
tent and sincere he will trust them. If
they've managed to take any
engraved bones with them their
story will be that
stronger.

much

Helstrom will assume that _
the Thrall army is marching 4
on the city. If the PCs have any £
other theories, he will listen to
tl'xem, but his first instinct is that
the city is under attack. He will i.
use the forces at his disposal to VA
protect the citizens, who will be
defenseless, partying when the
undead arrive. Unfortunately, he
doesg't}]have the authority to com-
mand the entire city
Watch, and the - w
po]ltlcmns 71 f. :
that do have T i
been resistant to .
his pleas for help. It
looks like Helstrom's
dozen or so right-
hand men and the characters are
going to be on the front lines of the
coming battle!

Swam

Based on what the characters saw, and what tlw_v
know of the terrain between Corvis and Fort Rllylcc:r, it
looks like the attackers will arrive in about 5 hours. If
the party managed to destroy the bridge, Helstrom will
say that they l)ought themselves another 3 hours or 80,
since the skeleton army will have to take the Inng route

=
e

p Shambler
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arouncl ’tl‘:e gorge t]tal protects Fort R]’xyl-zer. Eitl-ler way,
the attackers will arrive during the pcalﬂ hours of the
Longest Night festival.

The PCs can use the time in advance of the attack in
any way t}-xey want. T]’ley may wish to lie low and rest,
sllarpening their blades and memorizing spr—.‘“s. Ti’ley
may wish to go out in the street and spreacl the word
about the coming attack. They may make an impas-
sioned (but {thile) appeal to the city government for
luelp—or even go back out into the woods and set traps

. for the advancing army. Let them try anything.
.Helstrom will support them with 1d4 of his
2 <d men if he likes their plans. He may even

donate to t]'!e cause.

If the PCs are especially clever in
their plans, the_v may be able to neu-

tralize a good part of the enemy
forces. There's nothing wrong with
giving l'l'wm some rousing successes, as
long as the success isn't complete or

easily won. The army is too large to be
totally defeated l}y a few low-level
characters, and even’cua“y a most of
it will reach Corvis.

Thc Longest
N ight Begins

The PCs may expect Alexia's
undead army to march right up to
one of the city gates. That isn’t going
to happen. Instead, the legions of
undead will infiltrate Corvis through
the Undercity.
entrances to Corvis hidden
the
. walls—Alexia has

. - been cataloging

There are many

outside city

tl‘nem {or
ITlOl‘I{']‘lS, and
she will send her

troops in this way. Many
of the undead will also enter the
city by walking in the rivers and then
11m|:nn|5. up onto the streets. If the
characters prepare for a massive battle at the city gates,
llu.y will be sore]y &mappmntecl.

Alexia's p]an is to use her troops to plunge the city
into a panic. In the chaos, she will visit the Church and
steal her mother's corpse—ami the power{u] blade
Witchfire. She'll be accompanied by some of her
strongest creations, as well as the four zombified
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coveners that she already “rescued.” Her plan is to steal
the Witchfire, escape, and use it to Fu“y restore the
entire coven to their 'fr:-rmer selves. Of course, Va}'ln
Oberen wants the blade for himself. Hell make an
appearance at the Church to try and sieze the blade at
the last moment.

[t's not important for the DM to keep track of every
single undead soldier that has invaded Corvis. Instead,
the lzey is to focus on the events happening near the
PCs, and the events at the Church. The main attack on
the Church will happen about one hour after the inva-
sion starts, but the DM should feel free to alter the
timeline a bit as needed.

Following is an opening to the attack, and some
quick scenes that the DM can use during the invasion.
Let the PCs get involved in any scene that catches their
interest. Award XP liberally if the players help the
townsfolk—850-100 XP per PC per incident, plus XP
from monsters defeated. Stats for the undead can be

found in Appendix A.

Just when you begin think nothing might happen
tonight, you begin to hear screams over the laughter in
the streets. Silence falls over the crowd around you...
and then the revelers l]egin to move, running in panic
from something you can't yet see. As the crowd thins
around you, you see several skeletal shapes shamh]ing
towards you through the mist!

Warm up the PCs with 1d4 Thrall Warriors. Then
let them move about freely, using the scenes below to
Iteep them under pressure and interested.

> A runaway coach comes ]Jarreling down a nar-
row street, right toward the party. The horses are wild-
eyecl with panic, and a dead driver is slumped over the
top. A Thrall has the reins and is urging the horses
onward! Another pair of Thralls are run over by the
coach and ground to sp]inters under the hooves and
wheels. Any PC failing a Ref save of DC 12 will take
1d4 damage and be knocked down as the runaway team
clips them.

> A dozen dead citizens, dressed in ornate cos-
tumes, l)ol) along in a cana]. Several more ]Jccl.ies are
lashed togetl'ner into a crude raft. Two Thralls are atop
the raft. One is puahing the gruesome boat along with
a ]ong pole. The other stands at the bow, loolzing into
the fog. Both are dressed in stolen costumes.

> In the harbor a large merchant sl’)ip drifts out
of control, engulfed in flame. On deck a dozen Thralls
skirmish with the surviving crew, who are taking the
worst of things. The party can faintly hear the scream-
ing of more crew members, trapped in the inferno
below decks. In 1d10+10 minutes, the burning ship
drifts into the docks, which are set ablaze as well. In a

few more minutes, the l:lurning

sl-lip sinks.

> A small warship, Hying
the colors of King Raelthorne the
Younger, has set anchor a hundred
yards from the docks. The crew is
]Jusying themselves making their
cannon reacly‘ As the p]ayers
watch, the crew fires into the city.
A granite and marble lJriclge with a
dozen undead on it is blasted into
dust, and debris rains down into
the streets. Anyone caug]’xt in the
debris takes 1d8 damage (Ref save
of DC 10 for half damage). Any
character making a Spot roll of
DC 12 will see 1d4 Thralls climbing up the patrol
boat's anchor chain, unknown to the crew. Without
help, the crew may be overcome, putting the Thralls in
control of the cannon!

> Nearby the party hears a group of women
screaming for l-u:lp. [f they investigate, they find four
high-society women, dressed in elegant gowns and
masks, trappetl in a dead-end a]le_v. A Swamp Shambler
has cornered them. The women are defending them-
selves with parasnls and decorative c}.aggers, but in a few
moments they will be overpowered and killed. If one of
the women is killed before the PCs can intervene, she'll
rise as a Shambler herself in 1d4 minutes.

> With a hiss of steam, a groan of metal, and
Foutgteps that shake the ground, a nine-foot-tall mili-
tary steamjack walks around a corner into view.
Following it are four Watchmen. The steamjack wields
a giant hammer and shield. The Watchmen yell, “Make
way] Clear the streets!” as they move by A i:it later, t}le
steamjack is seen again. Its human attendants are
nowhere to be seen. Two Thrall Warriors, wearing the
Watchmen's l'u:]ms, have climbed onto the automaton's
back, where they are hammering away with their swords
to no effect. The steamjack plods onward, ignoring the
skeletons and the PCs; it is trying to find a Watchman
to report to. It will easily defeat any opponent that it
comes across. It will also run out of fuel in about 30
minutes. If the party finds it again, immobile, they can

refuel it if they can find coal and figure out how to open
the fuel hatch.

> The PCs see three {inely dressed older human
males moving toget‘ner as a group. Tlley are apparcntly
pnwer[u] wizards—as thcy see undead, they blast them
with a variety of spell effects. They are also using their
powers to ertinguish fires. Despite the grim surround-
ings, the wizards seem to be enjoying themselves, hoot-
ing with laughter each time they blast an invader into




dust. If the PCs ﬁpea]e to tl'lem, the wizards will give
them 2 glass flasks. If thrown into a fire, the potion in
the flask will ut‘terly exﬁnguish it. The potion is very
power{ul, and can inid:antly put out very large fire, but
it will only be fresh and useful for 1d4 hours. These
men are from the Fraternal Order of Wizar&ry—t}zis
could be a goocl way for the PCs to introduce them-
selves to this power{ul gui]tl.

> A group of 2—-4 humans are seen looting
shops. The miscreants have a wagon piled I]igl'l with
stolen goucls. They will ignore the party unless they are
challenge&. If a fight breaks out, the looters will flee
rather than Eig}lting to the death. (Use the Tl'mg NPC
foundation from Appendix B.) If the PCs decide to
]eeep the wagon, any Watchmen I:]xey encounter wi]]
attempt to arrest them.

