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Introduction 
This adventure is expanded from the 

outline on the Dragon Warriors Wiki by 

Damian May, which itself is a 

remodelled version of a Runequest 

Adventure by Peter Maranci, “Lost 

Child”.  In some cases, I have 

reintroduced some elements of the 

original adventure back in.  However, 

the gist of the adventure is 

unchanged and most of the updates 

regard the game mechanics (statistic 

profiles of the people and creatures 

encountered and some suggested 

difficulties for the various tests).  I have 

also added a bit more flesh to the 

village of Aobh and some of its key 

inhabitants. 

As with all of my adventures, the 

mechanics have been adapted to 

suit the custom version of the Dragon 

Warriors rules with which I play, so 

some adjustment will need to be 

made to stat profiles, skills difficulties, 

and so on to play with canon rules. 

Group Tests 

Note that, in some places within the 

adventure, the party is asked to make 

a test as a group, rather than 

individually.  These tests follow the 

rules for working together: the 

character with the highest score in the 

ability to be tested leads the activity 

with additional contributing 

characters modifying the lead 

character’s ability as follows: 

• If a supporting character has the 

same ability score as the lead 

character, the lead character’s 

ability is modified by +2. 

• Any additional characters 

supporting the lead character 

(including any other characters 

with the same value in the ability) 

modify the lead character’s ability 

by a further +1 each. 

Example 

A party of four characters need 

to test Perception as a group.  

They all have the same ability 

score and they nominate one 

player to lead the test.  That 

player tests their Perception, 

adding +2 for the first character 

assisting them, because they 

have the same Perception score 

as the lead character, and a 

further +2 for being supported by 

two additional characters.  Even 

though those additional two 

characters have the same 

Perception score as the lead 

character, they each only 

contribute a further +1 bonus 

because the lead character has 

already received a +2 bonus for 

this test from one of the other 

characters in the group. 

http://dragonwarriors.wikifoundry.com/page/Mountain+of+the+Gods.
http://dragonwarriors.wikifoundry.com/page/Mountain+of+the+Gods.
https://runequest.org/lost.htm
https://runequest.org/lost.htm
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GM’s 
Overview 
A child runs off into the mountains, 

dreaming of adventure.  The PCs go in 

search of the child and eventually find 

him injured in the care of a group of 

friendly treasure hunters, who the PCs 

may join on their quest for the 

mysterious artefact – an ancient 

device of unknown power.  This quest 

takes them deeper into the mountains 

to a forgotten valley where they find a 

deep cave, the final resting place of 

the Artefact. 

Two Quests in Three Parts 

The adventure can be considered to 

be two quests – one to save the boy 

and the second to find the artefact – 

broken  across three chapters: 

1) The PCs arrive in the village of 

Aobh to hear of the child’s 

disappearance. 

2) The PCs will follow the child’s trail 

through nearby wooded foothills 

into to the Pagan Mountains, 

where they will encounter the 

injured boy and a band of friendly 

treasure hunters. 

3) The treasure hunters will lead the 

PCs through the mountains 

towards the Valley of the Gods 

and the ruined temple in which the 

Artefact is hidden. 

What if the PCs Do Nothing? 

If the PCs do not visit Aobh or choose 

not to look for the boy (or are unable 

to find him), the boy is lost.  Whilst he 

will still be found by Harlan, Lora, and 

Grond, they will not return him to the 

village – instead they are bound to 

their quest for the Artefact and will not 

deviate from it.  The boy’s premature 

demise will simply be another bleak 

tragedy woven into Legend’s tapestry 

of woe. 

As for Harlan, Lora, and Grond, their 

cycle will repeat, always ending in 

their deaths. 

Aobh 
The village of Aobh (pronounced “EE-

yo-vey”) is small, nondescript, and 

remote, and can be placed 

anywhere through which the PCs are 

passing near to the Pagan Mountains.  

There is a shrine to the Archangel 

Enoch set into the stones of the well in 

the centre of the village as the only 

token presence of the True Faith, but 

the village mostly respects the Old 

Ways.  The stone of the well and the 

shrine is made from granite with clear 

veins of quartz (some of which are 

tinged green from exposure to 

copper).  The workmanship is 

excellent, and the strength of the 

stone makes it difficult to assess its age 

from the amount of weathering. 

Aobh’s industry is based around 

copper mining and both black 
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copper1 and refined copper2 are 

traded, along with small pieces of 

crude beryl3 jewellery.  Its remote 

location, however, makes transport 

expensive and dangerous, so despite 

the abundance of natural resources, 

it remains a mostly forgotten village.  

The hillsides are perfect for raising 

sheep and most of the arable crops 

are root vegetables and rye.  The only 

notable distinction this village boasts is 

a fox-breeder, who breeds foxes for 

their fur. 

The population of this village is a little 

under a hundred, distributed between 

farmhouses, a cluster of buildings near 

the mine, and a second cluster of 

buildings near the well.  There is no 

church, no inn, and no markets, 

although a pedlar does pass through 

Aobh every few days with trinkets, 

some foods, and basic utensils to 

trade.  The nearest church is a little 

over an hour’s walk away in Lendle, 

although few make the journey for 

sermons.  Every Haligsdae, Father 

Maukolum visits Aobh and conducts 

services at the shrine to Archangel 

Enoch. 