> As the party moves throug}a the streets, tl‘ley
come under fire from hidden archers. The PCs will
quiclz]y see that a handful of invaders have seized a
l)rin:lge }'ligl'l above the city streets. Two Thrall Warriors
at each end of the l:riclge are protecting four more
wie]ding longlmws. Each archer has a basket of arrows,
which they are firing down into the streets at random
groups of peop]e. The party can find a path up to the
]:lriclgc in 1d6 minutes if tl‘ll.‘y try. As they do they'll be
subiect to one more arrow Barrage. If tl-ley flee the area
tlley wi]] ]:ue sul:ject to at least one ]:aarrage, c!epencling

on the DM’s whims.

At the Church

All of the chaos in the city is a backdrop to the real
finale of the adventure—the events at the Church.
Alexia is moving in, guarded by her toughest creations.
Vahn Oberen is moving in as well, plarming on stealing
the sword Witchfire from the tomb of Alexia's mother.
They will fight soon, and the PCs will be caught in the
middle! If the PCs show no inclination to head to the
Church, theyll be approached by one of Father Dumas’
acolytes. The lad will ask them to come to the
Church—the Father needs their l'le]p &e{ending it.

|NMEM|IMH i
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Father Dumas is out patrolling the Church
-gzmds when you arrive. He's J:em& in lm
finest }utt]o-gear and he 10‘3!“ lﬂm a new maa;
the threat to hie 'ﬂack has mwgarﬂecl
need your help, I:le says. Ifyou can leem*m
bridge, my lads and I can hold the ot!mta.%fl
won't lei: one of those ]mny ﬁutan&: in here!”

Once the PCs are in place, start turning up the pres-
sure. They should have to fight off 2-4 waves of
undead attackers before the grand finale. Vary the com-
position and timing of the attacks to keep the PCs
under pressure. Remember that the goal is not to kill
the party; it's to make them sweat.

If the PCs get in trou])le. Father Dumas can lend a
hand IJ)' turning undead, I’tea]ing, or casting some other
kind of spell. There are also 2 first-level clerics on the
grounds—they are the Father’s acolytes. They will heal
the c}larac{era as required. and Ilelp turn un&ead i{
needs be. If one or both of them were killed, it would
he]p to I':igl'llig]-nt the peri] of the situation.

Here are some of the ways that the Thrall army will
attack.

» Boats and rafts full to the gunwales with Thralls
will gail up to the bridges and use gra.ppling hooks
to clamber upwarcls.

» Units of 6 Thralls (5 Warriors plus one
Lieutenant] ml] marc]‘) Bt‘z‘aigiﬂ across the }Jridges,
clircctly at the PCs.

»  Across the bridge, a squad of Thralls begins to set
up a cannon, ballista or other siege weapon. The
PCe will have to rush them before t}ley can 'f'irlisll,
or else tl1ey are in serious trouble!

» A squad of Thralls will guide a pack of Swamp
Shamblers towards the PC¢’ position. These
Shamblers were very recently citizens of Corvis,
but they were killed by other Shambers and have
risen as undead themselves. Bonus points if the
PCs can recognize anyone in the gruesome pack.
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The Showdown

Soon, Alexia and Oberen will make their appear-
ance and do battle with one another. It's the DM’s job
to make the PCs feel like ’c]‘ney have an important role
in the events to come, without letting them get in over

their heads and get killed.

~As the battle progresses, you notice that the
Church is rapidly being surrounded. There seem
to be hundreds of enemies, with more arriving all
the time. Su&clen]y, without a sound, the massed
Thrall army begins marching on the Church.
They aren’t headed for the bridges—no, they are
walking straight into the water. As you watch, the
undead army vanishes beneath the surface, only
to reappear a few moments later at the %qh
walls. More and more old bones craw_'l into the
water and ‘I:L.an up across the ]Mchq of their fel-
lows... within moments there is a great pile of
Thralls outside the church walls, and then they
are spilling over the top, into the courtyard.

For every Thrall the PCs turn or destroy, another
appears to take its place. It's clear that soon scores of
them will be on the Church grounds. Luckily, the
invading Thralls are now ignoring all of the PCs and
NP(s. Instead they are marching straight for the tomb
of the fifth witch in the Corvis Coven—Lexaria

Ciannor, Alexia's mother. The grim granite monument

stands near the entrance to the cl‘lurcl‘l. a remincler to
the congregation that witchcraft will not be tolerated. It
is but a stone’s throw from where the PCs are sfan:{ing,
The undead circle it and stand at attention, heedless of
the PCS, Father Dumas, and the acnlytes.

A moment later, Alexia and the four undead witch-
es from the Corvis Coven will ﬂy out of the darkness,
pass overhead, and alight at the tomb of Alexia’s moth-
er. In a single motion, the massed Thralls kneel. Alexia
and her companions surround the tomb and l)egin cast-

ing. They are attempting to break the decade-old

enchantments that seal the tomb, so that tl’l&’)’ can res-
cue the fifth and final member of the coven, Alexia's
mother. Alexia also intends to claim the magic blade
Witchfire, which is sealed away here too.

After a few moments of chanting and gesturing
(whi‘ch amounts to a power‘]:ul dispe] magic), the tomb
will crack open, emitting a flash of violet light. Alexia's
mother, still wrappecl in her white burial sl"lrnucl, will
float out of the tomb into the waiting arms of her four
undead sisters. Alexia herself will reach into the tomb
and seize the Witchfire. Her scream of victory is chill-
ing. The PCs will be unable to interfere with the cast-
ers circle; arrows will go astray, and tl'le_v will be held if
tt'ley try to approacl‘l. At this point, tl-ley are 3imply
spectators. As they watch, Alexia raises the blade in tri-
umpl‘l, while the four undead witches fly away into the
nigl'lt carrying their fallen sister.

It is at this moment that Oberen makes his appear-
ance. Years of his plans are now coming to fruition, and

the Witchfire will soon be his—he l'lopes.

In a flash of blue llgl'xt, a WIZIIJ appears ]leluml
Alexia and thrusts a knife into l:er back! 'ﬂm
Witchfire flies out of Alexia's grasp, over t]zw
heads of the l:neelmg Thra,ﬂs, and slutbeﬁmm'
the cobblestones—straight towards the . The
mgrthc]:la«lanawlayq no mmetbaa#m;am:
away. Father Dumas yells, “Take lslle SWor!

is Lotne away frum her ]:y a tide of lmééad bocly-
guaxc]a You lose sight of him in the cl‘uws. '
Alexia approaches you. Pale and mgggmg
\_from her wound, she still emiles, reaches out to
you and says, “Give me the sword. I have to finish
what's been started. Can't you see Flm.t'?' Bnglrt
blood has begun to stain her white dress. “Give
me the sword and I'll let all these old bones rest.
That's wlmtymi wan'l:. isn't 1[:?' {ambmwé i
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Bﬂluml Alexia, there is a flash of light, a crack
Bl:e I:g]ﬂ:n.mg and a pu'[f of smoke from where her
attacker was swarmed by her Thralls. Unhurried,
he s'h‘xcleﬂ out of tlxe circle of shattered bones he
3 ]:an w‘rougiﬂ.' “Don't listen to her, f‘nenda, he
says. ‘Do you really want to give her what she
‘wants? L@u}e what she’s done!” He gestures at the
Tl'lraif army and the burning skyline of Corvis.
': :'.I.m..l;era to protect Corvis. She wants to destroy
it. Give me the sword.”