Archangel Enoch 

A shrine to Enoch in his guise as an 

archangel is unusual, as the True Faith 

no longer considers Enoch one of the 

seven archangels4 “who stand in the 

 
1 Smelted ore – approximately 90% copper. 
2 The local hills are covered in pine trees – 

perfect greenwood for poling the copper, 

although the mines produce far more than 

the villagers can pole themselves, hence 

trading both refined and black copper. 

glorious presence of the True God, 

ready to serve him.”  Whilst religious 

texts are notoriously vague, the Book 

of Enoch is particularly so and is now 

considered apocryphal (but not 

blasphemous).  The Book of Enoch 

was rejected from the canon over two 

centuries ago and that any shrines 

stand to the Archangel Enoch after all 

this time is itself a wonder.   

At the heart of the controversy of 

Enoch’s status within the True Faith is 

that it is written that he is the father of 

the Nephilim, itself a disputed term 

that could refer to fallen angels, 

heroes imbued with the True God’s 

might, or the Giants: the mortal and 

godless enemies of Man. 

The truth is that Enoch was originally 

portrayed as a “giant amongst 

angels” which was later corrupted to 

refer to his status as the patron of 

giants and, later, their father.  The term 

“Nephilim” was later ascribed to the 

giant races as the only explanation for 

their stature (as bastard offspring of 

mortals and angels), and so Enoch’s 

status was tarnished by his association 

with the giants. 

The Mine 

The mine is mostly just a broad open 

pit, although a few short tunnels do 

extend into the hillsides.  Some 

3 The quartz in the granite turns lustrous green 

when tainted with copper. 
4 Michael, Gabriel, Raphael, Uriel, Camael, 

Jophiel, and Zadkiel.   Jeremiel is another 

apocryphal archangel that might crop up 

somewhere… 
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attempt at a road has been made to 

help the carts transport the copper 

back to the village, but it has been 

laid with little skill and is mostly 

unfinished. 

Eight families live around the mine, the 

men all working the mine or smithing 

the metal, a couple of the women 

help with the smelting and others tend 

the smallholding of animals, weaving, 

and other tasks that must be 

performed around the mine.  There 

are only 2 children here, both 

belonging to one family.  Like Bran, 

they are forbidden from going up to 

the mine.  Another woman, Kyna, 

makes jewellery from the copper and 

beryl that is mined. 

The Well 

The well is fed by an underground river 

that passes through the mountains.  

The well is deep, nearly 55’, but a long 

strong rope is attached to a large 

wooden bucket and a winch. 

Whilst not obvious from the top, the 

bottom of the well opens out into 

large natural cavern with a second 

tunnel leading from it.  The 

underground river is deep but not 

particularly fast-flowing. 

This narrow, winding, slippery tunnel 

slopes gently upwards on uneven 

stones worn smooth by water, 

although the tunnel will not be 

flooded outside the spring floods, 

which happen in early Oster. 

The passage twists and turns for about 

100’ before opening out into a 

chamber, the rear half of which has 

been tightly sealed with what appears 

to be a wooden wall and a large 

knight stands afore it.  

As you wend your way through the 

tight passageway, your light reflects of 

the steel plates of an armoured knight 

ahead.  At first, you think it is just an 

empty suit hung afore a wooden wall 

but as you approach closer, its grip 

shifts around the hilt of its two-handed 

sword balanced tip-first in front of it 

and the bowed, helm-clad head tilts 

up to face directly at you.  It makes no 

overtly threatening move and just 

stands there in readiness. 

As you approach closer, the 

passageway widens and the knight 

speaks, “I am Edvard, First Knight of 

Enoch, and it is my privilege to guard 

forever this portal to the Realm of 

Nephilim.  None may pass.”  Its voice 

is deep, calm, and measured. 

The knight stands nearly 7 feet tall and 

gleaming steel clads every inch of the 

knight’s body.  

The knight will be almost impossible to 

defeat in combat – it wears +3 

magical plate armour, wields a +3 

two-handed sword, has the combat 

skills of a 12th-rank knight with a 

Strength and Reflexes of 18, and 4 

ranks of combat mastery in each of 

plate armour and two-handed 

swords.  Neither the sword nor his 

armour count against his Magical 
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Defence score – they are holy, not 

blasphemous. 

The knight is immortal, but not 

undead, so is not affected by 

anything that would affect undead, 

nor is the knight blasphemous, so 

cannot be banished.  

Conversation with the knight will be 

slow and frustrating – he will not reveal 

his full name for fear that 

“blasphemers would use it to bind him 

with sorcery,” nor will he discuss the 

Realm of Nephilim he guards, “for 

knowledge of that place will be your 

undoing,” or the Knights of Enoch, “let 

them rest, for their work is done.” 

The Knights of Enoch 

The Knights of Enoch were an order 

true to the original scriptures of Enoch 

and fought in his name against the 

Gregori5, eventually imprisoning them 

in the Realm of Nephilim. 