The party now has a choice to make. Alexia and
Oberen will converse briefly with the party if they are
Epoleen to, but their patience is short. Each demands
the blade. The Thrall army waits silently. Father Dumas
a.pproac]'tes the group, but Alexia motions him to stay

ack.

will
will
and

If the party gives the Witchfire to Alexia, she
Ie(:ep her promise. With a gesture, all the Thralls
collapse into inert bones. She will then curtsey
Vanisl’n, off to parts wtiknown:

l{ tl'l&.’ PCE C]'IOOS{.‘ Ol)eren. ;\lexia's Tl'n'al]s

immediately swarm him. He will savagely attack

will

the
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Thralls with the Witchfire and his spells, but the
undead army will get the better of him. With his best
magic already spent, and dozens of skeletons grappling
him, Oberen will fall to the grounci cursing. Alexia will
take the sword from him, give the PCs a baleful look
and teleport away. A moment after she has gone, all the
Thralls will collapse, destroyed. Oberen will also have
vanished, though the PCs will see a small iron medal-
lion bearing the image of an eye and a stroke of lighb
ning—tlw same eye as the tattoos on the assassins t]'ie_\f
met earlier that day‘

Wrapping Up
Alexia has retrieved the sword and is off to parts
unknown, aiming to reanimate her mother and take
revenge on Oberen. (Her exact plans will be explore;j in
detail in Part I of this tri]ogy,} Father Dumas is grief-
stricken that his niece has turned out to be a vi]]ainess,
but he thanks the PCs for their efforts. Oberen has lost
the Witchfire, and he is furious; he'll be keeping his eyes
on the PCs from now on, and he's l-1atc|1ing a new plan
to regain the sword. Magistrate Borloch has managecl
to live through the Longest Night, though his expensive
home was ravaged l)y Thralls. He'll also be back for
more trouble in Part 11, Captain H elstrom has learned
that the PCs are depenclaljle folks, and he'll continue
to work with them in the future.

And the PCs? Well, l]1ey have had a fine introduc-
tion to Corvis, City of Ghosts. The DM can keep
them them busy with side missions until Alexia sur-
[ of the Witchfire Trilogy. They

can work for Captain Helstrom, get involved with

faces again in Part |

the criminal underworld, or explnrc ancient
1 N \ Orgoth ruins in the swamp. They might even
: N have a run-in with Voorie, the infamous
f swamp monster, or go Inol-eing for Orven's

)
'f\\‘ q -« ’
(1S ' lost gold mine. There's p]unty of adventure
2 to be had in the Tron Kingdmms.’
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App@nice

Wherein the Dungeon Master may ffnd a trove ofgreat wisdom.
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Appendix A:
Creatures
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Bog Constrictor

Bog constrictrors are a muclcly green-bmwn and
blend in well with muck and twisted trees. These tough,
Scaly reptiles normally steer clear of penp]e, but there
are oucasional a!t.wles, eapecially on Chi]clren or wl10
stumble across a nest. The eggs are considered a delica-
cy, fetching 1d4 £p each, depemling on the buyer and
the quality.

When the serpent bites it will attempt to grab and

constricts its enemy. (Note that improved grab only

works on creatuers smaller than the constrictor.)

Bog Constrictor: CR '}; Medium-sized anima]; HD
1d8+1; Init +2; Spcl 30 ft; AC +13; Atk +2 melee
(1d4, bite); SA improved grab, constrict 1d2; SQ
scent; AL Always N; SV Fort 40, Ref +2, Will +0; Str
11, Dex 14, Con 11, Int 1, Wis 10, Cha 2.

Skills & Feats: Move Si]ently +8, Hide +7.

Treasure: NOHC’
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Cavewort is a thick, sticky mat of fungus that grows
on the ceiling of caverns and abandoned structures.
When a warm-blooded creature ventures into the area
under the cavewort, it drops clumps of ]ong, sticky ten-
drils in an attempt to ensnare its prey. The tendrils are
covered with digestive enzymes, and deal acid clamage
to an_vtl'ling caugllt within them. Prey is digcstcd in
place, and the bones and other debris are left behind—

a warning to the observant c]ungeon explorer.

Normally, cavewort survives by ambushing and con-
suming rodents and other small mammals. However, it
cannot distinguish small, easily digestible prey from
larger creatures that may injure it. Consequently, it will
re:ulily attack adventurers who venture too near.
Slashing or l:mrning the cavewort’s tendrils will free its
victims, but the fungus won't be killed unless the mass
on the cei[ing is attacked.

[n game terms, Juing 50% damage to a cavewort will
destroy the tendrils, and the last 50% will kill the ]Jocly
of the creature. If a cavewort has lost its tcnclrils, they
will regenerate over 1d4+7 days, after which the cave-
wort will be Inm’cing again. [t takes the fungus
1d10+10 minutes to retract its tendrils once it has
dropped them, unless the prey is killed, in which case
the tendrils will stay down until digestion is complete in
1-5 hours. Digestion time rlepencls on the size of the
prey.

Cavewort can grow in pa.i'clles as small as 5'x5', orin
colonies as large as 300 square feet. An attack consists
of dropping a 5'x5" patch of tendrils. A giant cavewort
can do this many times, but it can’t I:Jring more than one
clump of tendrils to bear on a singie victim, unless the

victim moves under a fresh paicl'l.

A large quantity of smoke will make cavewort placid
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temporarily. Adventurers neel:ling to cross a large cave-
wort infestation often build a roaring fire and smoke it
out; a few minutes of heavy smoke will dull the cave-
wort’s senses for 2d6 minutes. Also, a torch or other
heat source waved under the cavewort will sometimes
(309%) trick it into dropping its tendrils.

Cavewort (5'x5): CR 1; Medium-size plant; HD
1d8+1; Init +2; S‘pc]. 0 ft; AC +12; Atk +2 melee
(1d2, acid); SA Improved grab; SQ Plant; AL Always
N; SV Fort +2, Ref +0, Will +0; Str 10, Dex 10, Con
14, Int —, Wie 9, Cha 2.

Skills & Feats: Hide +6, Spot +2.
Treasure: 1/10th coins; 50% goods; 50% items

Notes: The DM should not scale the Challenge
Rating of cavewort up past CR 2. The biggest possible
cavewort, at 300 square feet, still isn't worth 12x the
base CR value.

Devil Rats

These loathsome rat creatures resemble a cross
between a rat and a large monhey. They stand about
waist-high to a human, and a row of sharp spines runs
down their back. They are fairly unintelligent, attack-
ing only with their giant yellow teeth and not using any
kind of tools. Devil Rats usually travel in packs of
5-20, and can sometimes be found in the Undercity of
Corvis. They are excellent swimmers.

If half of a Devil Rat pack is killed, the survivors
have a 25% chance of fleeing on each subsequent com-
bat round. If this happens they are 75% likely to return
and attack again in 1d10+10 minutes, if they can still
find the enemy.

Devil Rat: CR #; Small beast; HD 'l'cllo; Init +2;
Spcl 40 &., swim 20 {'t.; AC +12; Atk +2 melee (1&4',
bite); SQ scent; AL Always NE; SV Fort +1, Ref +2,
will +0; Str 10, Dex 14, Con 12, Int 3, Wis 11, Cha
4.

Skills & Feats: Move Silently +5, Hide +5.
Treasure: Standard

Gorax

A distant relative of the ogre, the gorax makes its
ugly cousin look positively sophisticated. Dim-witted
and hostile, this creature makes its home in dank ]'wlcs,
venturing forth only to find prey. Gorax often use
crude tools to dig out their lairs, but for combat they
rely on their powerful claws. They do not speak, though
on Dccaﬂiﬂn one may l?rlow a Word or tWO O‘E Common.

The typical gorax collects shiny trinkets, just like a
crow or ferret. These treasures are always hidden some-

where in its lair, and may include valuable coins, gems
or even weapons. In the spring, male gorax will try to
court females by giving them these shiny objects, which
would be endearing if the creatures weren't so ugly and
hostile. A gorax who has lost his “shinies” (perllaps toa
tl'lieving adventurer) will wail and moan for several
hours—best to give him plenty of room while he
grieves!

Anyone who meets a gorax 1s advised to throw down
a handful of coins or other shiny objects and flee; if the
gorax fails a Will save of DC 8 the “shinies” will make
the beast lose interest in the visitor. Note that if com-
bat has begun, or if there are cubs nearby, this tactic is
totally useless and the gorax will fight until death.

Gifted beastmasters have been known to tame young
gorax and train them to use simple weapons, but they
are difficult creatures to handle. Only a few remain in
military service today, as they have an unfortunate ten-
dency to go berserk under pressure—there is a 5%
chance of the creature going mad with fear and pain
each time it takes damage while it is under 50% hp. A
berserk gorax will attack the closest ]iving targets.