Whilst the knight will not speak of the 

Order, some records may remain at 

the Abbey, should the characters wish 

to investigate further – and the Relics 

of Enoch are rumoured to be powerful 

holy artefacts, which might tempt 

characters into locating one. 

Realm of the Nephilim 

Behind the wooden wall, the 

chamber opens out to a high-

ceilinged cave with a large black 

stone archway filled with a 

coruscating curtain of dark energy – 

 
5 The Gregori are fallen angels who bred with 

mortal women to create the giants. 

the portal to the Realm of Nephilim, 

the prison of the Grigori.  Wards have 

been carved into the floor to prevent 

the portal transporting anyone or 

anything through it, although these 

could easily be destroyed from this 

side of the portal.  The runes look as 

fresh and deep as the day they were 

first cut into the stone. 

Releasing the Grigori effectively ends 

the campaign (or takes it very much 

in a different direction – an army of 

fallen angels loose in Legend!)  The 

intent is not that the characters ever 

get beyond the wall, and certainly not 

through the portal, but to provide 

another mysterious encounter to spark 

the players’ interest and maybe 

shape a new direction for the GM’s 

campaign. 

Notable 
Village NPCs 
As with any village, the majority of the 

folk the characters will encounter in 

Aobh will be farmers, millers, foresters, 

and miners – there are few tradesmen 

in the village but anyone may be 

willing to share their story of life in the 

village and the surrounding areas if 

the characters take an interest. 

• Alvilda, the Fox Breeder 

• Artur, the Blacksmith 

• Bran, the Missing Boy 



Mountain of the Gods, a Dragon Warriors Adventure 

Page 7 

• Donar, Bran’s best friend 

• Hacun, the Guide 

• Mairead, the Weeping Widow 

• Mark, the Headman 

• Maukolum, the Priest 

• Artur, the Blacksmith 

• Glenden, the Pedlar 

• Kyna, the Jeweller 

Alvilda, the Fox Breeder 

 

Alvilda’s pens are on the outskirts of 

the village to the east and are not 

immediately visible when 

approaching the village from the 

south.  Alvilda breeds white and red 

foxes native to the nearby mountains 

to slaughter for their furs.  The meat is 

uninspiring but has seen her through 

the occasional lean winter.  Hacun 

used to court Alvilda in his youth and, 

as part of their courtship, he caught 

and gifted to her two breeding pairs 

of foxes, which started her business. 

Artur, the Blacksmith 

 

Artur is Mark’s brother but did not 

inherit the same intelligence from their 

parents as Mark.  However, what he 

lacks in grey matter, he more than 

makes up for in muscle and his skill with 

metal.   

Given the relative abundance of 

copper compared to iron, he typically 

works copper into the iron and steel 

with which he works, which adds a 

silvery-bronze hue to the tools and 

weapons he makes. 
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Bran, the Missing Boy 

A young adventuresome lad that has 

taken the romantic notion of 

adventuring to heart.  Since the death 

of his father a couple of years ago, the 

other villagers, out of sympathy for the 

boy’s loss, have indulged Bran’s 

fantasies and let them grow 

unchecked in his imagination for too 

long. 

During the storm, Bran felt the 

mountains “calling” to him and he left 

as soon as the rains started to ease 

Donar, Bran’s Best Friend 

With a little searching the party finds 

Bran's best friend, Donar: a ten-year-

old with straight brown hair, a thin 

face, and a solemn demeanour.  He 

tells his story readily: Bran had told him 

of his plan to search for adventure in 

the mountains, but Donar refused to 

join him.  Bran was going to leave soon 

after sundown last night, and that is all 

that he knows.  Donar did not tell 

anyone because Bran was always 

talking like this and he never actually 

left, especially with the weather so 

bad last night, so he did not think he 

was going to do it this time.  Donar is 

remorseful and hopes that Bran is not 

in too much trouble.   

Glenden, the Pedlar 

 

Glenden is a travelling pedlar that 

plies his trade between the villages in 

the area.  He turns up every few days, 

his visits typically no more than a 

couple of weeks apart to trade simple 

goods and luxuries for whatever the 

village has by way of surplus. 

He is well known to the residents of 

Aobh but he never visits Aobh on a 

day that Father Maukolum is visiting, 

nor any other settlement that 

Maukolum may be visiting. 

Glenden has a particular fondness for 

Kyna and proudly wears one of her 

copper brooches on his cloak. 
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Hacun, the Guide 

 

Hacun is Aobh’s most experienced 

guide.  He is a taciturn fellow that 

answers most questions with a 

dismissive grunt or as few words as 

possible.   

If asked to do so, he will accompany 

the PCs into the mountains, although 

will make it sound grudging, even 

though he is happy to help find Bran.  

Hacun has a way of turning any 

positive into a negative – for example, 

if the PCs try to be positive by saying 

the rain makes Bran’s tracks clearer, 

Hacun will likely counter by saying the 

rain makes the mountains more 

dangerous (in fact, Hacun will 

probably say pretty much everything 

makes the mountains more 

dangerous). 