Gorax: CR 2; Large Giant; HD 3d8+3; Init +2;
Spd 30 ft.; AC +13; Atk +4 melee (1d6+4, claws); AL
Usually NE; SV Fort +2, Ref -1, Will +0; Str 18, Dex
8, Con 14, Int 5, Wis 10, Cha 5.

Skills & Feats: Listen +2, Spot +2; Run.
Treasure: 100% chance of 1d4 gems

Pygmy Boar

These solitary animals have a well-earned reputation
for viciousness. They will attack a party of any size if
they feel even slightly threatened. Luckily, the boars
found in Widower's Wood are a lot smaller than their
cousins elsewhere in the Kingdom of Cygnar.

Pygmy Boar: CR ¥; Small animal; HD 1d8+1; Init
+1; Spcl 30 ft.; AC +12; Atk +2 melee (1&34—1, tusk
gore); SQ scent; AL N; SV Fort +2, Ref +0, will +0;
Str 12, Dex 11, Con 14, Int 2, Wis 10, Cha 6.

Skills & Feats: Listen +3, Move Silently +3, Hide
+3, Sput +2.

Treasure: None

Razorbat

While most bats are harmless eaters of fruit or
insects, the razorbat is a dangerous predator. Hunting
in packs of 3-8, these Llomli_hirsty flyers are capable of
Li"ing all but the largest prey. Vicious and fearless,
razorbats are hated and feared I:y all.
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A fully-grown razorbat has a four-foot wingspan.
The tips of the wings sport a cruel claw, and the elon-
gatecl tail ends in a sharp spike. Razorbats swarm their
prey, slashing with claws and stabbing with tails, until
the victim collapses. The attackers then land and feast
on the corpse. They are especially fond of barnyard ani-
mals such as cows and sheep, and a razorbat infestation
can quiclaly decimate a farm’s livestock. They can also
easi]y dispatch the farmer, should he be caught in the
open after dark! Often a barn full of razorbats is set
aflame, since it's safer than trying to destroy the colony.

Razorbats are notoriously ill tempered. They will kill
animals that tlmy have no intention of eating, appar-
ently for the sport of it. They are also fearless and will
reaclily attack all manner of humanoids, especially if
someone enters their roost.

Razorbats have poor eycsight, and use echolocation
to navigate. Like all bats they are totally at ease in the
dark. Interestingly, their tailspike is quite valuable — a
fletcher can use it to fashion a +1 non-magical arrow.

Razorbat: CR %; Small beast; HD 1d10; Init +3;
Spcl 10 J1—'|:., Ely 40 ft. {good); AC +14; Atk +2 melee
(144, tail slasi’:); SQ Blinc[sight; AL N; SV Fort +0,
Ref +2, Will 40; Str 10, Dex 15, Con 11, Int 2, Wis
11, Cha 10.

Skills & Feats: Hide +6, Spot +2.

Treasure: None

Swamp Gobber

Widower's Wood is home to an especial]y nasty
species of gob]inoicl, which the locals call swamp gob-
lsers. Li]ce au go]al:era, tl'ley prefer to avoitl a B{and—up
{igl'lt, but t}ley are known to ambush travelers on occa-
sion, especia“y in the winter when times are hard. A
swamp goHser ambush will almost a]ways lead off with
some sort of trap Eeing sprung. A }.)arrage of darts fol-
lows, and then the gobbers charge into battle with crude
bone daggers. High-ranking members of the tribe will

l'lave metal weapons.

Swamp gnhlmers will almost never attack a group of
more than ten opponents, unless they have overwhelm-
ing numbers. Their gnal in most cases is to surprise the
enemy and make off with food and other valual)les; tl'ley
will un]y fight to the death when tlley have no choice.
They live in small nomadic tribes of no more than 40
individuals—they can't afford to lose all their warriors
ina Bung]ecl attack.

Swamp go]al:oers have smooth, greasy s]zin, and can
cl'lange color like a chameleon. To make the most of
this al:ni]ity, t}u:y wear only ragged scraps of clctl’ling.
Fleet 0{ 1(001‘., l'}ley can a.]sn move si]ently tl‘u'ougll tlle
most treacherous swamp. As if that wasn't enough, they

can also manufacture primitive machinery and alchem-
ical concoctions with which to pru(luce a thick, white
smoke. They use these smoke bellows to create a thick
patch of “fog” to provide further cover for their attack.
Experienced characters can detect the subtle odor of
swamp gol:ul:mr smolzc wit}x an Knowleclge (local) ro“ of
DC 12. If a character makes the roll, they are not
caught flat-footed if an ambush hits.

There is one tribe of swamp go]:hers in the Wood
that trades with the humans living in the area. There is
a large, flat stone near the Hangman’s Tree where goods
are exchanged on occasion. The humans leave food or
tools on the rock; the next morning tl]ey will find 111911
quality skins left in exchange l:y the gol:l:ers. The gol:—
bers will not approac:}l the tracl.ing stone if there are any
humans in the area.

Swamp Gobber: CR ¥; Small humanoid (gobli-
noicl); HD 1d8; Init +2; Spd 30 ft.; AC +13; Atk +1
melee (1d4, dagger), +2 rangec[ (1d4, dart); AL N; SV
Fort +1, Ref +1, Will +0; Str 10, Dex 13, Con 13, Int
7, Wis 11, Cha 8.

Skills & Feats: Move Silently +3, Hide +3; Run.

Treasure: Standard

Swamp Shambler

It is said by some that anyone who dies in the Wood
and is left there unattended will rise again in seven days
as a Swamp Shambler. These undead will try to return
to their home and slay those who abandoned them.
Even worse, anyone tl-ley kill will rise as a swamp sham-
bler themselves in just 1d4 minutes.

Swamp folk claim to know how to make a talisman
that will prevent a Shambler from approacl‘ling.
Producing a talisman takes 2d4 &aya of gathering
materials, crafting, and curing. At the end of the time,
the DM makes a Craft (talismans) roll. The amount of
the roll is the DC of the Will save the Swamp Shambler
must make to approacl-l within 50 ft. of the talisman.
The protective abilities do not stack; only the strongest
talisman in an area will take effect.

Each Shambler may only try to approach a warded
area once. Shamblers with an especially strong revenge
motivation may get a bonus to their roll of up to +10.
For example, there is a swampie legencl. about a young
coup]e that sneaked into the Wood for a tryst. A gang
of bandits attacked the ccuple, and the cowardly lad
ned, leaving his fiancée to her fate. Fearing the worst,
he commissioned the finest talisman he could afford,
but to no avail. A week later the Shambler that his
bride-to-be had become killed him in his s]ecp.
Hearing the screams, the swampies burned the lad's

shack to the ground, with the Shambler and victim in

" @ "
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Swamp Shambler: CR 2; Medium-sized undead;
HD 3d 12; Init +0; Sptl 20 ['t‘; AC +1 3 Atk +2 melee
(1d6+1, claws); SA create spawn; SQ undead; AL N:
SV Fort +0, Ref +0, Will +0; Str 12, Dex 11, Con —,
Int 6, Wis 10, Cha 10.

Skills & Feats: Climb +4, Hide +3, Listen +2, Move
Silently +3, Hide +3, Spot +2; Blind-Fight.

Treasure: None

Swamp Squid

Swamp squi(ls are rare, and are only known to exist
in the area around Corvis. They look almost identical
to their sea—clwelling cousins, but they can grow up to
ten feet long«—not counting the tentacles. Like sea
squitls, tl‘u:y have two extra-long gripping tentacles,
with fat sucker pa&s on the end. These tentacles are
150% of the length of the body. The remaining eight
tentacles are the same ]engtl'l as the lmtly. All the ten-
tacles are lined with puwerFuI suction cups, which are
ringecl with sharp teeth. Swamp squids have excellent
camouﬂage al:ility, like octopi, and can instant]y

change color to match their surroundings.

The squid use their excellent camouflage to lie
unseen, waiting for prey to pass by. Young squid feed on
fish, as well as reptiles and insects that they find in the
water. As the creature gets bigger, it starts ]mnting Iarg—
er prey—rats, birds, deer and sometimes even livestock
that get too close to the water. Land dwellers that are
snared are dragged underwater and drowned, then con-
sumed.

When small, swamp aquids are a curiosity—ancl a
delicious one at that. Adults, however, can be very dan-
gerous. They will readily attack even human-sized crea-
tures that enter the water or linger near the water’s cclgc.

Swamp squids can discharge a cloud of black, irritat-
ing ink when threatened. They can do this three times
per day. The ink clouds the water and it will totally
obscure vision for four }Jocly ]engtlls all around the
creature. It also stings the eyes, and it will cause a
pena]ty of -4 Con for 3d6 minutes unless a Fort save
of DC 16 is made. Depending on the water currents,
the ink will persist for 1-20 minutes.

The ink glands are very valuable (up to 20gp), since
the ink has uses for sc}noiars, wizarcls, alchemists and
even chefs of exotic dishes. Swamp squids also have
2d6 bioluminescent nodules under their skin, which
can be sold for up to Sgp each to alchemists or wizards.
The nodules will glow faintly for 2d4 days after the
squi&'s death.

These creatures have a.clapted well to the swamp-

lands. They prefer to remain in larger lakes and rivers,
but tl‘ley are also found in stagnant swamp water poncls.
It is tl'loug]'lt by scholars that tl'ley can crawl across clry
land from one lm(ly of water to another, but no one has

witnessed this yet.

Swamp Squicl (aclult): CR %; Large beast; HD
2d10; Init +3; Spd Swim 30 ft; AC +12; Atk +2
me’ee (U, tentacle graln or ]cl4~, laite); SA improvecl
gra]:; AL N; SV Fort +0, Ref +2, Will +0; Str 16, Dex
13, Con 11, Int 1, Wis 10, Cha 6.

Skills & Feats: Hide +8, Move Silent]y +5.
Treasure: Ink glands (20 gp), glowing glands (5 gp)

Note: The squid cannot attempt a bite attack until it
has grappled a victim.

Thrall

The Thrall are a ]argc category of undead of varying
power. Thuy all have one t}u'ng in common—the way
tiley are created. To create a Thrall, a necromancer
needs to assemble the requirecl lnocly parts and enchant
’tluem, !aying glypl'ls of power on the old bones and rot-
ting skin. A simple skeleton guard will have only a few
of the most modest glyphs, while a necromancer s mas-
ter creation could be covered from head to toe in
arcane tattoos yielcling terrible powers. It is the glyp}:s
that determine the Thrall's characteristics; the lnocly
type is incidental. A “fresh” Thrall is no better than one
crafted from agcd bones.

There are families of g]yplm that determine the
Theall's inte“igenue, strcngil'l, combat skill, resistance
to turning and many other attributes. A skilled necro-
mancer can determine much of a Thrall's capabilities
just by seeing the runes laid on the old bones. New
glyphs spied on a vanquished foe can be examined and
possibly added to the necromancer’s own library.
Laying a g]yp]‘l on a Thrall is a prcncetlure akin to creat-
ing a magic item. It takes a great deal of time, and burns
some of the caster’s XP.

Despite the unusual method of their creation,
Thralls are still undead and are su]‘rim:t to the same
rules as any others. '|'I‘|c,v can be turned, rebuked or
con‘cra”ecl, as any other undeacj. Tl-nc- strm]gfh of t11e
runes laid on them determines how hard they are to
turn or dispel—not the shape of the body.

In this a:lvenluru, there are four basic types of
Thralls: risen, slaves, warriors and lieutenants. Note
that the stats rr-pmsc?rltenl here are 1ypic.‘.1|. but by no
means the final word. Another necromancer mig}'lt
wish to invest his slaves with more inte]]igenue or
speed, for example—thralls are as unique as the necro-
mancers who create them.
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Risen are the Simpleat poﬁsime Tllra“, and resemljle
zombies if the source materials are fresh, or skeletons if
the source is old. Tl'ley only climly perceive their sur-
rounclings, and are driven by all undeads’ hatred for the
}iving. Risen cannot understand orders or perl:nrm use-
ful work—all they can do is wander about in misery,
attaclcing the living when tl'ley encounter them. Skilled
necromancers have little use for such unsophisticated
servants.

Slaves are a step above the Risen. Near-mindless
automatons, slaves can be given simple verbal orders,
which they will follow without question. They are
almost tnta"y unaware of their surmunclings. and are
incapable of discriminating between other beings.

Warriors are basic combat troops. They are slow-wit-
ted, but still far brainier than the slaves. They can eas-
ily perceive their surrmmclings, form simple p]ans and
work togetlﬂer to execute them. Warriors communicate
f:l'lmug}x l'lissing, teeth claclzing and slow gestures. Few
of the ]iving understand the speech of the Thralls.

Lieutenants are the smartest and strongest type of
Thrall seen in this adventure. Simply put, they are war-
riors with more hit dice and iutelligenue. Ti“m_v spealc
the language of the Thralls, and most of them can
Croale out d {EW phra&ea i.fl. CUIIIII’IDI’I as Well

Note that no Thrall can be reasoned with or bar-
gainecl with. Tlley will follow their creator’s directions
to the letter, even if it means their own destruction.

Thrall (Risen): CR %; Medium-size undead; HD
+d12; Init +2; Spd 30 ft; AC +12; Atk +1 melee
(1(14, I'Jih.‘); SQ untlcatl; AL NE; SV Fort +0, Ref +2,
Will +2; Str 10, Dex 10, Con —, Int 2, Wis 10, Cha 4.

Skills & Feats: Listen +3, Spot +3.

Treasure: None

Behavior: Risen will attack the closest living I:l'ling
until they are destroyed.

Thrall (Slave}: CR 'l': Medium-size uncleacl; HD
¥d12; Init N/A; Spd 20 ft.; AC +12; Atk N/A; SQ
undead; AL N; SV Fort +0, Ref +0, Will +2; Str 10,
Dex 10, Con —, Int —, Wis 10, Cha 4.

Skills & Feats: None.
Treasurlz.' ND“E

Behavior: Slaves will follow the orders of their
maker—simple tasks such as, “place all these bones in
that wagon.” T}lcy are totaliy incapablc of combat,
communication or iu&gment.

Thrall (Warrior): CR ‘i‘; Medium-size uncl.ea.(.l; HD
1d1 2; Imit +1; Sp& 30 Ft.; AC +12 (+2 natural, armor
may also be worn); Atk +1 melee (various simple
weapons); SO undead, +2 turn resistance; AL LE; 8V

Fort +0, Ref +1, Will +2; Str 10, Dex 12, Con —, Int
6, Wis 10, Cha 6.

Skills & Feats: Climb +5, Hide +4, Listen +3, Move
Silently +5, Spot +3.

Treasure: None

Behavior: Thrall Warriors will follow the commands
of their creator. These creatures are capal:le of simple
problem solving, judgment, communication and team-
work. A group of Thrall Warriors are usua”y found
with a Thrall Lieutenant.

Thrall (Lieutenant): CR 1; Medium-size unclead;
HD 2d12; Init +2; Spd 30 ft.; AC +12 (+2 natural,
armor may also be worn); Atk +2 melee (various simple
weapons, +1 clamage from Str); SQ uncleacl, +2 turn
resistance; AL LE; SV Fort +0, Ref +1, Will +2; Str
12, Dex 12, Con —, Int 9, Wis 10, Cha 8.

Skills & Feats: Climb +6, Hide +6, Listen +3, Move
Silently +6, Search +3, Spot +3, Use Rope +4.
Treasure.' Nonl:

Behavior: Thrall Lieutenants are relatively intelli-
gent, and can follow compicx directions from their cre-
ator. Tl’le}r are UEUB.]]}' gi\«'ﬁl‘l Command D{ a nurn]:ver 0{

Thrall Warriors.
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Corvis is a remarkable city, full of scoundrels, heroes
and everything in between. In this appendix DMs will
find all they need to make Corvis come alive for their
players. First will be revealed attributes for some gener-
ic NPCs—so DMs have some numbers at hand when
needed. Next will be detailed some of the notable NPCs
in the city, and any remarkable attributes, possessions
or other features they may have.

Generic NPC Foundations

When the p]ayers throw down with ‘tl'mgs at the
waterfront, or get swindled Ly a merchant, it's impor-
tant for the DM to have NPC stats at hand. NPCs
come in two varieties: Green and Experienced. These
correspond roughly to levels 1 and 3. Higher-level
NPCs are of course possible, but they should only be
used in plot-driven encounters.