Kyna, the Jeweller 

 

Kyna is not well-liked within Aobh, 

mostly by the womenfolk of the village 

who mistrust her with their men.  Kyna 

is young, beautiful, and flirtatious (and 

it likely to flirt with any male PC with a 

Presence of 12 or higher).  Due to the 

isolation she feels, Kyna is a little lonely 

and will welcome the company of the 

PCs. 

Kyna has a moderate level of skill with 

copper, having a small workshop near 

the mine in which the smelts her 

copper, shapes her jewellery and 

cuts, carves, and polishes beryl, many 

examples of which she will have for 

sale (going so far as to suggesting 

mystical properties of her stones in the 

hopes of fetching a higher price for 

her wares). 
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Mairead, the Weeping Widow 

 

Being in her mid-forties, Mairead is 

quite old to have a son that is only 11 

years old.  And, now that Torald, her 

husband, is dead, Bran is everything to 

her.  In other times, Mairead is a quiet, 

unassuming woman comfortable with 

the life she has.  She is the village’s 

main midwife 

Torald, Mairead’s Husband 

Mairead’s husband died a couple of 

years ago whilst out hunting with 

Hacun and Mark.  Torald was an 

inveterate explorer and regularly filled 

his son’s head with romantic notions of 

exploration and adventure.  

Mark, the Headman 

 

Mark has the look of a man with the 

world on his shoulders and the 

strength to bear them, but this can 

make him come across as severe, 

serious, and curt, whereas he is 

actually honest, intelligent, and 

shrewd.  He trusts himself to make 

good decisions and is outwardly 

confident, but is haunted by his 

mistakes and, since Torold’s death, 

has become much less warm towards 

the villagers, who he now feels he 

cannot afford to have strong personal 

relationships with if he is going to lead 

them. 

Mark owns a large cart, which he uses 

to trade the surplus from the mine.  It 

has unusually wide wheels that help it 

to travel over the difficult terrain, an 

invention of which he is inordinately 

proud. 
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If the PCs speak to Mark, he will only 

know that Mairead’s child was liked 

well enough but seemed to be prone 

to daydreaming as often as not.   

If asked about Torold, Mark knew him 

well, and it was while they were out 

hunting together that they were 

attacked by a bear.  Between them, 

they drove the beast away, but 

Torold’s wounds were grievous and he 

did not survive the return to the 

village6.  Mark will stress the dangers of 

the mountains, not just its beasts, but 

the very stones themselves can be 

dangerous.   

If the PCs make it known to Mark that 

they plan to go into the mountains 

looking for Bran, he will recommend 

they speak to Hacun – he is the best 

guide in the village. 

 
6 There is not intended to be anything cynical 

about this, but for GMs looking to introduce 

more intrigue into the goings-on at Aobh, 

Maukolum, the Priest 

 

Maukolum is honoured by his position 

as the local priest and takes his duties 

seriously. 

Maukolum has embraced the local 

traditions around the veneration of 

Enoch as an archangel and regularly 

includes the warnings of Enoch in his 

sermons, which typically focus on 

knowing one’s place, not 

overreaching, not being greedy, and 

so on.  Maukolum is aware that Enoch 

is no longer considered to be an 

archangel by the True Faith, but also 

anticipates a time when Enoch will 

once again stand in the glorious 

presence of God.  Maukolum sees 

himself as the shepherd dutifully 

watching over this small, and possibly 

stirring a simmering conflict between Mark 

and Torald could be a good place to start. 
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only, flock that recognises Enoch as 

an Archangel.  A reminder, almost, to 

God and to Enoch, that not all Men 

have lost faith in Enoch. 

For anyone interested in Enoch, 

Maukolum will share one of his copies 

of the Book of Enoch with them and 

happily spend an evening drinking 

sherry and debating theology. 

The church boasts a relic in the form of 

a feather fallen from Enoch’s wings7 - 

another reason Maukolum is keen to 

promote Enoch as an archangel is 

that the status of his church is directly 

linked to the status of Enoch within the 

True Faith. 

Visiting 
Lendle 
The characters may choose to visit 

Lendle, either to speak to Maukolum, 

to visit the markets, or for some other 

reason.  Lendle itself is a non-descript 

small town of no more than 400 

people, although there will be the 

usual trappings of hospitality and 

comfort, should the characters be 

looking for that – markets, an inn, a 

church, and so on.   

 
7 cynics may think it is just a large swan’s 

feather but even the mere suggestion or hint 

Lendle is only a little over a mile from 

Aobh but, given the difficult terrain 

between the two settlements, is still 

nearly an hour’s walk away. 