The attributes given for these generic NPCs are
average values. DMs can and should tweak the scores to
keep the players on their toes. All NPCs attributes are
given as if tl-ley are human—make sure to add the
appropriate modifiers if you use another race.

Thug

Spencl enough time in the bad parts of town and
you'll meet a thug or three sooner or later! Thugs can be
treated as Figl-lters for all purposes except Class
Abilities and Feats, which they lack unless otherwise
stated. Almost all the Tl-mgs in Corvis are human
males.

Thug (Green): Ftr1; CR 1; Medium-sized humanoid
(l‘mman]; I'I‘P 5; Init 4+0; Spcl 30 ‘f't.; AC 12 (Ieai‘l’ner];
Atk +1 melee (1d4/19-20/2x dagger, or 1d6/2x
club), +1 ranged (1d2/2x, dagger); AL NE; SV Fort
+2 Ref +0 Will +0; Str 12, Dex 11, Con 11, Int 9, Wis
9, Cha 10.

Skills & Feats: Climb +1, Swim +3, Intimidate +3;

Armor Prt:n(iciency {Ligllt), Simple Weapon

Proficiency.

Thug (Experienced): Ftr3; CR 3; Medium-sized
humanoid (}mman); l'1p 15; Init +0; Spcl 30 ft; AC 12
(]eather); Atk +3 melee {1Cl4ﬂ”9-20f2x c].agger, or
1d6/2x club), +3 ranged (1d2/2x, dagger); AL NE; SV
Fort +3 Ref +1 Will +1; Str 12, Dex 11, Con 11, Int
9, Wis 9, Cha 10.

Skills & Feats: Climb +2, Swim +3, Intimidate +4,
Blu“ +2_. Know]edge (Underworld) +1; Armor
Proficiency (Light), Simple Weapon Proficiency.

Rogue
Not surprisingly, the tl’n’iving underworld of Corvie
has produced legions of rogues. Refer to PH46 for the

details on this class.

Rogue (Green): Rogl; CR 1; Medium-sized
humanoid (human); l'lp 5; Init +0; Spcl 30 ft.; AC 14
(leatller); Atk +0 melee [1&4!‘19—20)"2:& c[agger, or
1d6/2x clu}J), +2 ranged (1&2;"21{, &agger); ALNE; SV
Fort +0 Ref +4 Will +0; Str 10, Dex 14, Con 11, Int
11, Wis 11, Cha 10.

Special Attacks: Sneak attack +1d6

Skills & Feats (Burglar archetype): Appraise +3,
Balance +2, Climb +3, Disable Device +2, Escape
Artist +1, Gather Information +2, Hide +3, Innuendo
+1, Jump +2, Listen +2, Move ‘Si]entiy +3, Open Lock
+4, Search +2, Spot +2, Swim +1, Tumble +2, Use
Rope +1; Alertness.

Skills & Feats (Cutpurse archetype): Appraise +3,
Bluff +2, Climb +1, Disguise +3, Escape Artist +2,
Gather Information +2, Hide +3, Innuendo +1,
Intimidate +3, Listen +2, Move Silent]y +3, Open
Lock +2, Perform +1, Pick Pocket +4, Spot +2;
Do:lge.

Rogue (Experiencec].]: Rog3; CR 3; Medium-sized
humanoid (human); hp 11; Init 4+0; Spd 30 ft.; AC 14
(leather); Atk +2 melee (1d4/19-20/2x dagger, or
1d6/2x club), +4 rangecl (1d2/2x, clagger); AL NE; SV
Fort +1 Ref +5 Will +1; Str 10, Dex 14, Con 11, Int
11, Wis 11, Cha 10.

Speciaf Attacks: Sneak attack +2d6.

Skills & Feats (Burglar archetype): Appraise +5,
Balance +4, Climb +5, Disable Device +5, Escape
Artist +2, Gather Information +3, Hide +5, Innuendo
+1, Jump +2, Listen +2, Move Si]ent]y +4, Open Lock
+5, Searc}l +2, Spot +2, Swim +1, Tumble +3, Use
Rope +1; Alertness, Lightning Reflexes, Uncanny
Dodge.
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Skills & Feats (Cu!purse amhetype): Appraise +3,
Bluff +2, Climb +1, Disguise +3, Escape Artist +2,
Gather Information +2, Hide +3, Innuendo +1,
Intimidate +3, Listen +2, Move Silently +3, Open
Lock +2, Perform +1, Pick Pocket +4, Spot +2;
Ambidexterity, Dodge, Uncanny Dodge.

Merchant

The vast majority of merchants have never lifted a
"blade in their life, unless it is to appraise it.
Consequently, their combat abilities are pathetic and
their “level” only has an effect on their skills. Merchant
skills increase at (4 + Int mocligier)flevel.

Merchant (Green): CR i’; Medium-sized humanoid
(l‘mman); l‘lp 3; Init +0; SPCI 30 {t; AC 10 Atk +0
melee (1d4/19-20/2x dagger); AL various; SV Fort
+0 Ref +0 Will +0; Str 10, Dex 10, Con 10, Int 12,
Wis 12, Cha 13.

Skills & Feats: Appraise +3, Bluff +1, Craft +1
(various), Diplomacy +1, Forgery +1, Gather
Information +2, Innuendo +1, Intimidate +1,

Knowleclge (pro&uct line) +3, Profession (merchant)
+2. No Feats.

Merchant (Experiencetl): CR i'_: Medium-sized
humanoid (human); 1'1p 7; Init +0; Spd 30 f.; AC 10
Atk +0 melee (1d4/19-20/2x dagger); AL various;
SV Fort +0 Ref +0 Will +0; Str 10, Dex 10, Con 10,
Int 13, Wis 12, Cha 13.

Skills & Feats: Appraise +4, Bluff +1, Craft +1
(various), Diplomacy +1, Forgery +1, Gather
Information +3, Innuendo +1, Intimidate +1,

Knowledge (product line) +4, Profession (merchant)
+3. No Feats.

Watchman

The city Watch is composed of capable, well-trained
fighters. For the most part they can be treated as fight-
ers from the Player's Handbook. Being lawmen, the
Watch will always try to subdue an opponent if possible.
Watchmen do have some special abilities—when work-
ing in a group of two or more they can subdue oppo-
nents more easily. They all also have the Improved
Disarm feat, for which tlwy do not need the Int prereq-
uisite.

Watchman (Green): Ftrl; CR1; Medium-sized
humanoid (human); hp 8; Init +0; Spd 30 ft.; AC 14
(stucldecl leather + small ﬁlﬁelcl}; Atk +2 melee (1 d6+1
subdual/2x sap, 1d6+1/2x club, 1d8+1/19-20/2x
]ongsworcl]; AL LN; SV Fort +3 Ref +0 Will +0; Str
12, Dex 11, Con 12, Int 10, Wis 10, Cha 10.

Skills & Feats: Climh +1, Handle Animal +1,
Knowledge (Law) +2, Ride +2, Swim +2; Combat

Reflexes, Group Subdual, Improved Disarm, Improved
Initiative.

Watchman (Experienced): Ftr3; CR3; Medium-
sized humanoid (human); hp 20; Init +0; Spd 30 ft.;
AC 15 (chain shirt + small shield); Atk +2 melee
(1d641  subdual/2x  sap, 1d6+1/2x club,
1d8+1f19—201’2x longsword); AL LN; SA Group
Sul:clua]; SV Fort +3 Ref +0 will +0; Str 12, Dex 11,
Con 12, Int 10, Wis 10, Cha 10.

Skills & Feats: Climb +2, Handle Animal +1, Jump
+1, Know}edge (Law) +3, Ride +2, Swim +3; Combat
Reflexes, Group Subdual, Improved Disarm, Improved
Initiative, Quick Draw.

New Feat: Group Subdual [Genezall

You are more easily able to subdue an enemy when
working with other trained combatants.

Prerequisites: Base attack bonus +1.

Benefit: If two or more combatants with Group
Subdual are attacking the same target and inflicting
on]y subdual damage, each attacker gets one extra
attack each round.
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Dramatis

Magistrate Borloch sits
on the city council and is
second -.mly to the Mayor
in power. He is a thor-
m_tg]\]y evil man. He
blackmailed the Corvis
Coven into doing his evil
l-miclc;ing, so that his per-
sonal would
increase by their labors.
When the Coven had
outlived its usefulness to him, he had them executed.
Borloch was himself manipu]atecl into this ]:)y Vahn
Oberen, who had his own reasons for wanting the

Coven dead by his own hand.

Ulfass Borloch, male Rog 6: CR6; Size M (5 ft., 5 in. tall): HD
6&6, hp 28 (Toughness x2): Init +3 (+3 Dex); Sp& 30 &.; AC 156
(43 Dex, +2 leather +1); Atk dagger +4 (+4 Base), +7 ranged (+4
Base, +3 Dex); Damage dagger 1d4; SV Fort +2 (+2 Base), Ref +8
(+56 Base, +3 Dex), Will +3 (+2 Base, +1 Wis); AL NE; Str 10 (+0),
Dex 16 (+3), Con 11 (+0), Int 14 (+2), Wis 12 (+1), Cha & (-1).

Spnc:'quﬁacp’u: Sneak attack +3d6.

Lungudgcs Spﬂ&ﬂ e Com mon

Skills &' Feats: Appraise +9 (+7 Rank, +2 Int), Bluff +8 (+9
Rank, -1 Cha), Decipher Script +5 (+3 Rank, +2 Int), Diplomacy
+8 (+9 Rank, -1 Cha), Forgery +8 (+6 rank, +2 Int), Gather
Information +8 (+9 Rank, -1 Cha), Innuendo +7 (+8 Rank, -1
Cha), Intimidate +& (+9 Rank, -1 Cha), Kncwlcc'g-:- (local) +6 (+4
Rank, +2 Int), Listen +4 (+3 Rank, +1 Wis), Move Silently +5 (+2
Rank, +3 Dex), Profession (Barrister) +5 (+3 Rank, +2 Int), Ride
+4 (+1 Rank, +3 Dex), Sense Motive +6 (+5 Rank, +1 Wis), Spot
43 (+2 Rank, +1 Wis); Dodge, Lcnrlership, Tmugl-mena x2.

Possessions: As a powcrfui and carrupt pu]itician, Borloch has a
great deal of wealth. He can alsa get his fat hands on magic items.

power
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Ciannor, Alexia

Seventeen-year-old
Alexia is Father Dumas’
niece. Her mother, the
Father's wife's sister, was
the leader of the Corvis
Coven, and was executed
a decade ago with the
rest of the witches.
Alexia inherited her
magical abilities and has
become a power'[ul sor-
ceress. In !cact, she is a prncligy, 1‘1avin€ 10th level kill
at a young age. She is motivated |:|y a desire for
revenge—revenge on Borloch, who orchestrated the
trial, and revenge on Corvis, which she considers a
wicked city. The first part of her plan is stealing the
blade Witchfire. In Part 11 she will use it to complete
the restoration of the coven, anc] then she wiu turn 11&1‘
attention to the evil magistrate Borloch.

During The Longest N.-'gfrf, Alexia unquestionaljiy
does some evil tl'lings. She is focused on two l]xings at
the moment: revenge and restoring her mother to life.
These ideals do cloud her juclgement and lead her to
abhorrent acts, but Alexia is nof an evil person at heart.
Misguided, certainly—but she will evolve over the
course of the W, l'fr;l)[;re Triﬂ?gyA

Alexia Ciannaor, female human Sorl0: CR 10; Size M (5 r-t.,
7 in. f:a”};. i}p 31; f"vp:i 30 fl.; AC 104 Atk Ja,‘_.!ger +5 (+5 Base),
Slmﬂ” piﬁl:(i] +5 {+5 H.‘.IHL‘},‘ namage 11}4 Llagger, 2(.14 umall piﬁtn];
SV Fort +4 (+3 nabe, +1 (‘llll], Re[ +3 (+3 Bdse_l, W’i]] +8 ('i'?
Base, +1 Wis); AL N; Str 9 (-1), Dex 10 (+0), Con 12 (+1), Int
14 (+2), Wis 12 (+1), Cha 17 (+3).
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S&-fﬁs & Feats: A}L'IIUI'II_V +8 {+b RdnL‘, +2 lul.}, Concentration
+12 (+11 Ranl.:, +1 le], Udllu:r ||1{:'rnndtiml +5 (+2 Ranl.c, +3
C]m], Knuwledge (dICdlld] +12 (+IU RdllL, +2 lnt:l, Ricle +85 {+5
Rank), Sery +3 (+1 Rank, +2 Int), Spelleraft +12 (+10 Rank, +2
Int), Swim +4 (+5 rank, -1 Str), Wilderness Lore +2 (+1 Rank, +1
Wis). Combat Castiug, Craft Wondrous Item, Maximize Spe“, still
Spell, Silent Spell.

Sorcerer Spm'?s Known (6/7/7/7/5/3); Ollﬂ—Dmlcing Lfgl’lfsr
Detect Magic, Detect Poison, Ghost Sound, Light, Mage Hand,
Mending, Ray of Frost, Read Magic. 1st—Charm Person, Color Spray,
Magic Missile, Mount, Shield. 2nd— Blindness/Deafness, Invisibility,

nock, Leomund's Trap. 3rd— Blink, F{u, I.!Q;rfllr'ng Bolt. 4th—
Arcane Euye, Po.{u??mrp!l Other. Sth—Animate Dead. Alexia also
knows more powerful necromantic spells, some of her own design,
some learned from ancient texts—for examplc, the spe“s that ani-
mate her Thralls. Her necromantic skill is proc{igious. but the
lengthy rituals she has learned are useless in combat. In a pinch, she
will onl_\r be able to rely on the spe”s listed above.

Possessions: Aside from her spellbooks and a few gp worth of
coins, Alexia has very little,




Dumas, Pandor

The Father is High
Prelate of Corvis and a
pi”ar of the community.
Father Pantlor Dumas'
shame is that his wife's
own sister was executed
as a witch a decade ago.

With his wife now dead

as well, father Dumas

cares for his niece Alexia

lny himself.

Though he is a man of only 40-some summers his
hair is completely gray and his features are craggy. He
may look older than his years, but he is still tougl'l when
needed. The community likes and respects the Father,
who has an excellent reputation in Corvis, Norma"y
Fﬂtl’ler Dumas Cal“ries no weapons or armaor., ]{ l]e n(‘.'ﬁ"(ls
to do combat he will fetch his large steel shield +1,
heavy mace +1 and splint mail +1, for AC 20.

Father Pandor Dumas, male human Cle6: CR 6; Size M (5 ft.,
9 in. tall); HD 6d8+6; I"np 33; Spc{ 30 ft.; AC 10 or 20 with armor;
Atk 11eavy mace +5 melee (+4 Base, +1 heavy mace +1); Damage
]'le.wy mace 1d842; SV Fort +6 (+5 Base, +1 Con), Ref +2 (+2
Base), Will +8 (+5 Base, +3 Wis); AL LG; Str 12 (+1), Dex 11
(+0), Con 13 (+1), Int 12 (+1), Wis 16 (+3), Cha 15 (+3).

Languages Spoken: Common.

Skills & Feats: Concentration +5 (+4 Rank, +1 Con),
Diplomacy +4 (+1 Rank, +3 Cha), Heal +6 (+3 Rank, +3 Wis),
Knowiecige (Arcana) +4 (+3 Rank, +1 Int), Knowledge (Local) +4
(+3 Rank, +1 Int), Secry +3 (+2 Rank, +1 Int), Spellcra& +5 (+4
Rank, +1 Int). Combat Casting, Extra Turning x2, Spell

Penetration.
Cleric Domains: Good, Hea]ing

Cleric Spells Known (6/5+1/4+1/3+1/1+1): Oth— Detect Magic,
Guidance, Light, Manding, Read Magic, Virtue. 1st—Comprehend
Languages, Detect Evil, Entropic Shield, Protection from Evil, Remove
Fear, Sancfu-zry. 2nd Aia’, Consecrate, Enthrall, Hold FPerson, Zone o}(
Truth, 3rd— Cure Serious Wounds, Dispel Magic, Prayer, Water Walk,
4th— Holy Smite, Restoration.

Possessions: Father Dumas' only items of note are his shield +1,
heavy mace +1 and splint mail +1. He has few worldly possessions
and he does not a]waya wear his armor.