Sir Teobald, Lord of Lendle 

 

The local lord, Sir Teobald lives in a 

fortified manor a couple of miles from 

Lendle and may be approached, 

should that be necessary – he is a 

kindly, generous, and fair lord, who will 

likely grant even low-born characters 

an audience.  In this backwater, any 

change of pace is a welcome 

distraction for him. 

that they think that will lose anyone any 

favour they may enjoy with Father Maukolum. 
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Part 1: The Boy 
It is early morning and the PCs awaken 

from their camp – heavy rains in the 

night soaked through their tents, 

leaving the PCs wet, cold, and 

miserable when the grey morning 

greets them.  Should the GM wish to 

thicken the misery, single out a PC to 

have received a fresh bruise in the 

night from having slept heavily on a 

stone, wincing as they rise from their 

tent as the bruised muscle painfully 

unknots from their uncomfortable 

sleep. 

Any elementers in the party may have 

their suspicions that the storm was in 

some way unnatural, but there will be 

nothing on which they can pin that 

feeling. 

Heavy clouds blanket the sky, 

presaging more rains to come.  

Preparing a small breakfast, one of 

the PCs sees smoke rising from within a 

valley beyond the next rise.  Should 

the PCs investigate, the smoke is rising 

from the chimneys of a small cluster of 

buildings nestled in a small valley in 

the foothills – this is Aobh. 

If they travel to Aobh, they will find it to 

be quite dilapidated and 

unremarkable, although even these 

tumbledown houses promise the 

prospect of a warm hearth by which 

to rest awhile, perhaps even the 

prospect of hot broth, too. 

You make your way along the mud-

choked path to the village, but 

you’ve barely stepped more than two 

paces towards the nearest home 

when a middle-aged woman runs up 

to you, asking frantically “Have you 

seen him?  Have you seen my son?”  

She looks wild and desperate, silent 

pleas written across her anguished 

expression as she fixes you with eyes 

brimming with tears she hopes you’ll 

confirm she’ll not need to shed. 

The Weeping 
Widow 
If the PCs listen to her story, Mairead 

will introduce herself and explain that 

her son, Bran, ran off in the night and 

has yet to return.  She fears the worst 

and is desperate to know if the PCs 

saw any sign of him on the road they 

have just travelled.  She will be 

crestfallen when they say they have 

not (assuming they do, of course – 

might the PCs lie and tell her they 

have seen her son?) 

If the PCs show any inclination 

towards helping her (or, rather, unless 

they overtly indicate that they will 

not), Mairead will go on to explain 

that her young son had become 

enamoured of tales of adventure and 
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she believes he has run off to try and 

find such – if he has not followed the 

road, he must have head into the 

mountains.  At this, she will begin to 

sob – the mountains are dangerous, 

especially without a guide.  Mairead 

will quickly try to control her sobs, take 

off the only ring she wears and press it 

into the hands of whichever PC she 

thinks is most sympathetic to her plight 

– forcing them to accept the ring8 in 

the hopes of binding them to agree to 

help find her son. 

Ignoring the Widow 

The PCs may choose to ignore the 

widow, especially if they have their 

own reasons for being in Aobh (or, 

at least, the area) – they may 

reason that her son will return in his 

own time or that this search will be 

a fruitless waste of time.  But this 

need not be the end of the 

adventure.  The Artefact is a 

powerful device that could 

generate pyrotechnics visible for 

miles around – perhaps the unusual 

weather from the night before 

intensifies, threatening the lives and 

livelihoods of the villagers: sheep 

might panic and attempt to flee, 

the mine may be damaged by a 

landslide, etc.  The PCs could ignore 

this, too, of course, and then the 

adventure probably would be over.  

  

 
8 The ring is a thin band of rose gold with a 

missing stone.  It will register faintly magical, as 

it was once a Ring of Red Ruin but has long 

GMs looking for a bleaker Dragon 

Warriors experience may choose 

the Artefact’s antics to cause the 

eventual destruction of Aobh and 

the death of its inhabitants – how 

might the PCs react were they to 

later learn that their inaction was 

responsible for those deaths? 

Why now? 

Mairead will explain that her husband, 

Torold, used to fill Bran’s head with 

stories and songs of adventure – most 

were untrue, but it was enough to fill a 

small boy’s head with the idea of 

becoming a great adventurer.  As a 

present for his eleventh birthday, 

Glenden gave him a wooden sword.  

Mairead now fears that this toy has 

only emboldened Bran to find 

adventure. 

If asked about her husband, she will 

say that he died two years ago, killed 

by an animal whilst out hunting in the 

mountains. 

About Bran, she will say that he is only 

about five feet tall and of slight build, 

with sandy hair and green eyes.  He is 

bright and brave but does not realise 

how dangerous the mountains can 

be, especially without a guide. 

ago lost its last charge.  If the stone can be 

found (Kyna has it), a sorcerer of rank 5 or 

higher could remake it and recharge it. 
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Mairead’s Residence 

Unless the PCs make their excuses and 

leave Mairead to her woe, she will 

lead the PCs to her house at the edge 

of the village.  It is small, but clean and 

neat.  Bran's room is in the back of the 

house; the shutters of the window are 

slightly ajar.  The bed is slightly 

rumpled, but not slept in.   

Mairead will fuss around the PCs as 

they investigate the room, trying to 

tidy as they go.  She will tell them that 

several things are missing: Bran's small 

knife, his wooden sword, his brown 

trousers, blue tunic, a water-skin, and 

enough food for two or three days.   