Helstrom, Julian

Captain Helstrom is a
respected officer in the
Watch, and his name is
well L:ncwn among mer-
chants and
alike. Many years ago

criminals

Helstrom was a colunc}
in the King's army, but
Raelthorne the Elder's

cruelty and dishonor-

able actions forced
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Helstrom to retire in protest. During the Captain’s mil-
itary career he had many adventurcs, perhaps the most
famous of which is the Talon Company incident.

After a year of wandering throughout Cygnar,
Helstrom joined the Watch in Corvis, beginning his

career anew.

The Captain is extremely loyal to the new King, and
he is actually an agent of Raelthorne the Younger,
though no one in Corvis is aware of this. Helstrom’s
loyalty will be put to the test in Part II of the Witchfire
Trr'.’ogy, Shadow of the Exile.

Captain Julian Helstrom, male human Ftz8: CR 8; Size M (5
ft., 7 in. tall); HD &4 10+8; llp 52; Spd 20 ft.; AC 17 (+2 Dex, +5
breastplate); Attack longsword +12/+7 (+8 Base, +3 Str, +1 mas-
terwork weapon) melee, or military pistol +11/+6 (+8 Base, +2
Dex) ranged; Damage longsword 1d8+4, military pistol 2d6; SV
Fort +7 (+6 Base, +1 Con), Ref +5 (+3 Base, +2 Dex), Will +5
(+3 Base, +2 Wis); AL LN; Str 16 (+3), Dex 14 (+2), Con 13
(+1), Int 12 (+1), Wis 13 (+2), Cha 15 (+3).
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Skills and Feats: Climb +8 (+2 Rank, +3 Str), Concentration +5
(+4 Rank, +1 Con), Forgery +5 (+5 Rank), Handle animal +9 (+9
Rank), Hide +2 (+2 Dex), Listen +2 (+2 Wis), Move silently +2
(+2 Dex), Open lock +4 (+2 Rank, +2 Dex), Spot +2 (+2 Wis),
Swim +4 (+1 Rank, +3 Str), Wilderness lore +5 (+3 Rank, +2
Wis); Blind-fight, Combat Reflexes, Dodge, Endurance, Improved
Critical (Iu ngswnrd], Impruvecl Disarm, Leacler.li\ip, Power AH:aulz,
Weapon Focus (longsword).

Possessions: Captain  Helstrom possesses a masterwork
longsword, which he carried as an army officer. He still uses his
Cygnar military armor and pistol as well. All of his gear is kept in
purfect condition. The Captain also has a few thousand §p worth of
gems and coins from his adventures sl)lit hetween his home and the
Banlz o{ Cygnar.

Visit privateerpress.com for more information on how the
Captain's pistn' works—there's a free PDF file on the Downloads
page, aln_mg with other goodies like a printable map of Corvis,

Oberen, Vahn

This powerful wizard is
the individual ultimate-
ly responsible for the
execution of the Corvis
Coven. He foresaw the

rise of the Coven
through ancient
prophecies, and manip-
ulated Magistrate

Borloch into blackmail-
ing and arresting them.
Ultimately, Oberen himself was the witches’ execution-
er. His magic blade, Witchfire, transferred part of the
power of each covener into him.

Oberen used to be known as Dexer Sirac, head of
Vinter Raelthorne's fear Inquisition. Few outside his
trusted ex-Inquisitors know his real identity.

4.4 )
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Vahn Olacrcn, male human Wizl12:CR 12; Size M (5 ft, 9 in.
tall); HD 12d4+24; hp 49; Spd 30 ft; AC 14 (+2 Dex, ring of
protection +2); Atk clagg:r +9/+4 (+6 Base, dagger +3) melee, or
&ngger +11/+6 {+6 Base, +2 Dex, +1 daggﬂ +3) r.mged; Damaﬂe
dagge: 1d4+3; SV Fort +6 (+4 Base, +2 Con), Rel +6 (+4 Base,
+2 Da'x}, will +10 (+8 BaBe, +2 Wis]; AL NE; Str 11 (+0), Dex
15 (+2), Con 14 (+2), Int 18 (+4), Wis 14 (+2), Cha 13 (+1).

Languages Spoken: Common, and a few others that would shat-

ter your mind if he spo]:e even a sing]e word in your ear...

Skills and Feats: A]chemy +8 (+4 Ranla, +4 Int), Concentration
+9 (+7 Rank, +2 Con), Gather information +16 (+15 Rank, +1
Cha), Hide +7 (+5 Rank, +2 Dex), Knnw]edge (arcana) +17 (+13
Rank, +4 Int), Know]cclgc (local) +14 (+10 Rank, +4 Int), Listen
+3 (+1 Rank, +2 Wis), Move si]enily +2 (+2 Dex), Sery +18 (+14
Rank, +4 Int), Spe“cta'& +13 (+9 Rank, +4 Int), Spot +2 (+2
Wis); Combat Casting, Extend Spell, Forge Ring, Maximize Spell,
Scribe Scro]] Silent Spe]] Spe“ Mastery {C]xange Self, Charm
Person, Dupe] Magic), Spe]] Penetration, Still Spe“.

Wizard Spells Known (4/5/5/5/4/3/2): 0th—Arcane Mark,
Dancing Lig‘ds, Daze, Detect Magic, Detect Foison, Disrupt Undead,
Flare, Ghost Sound, Lfght, Mage Hand, Mena’ing, Open/Close,
waﬁdigr‘faﬁaﬂ, Ray a)r Frost, Read Magic, Resistance. 1st—Animate
Rope, Cimnge Sm'?: Charm Person, Chill Touch, Feather Fall, Identify,
Shield, Shocking Grasp, Silent Image. 2nd— Knock, Leomund’s Trap,
Levitate, Mirror Image, See fnm'sr'bn';ity. 3rcl—Dr'spef Magic, Fireball,
Fly, Haste, Protection from Elements, Slow. 4th—Charm Monster,
Dimension Door, Fire Shield, Improved Invisibility, Polymorph Self,
Rainbow Pattern, S Monster IV. 5th— Animate Dead, Cloudkill,
Dominate Person, Hold Monster, N ig‘xfmara, Wall of Force, Wall of Iron,
Wall of Stone. 6th— Chain Lightning, Flesh to Stone, Summon Monster
VI

Possessions: Oberen carries a clagger +3 of mysterious origin.

The weapon sheds ]ig]ﬂ: at his command, and it may have other abil-
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ities as well. He also has a ring of protection +2. Should he ever need
money, he has access to a great deal of it, alnng with exotic magic
items and hired muscle. Don't mess around with the Head
[ngquisitor, even if he's retired and Lli[]irlg from the King’s justice!

Wadock, Gunner

Gunner has been wurlaing the Fellig—Corvis trade
route for over a year. He's a tougla but fair taskmaster
when the PCs work for him in the beginning of this
scenario. Later on, the PCs may want to hire liirn, or
ask him to come along on their adventures.

Gunner knows a lot about Corvis, and he can be a
valuable a.”y. He's also a convenient way for a DM to
beef up a party that's under strengt]z.

Gunner Wadock, male human Ferl: CR 1; Size M (6 f., 3in.
tall); HD 1410+1; hp 10; Init +5 (+1 Dex, +4 Improved initia-
tive); Spd 30 ft; AC 14 (+3 studded leather, +1 Dex); Attack
longsword +2 (+1 Base, +1 Str), or +2 (+1 Base, +1 Dex) ranged;
Damage longsword 1d8+1; SV Fort +3 (+2 Base, +1 Con), Ref +1
{(+0 Base, +1 Dex), Will +0 (+0 Base); AL LN; Str 13 (+1), Dex
12 (+1), Con 13 (+1), Int 12 (+1), Wis 11 (+0), Cha 10 (+0).

Languages Spoken: Common.

Skills and feats: Climb +5 (+4 Rank, +1 Str), Knmvlege (local)
+5 (+4 Rank, +1 Int), Diplomacy +1 (+1 Rank), Forgery +2 (+1
Rank, +1 Int), Hide +1 (+1 Dex), Jump +5 (+4 Rank, +1 Str),
Listen +0, Move silently +1 (+1 Dex), Spot +0; Combat reflexes,
Impr(wer.{ initiative, Tougl-mess.

Possessions: Gunner has his weapon, armor, and a few hundred
gp in coins and gems.
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