Investigating the back of the house, 

fresh small footprints can be found in 

the wet mud leading from the window 

off to the north and west. 

Asking Around 
Before heading off to follow the 

tracks, the party may question the 

other inhabitants of the village.  Most 

have nothing to add to the 

information that Mairead has 

supplied.  None saw Bran leave the 

house, nor do they have any idea 

where he is.  At most, they volunteer 

that he is a quiet boy, helpful, polite, 

and well-mannered.  The PCs may 

also learn that he used to hang 

around a lot with another boy, slightly 

younger than him, Donar. 

Leaving the 
Village 
With or without a guide, Bran’s tracks 

are easy to follow through the foothills 

towards the mountains – his footprints 

clear in the thick mud. 

The party may still make a Track 

attempt against a difficulty of 18 to 

see what additional information they 

might learn from the tracks. 

Margin Information 

Failed 

The party may follow Bran’s 

tracks but discern no 

additional information. 

0 

Bran is moving quickly – 

half jogging and half 

walking.  He is (or was) 

moving faster than the 

party, who are slowed by 

having to follow the trail. 

2 

The trail is about 9 hours old 

(plus however long the PCs 

spent in the village before 

heading out) 

4 

Whilst Bran’s trail 

meanders, it seems be 

heading consistently 

towards the highest local 

peak. 

 

As the ground gets stonier, the PCs (or 

Hacun, if they have him with them) will 

need to test Tracking again to 

continue to be able to follow the trail.  

The difficulty for this is now 19. 
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As they follow Bran’s trail, the PCs will 

build up a picture of a whimsical 

explorer – moving quickly, not 

necessarily in a straight line, exploring 

nooks, thickets, and gullies, but these 

distractions do not help the PCs, as 

they cannot be certain where Bran 

might have been diverted next so 

cannot hustle along in a direction in 

the hope of picking up Bran’s trail 

again further along.  It is painstaking 

and frustrating, and the trail gets 

colder, the longer they are following it. 

If the PCs lose the trail, they could, 

perhaps, just stumble on the clearing 

as it starts to get dark or allow the 

adventure to end here.  Otherwise, 

have the Artefact light up the 

mountainside to reveal a clue or a 

landmark to which the PCs may wish 

to head.  Lastly, consider throwing in a 

random encounter with an over-sized 

animal – a large aggressive boar, for 

example.  Nothing too challenging, 

but something to suggest to the PCs 

that all is not right.  Alternatively, the 

animal could be a large stag, which 

leads the characters to the clearing. 

The First Night 

As night draws near, the party comes 

upon a small clearing.  A successful 

Perception test (unmodified – but this 

is made as a group test with the other 

characters supporting, not one test 

per character) turns up scraps of food 

that clearly shows that someone has 

rested here recently, perhaps as 

recently as 8-10 hours ago (plus 

however long the PCs dallied in the 

village before leaving). 

The clearing also makes a good place 

for the PCs to rest for the night – there 

seems little sense in continuing in the 

dark. 

During the night (during a random 

character’s watch, assuming they 

leave one, otherwise the night passes 

without incident), a successful 

Perception test (again, unmodified) 

makes the character aware of rustling 

in bushes at the edge of the clearing.  

Unseen, but big enough to disturb the 

undergrowth, this might put the 

character on edge – they may even 

think it could be the boy and call out.  

It is actually just a large badger that 

has come to investigate some of the 

food scraps – it is easily scared off and 

will not fight. 

Into the Mountains 

The next day, the tracks lead into the 

mountains proper – the going is harder 

and slower, and the path is less 

noticeable. 

To pace out the day, consider adding 

a random encounter from those 

suggested in Appendix A (or, perhaps, 

something similar) or, if the party seem 

a little confident, perhaps a combat 

encounter with another over-sized 

and aggressive wild animal.   

It is approaching mid-day and you 

have found climbing through this 

pine-tree-clad mountainside hard 

going, especially as Bran’s haphazard 
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path seems to follow the steepest and 

most difficult routes.  Ahead, you see 

a sight that makes your heart lighten – 

sunlight spilling into a clearing ahead 

– perhaps this marks easier ground 

ahead? 

As the PCs approach the clearing, 

they may make individual Perception 

tests (unmodified).  Anyone 

succeeding starts to notice an 

unpleasant animal-like and coppery 

odour. 

Entering the clearing, the reason for 

the odour become obvious. 

You are greeted by a scene of 

incredible carnage.  Blood is splashed 

everywhere, painting the ground and 

nearby trees with the remains of two 

great bears, the dismembered 

carcasses of which dominate this 

clearing.  Whimpering near the 

corpses is a bear cub. 

The party may test Perception 

(unmodified) as a group to piece 

together what might have happened, 

the margin by which they succeed 

indicating what they learn: 

Margin Information 

Failed 
The bears have been 

dead for 4-6 hours. 

0 

The bears were killed with a 

large slashing weapon – 

maybe a sword or, more 

likely, a 2H sword. 

Margin Information 

1 

A broken wooden 

shortsword is found at the 

edge of the clearing.  If the 

sword is examined more 

closely, there are gouges 

near the break that match 

the bears’ claws. 

2 

One of the bears was cut 

nearly in half with a single 

blow and has several other 

sword wounds.  Several of 

these wounds would have 

required greater-than-

normal-human strength to 

inflict. 

3 

A torn piece of oily cloth is 

near a log.  The cloth smells 

faintly of cheese. 

4 

Other injuries on the bears 

include an odd-looking 

long and narrow crushed 

area along its ribs and its 

skull seems to have been 

crushed in by a large 

object from above. 

5 

The bears’ claws are 

blooded and, caught 

underneath one of the 

bear’s foreclaws is a small 

bit of blue cloth. 

8 

An old silver coin is half 

buried in the clearing.  The 

coin is very worn but it is not 

any coinage the party has 

ever seen. 

 

In total, the search will take about an 

hour. 
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The Bear Cub 

What might the PCs do with the 

bear cub – kill it; feed it; befriend 

it; trap it; drive it away; or ignore 

it?  An appropriate rank in the 

Animal Handling (Bear) skill 

would be required to know how 

to care for the cub but it could 

be trapped by someone suitably 

skilled in hunting or possessing a 

net. 

Hacun will only know that a cub 

this young will be unlikely to 

survive without its parents and 

the kindest thing to do would be 

to put it out of its misery. 

If the PCs spend too long 

deciding how to deal with the 

bear cub, Hacun will remind 

them of Bran’s plight and 

encourage them to move on. 

If they check for tracks, what they 

learn is, again, dependent on the 

amount by which they succeed a 

group Intelligence test against a 

difficulty of 16: 

Margin Information 

Failed 

The boy’s tracks do not 

leave the clearing and 

everything else is too much 

of a mess to discern. 

0 

A set of tracks (not the 

boy’s) lead north from the 

clearing. 

Margin Information 

1 

A large area of bent grass 

indicates a large and 

heavy object was placed 

there awhile. 

2 

At least 3 (but no more 

than 5) booted people 

entered the clearing from 

the north and one set of 

tracks has been made by 

something definitely larger 

than a normal human – the 

depth of the impression 

indicates they are 

unusually heavy, too. 

3 

The large set of tracks is less 

depressed leading away 

from the clearing, as if 

whatever made them was 

significantly lighter than 

when they entered. 

4 

There are 3 distinct sets of 

tracks, in addition to the 

boy’s. 

5 

The second set of tracks is 

quite light and spaced 

close together. 

8 

The third set of tracks 

made a leap of about 12 

feet. 

 

Losing the Path 

If the players lose the path, it could 

either be adventure over and they 

must return to the village empty-

handed, or the GM could run a 

random encounter in the mountains 

(an apeman, mountain cat, wild 

boar, or other aggressive creature 

appropriate to the PCs’ rank) before 

setting them back on the path.  If the 
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fight is not going well, it could be at 

this point that the strangers from the 

ledge hear the fight and intervene to 

rescue them. 

The Strangers’ 
Camp 
Following the trail northwards, it leads 

the party higher into the Pagan 

Mountains.  The path goes up in 

hairpin curves; trees become sparse 

but, occasionally, there is a sudden 

stand of pines in a hollow in the 

mountainside.  After two hours of 

travel the party is about half-way up 

the nearest peak.  The path ahead 

takes a sharp turn to the left, following 

the curve of the mountain.  To the 

right, there is a steep drop of more 

than 300 feet.  Far below, a boulder-

strewn river is all that awaits a 

character that should stumble and 

fall. 

Whilst there is not much choice about 

where to go, testing Perception 

successfully (unmodified) may 

encourage the party to proceed 

further up the path – for they can now 

hear running water and smell smoke.  

The sound of water indicates more 

than a trickle, but not a major 

waterfall and the smell of smoke is 

tinged with the scent of cooking 

meat. 

Around the corner is a large flat hollow 

in the mountainside at least 150 feet 

wide and 100 feet deep.  A large light-

blue tent has been pitched here, held 

up with golden ropes, and a small 

waterfall cascades into a pool against 

the cliffside and gurgles away in a 

stream farther ahead along the 

ledge.  A small cluster of pines grows 

on the north side of the clearing, 

basking in the bright but chilly sun. 

 

Smoke is rising from outside the 

entrance to the tent, which is hidden 

from view when coming up the path.  

If the party heads towards the tent, 

they will see a huge ugly man tending 

a fire – some rabbits and a kettle hang 

from a spit across the fire.  The party 

will also be able to see the pool more 

clearly – there is someone bathing in 

it, but the party cannot make out 

details at this distance. 

The party will not be able to see a 

stretcher in the tent or a third member 

of the group tending to the injured 

boy on that stretcher. 
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If one or more PCs attempt to sneak 

around the tent (and the large man 

tending his fire) to investigate the 

pool, they will see a woman bathing, 

an empty suit of armour on a rock, a 

longsword, and a large shield.  

If the party sneak into the tent (by 

cutting the canvas from the rear, 

perhaps), they will see a small boy, 

seemingly unconscious, lying on a 

stretcher, and a small middle-aged 

man tending to him.  The tent is no 

gloomier inside than outside, although 

anyone entering may not notice this 

immediately. 

The three strangers are a party of 

travellers recreating a journey Harlan’s 

ancestor made many generations 

ago. 

Lord Harlan Ettimore 

 

Harlan is a minor noble with a holding 

just outside Ongus and is an 

accomplished sorcerer.  He looks the 

part: gnarled and a bit stooped.  He 

recognizes the danger of peasant 

prejudices against sorcery, so tends to 

wear nondescript clothes and 

performs little actual magic in the 

presence of strangers. 

Harlan is on a quest – an ancient book 

that he found in his ancestral mansion 

told of the travels of one of his 

ancestors, Urtock Ettimore, who found 

a great treasure in the Pagan 

Mountains: a mysterious object called 

only the Artefact, which may have 

also been sacred to the local gods, 

described by his ancestor as “The Two 

Gods”.  Urtock was slain shortly after 

finding the treasure, but his squire 

brought a copy of his diary home to 

Ongus.  According to the diary, Urtock 

and the Artefact were buried 

"beneath the Tooth of the Gods".  

Other details in the diary allowed 

Harlan to narrow the area down to 

within a day's travel of this campsite.  

Harlan has the diary, written in an 

ancient Algandish language, and will 

happily discuss his quest with the PCs if 

he gets an opportunity to do so.  If 

asked any questions he does not want 

to answer (or cannot answer), he will 

just say that he has been unable to 

translate that section of the diary. 
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9 Statistics are provided for the strangers, not 

out of an expectation that the PCs will attack 

them but because such things have other 

uses – a guest player might wish to play one 

of these NPCs and support the PCs in combat 

Dame Lora Ettimore 

 

Dame Lora is Harlan’s niece and a 

knight in her own right.  She is 

extremely competent in her field and, 

though most of her combat 

experience has been in disguise as a 

male, she has been given the title of 

Dame after her defence from bandits 

of one of the High King’s cousins whilst 

on a trip to the country.  Slim, blonde, 

and quite attractive; she is extremely 

loyal to her uncle. 

She believes recovering the Artefact 

will be a boon to their family’s fortunes 

or the GM may wish to use these NPCs as pre-

generated characters in a future gaming 

session in which the PCs repeat the Ettimores’ 

original adventure! 

HARLAN ETTIMORE (Age 42) 9 

Profn Sorcerer Rank 5 

STR 9 ATT 15 M ATT 21 

REF 14 DEF 7 M DEF 11 

INT 17 Perceptn 13 Stealth 5 

PT 11 Guile 18 Convn 4 

PRES 8 Evasion 3 Move 30 
 

MP 20 Current  

HP 11 Current  

Weapons 
Superior* Staff (d6, 3) 

Superior* Dagger (d4, 3) 

Armour None AF 0 

M
A

G
IC

 I
TE

M
S
 Orb of Moonlight 

A rod set with a large, softly 

glowing pearl that acts as a 

permanent Moonglow spell. 

Ring of Negation (2 charges) 

Potion of Replenishment (rank 5) 

N
o

te
s 

Harlan carries a pouch containing 

100 F and 17 small jewels worth a 

total of 220 F. 

Harlan is fluent in Elleslandic, Visic, 

Algandish, and High Cabbandari. 

Spell Mastery (Conjure Servant) – 

Rank 2 – Hourly 2d8 SER 

Spell Mastery (Moonglow) – Rank 1 

–  additional 10’ radius 

Spell Mastery (Warding) – Rank 1 – 

+1 Defence 

* Adjustments for weapon quality is 

included in ability profile, above. 
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but is here as much to protect Harlan 

as to retrieve the Artefact. 

LORA ETTIMORE (Age 32) 

Profn Knight Rank 4 

STR 14 ATT 21 M ATT - 

REF 11* DEF 14* M DEF 8 

INT 16 Perceptn 12 Stealth 0* 

PT 10 Guile 17 Convn 6 

PRES 16 Evasion 2 Move 30 
 

HP 16 Current  

Weapons Superior* Sword (2d6, 5) 

Armour Plate & Shield AF 6 

N
o

te
s 

Shield +2 (+4 Defence)* 

Superior Plate (-2 Reflexes, -6 

Stealth)*  

Combat Mastery (Sword) – Rank 3* 

Combat Mastery (Plate) – Rank 2* 

Lora wears a thin gold ring set with 

a single pure-white pearl. 

* Adjustments for weapons, armour, and 

skills are included in ability profile, above. 

 

Grond 

 

As a child, Grond was captured by 

cultists loyal to Magus Tor and used as 

a victim for experimentation.  He was 

rescued by Harlan many years ago 

whilst Harlan was in Krarth learning 

Cabbandari and was caught in a raid 

near the Rathurbosk.  Whilst Harlan 

was only incidental in defeating the 

slavers, he was able to free Grond.  

Consequently, Grond became 

Harlan’s deeply loyal servant.  Grond 

is not able to speak but can grunt if 

necessary and understands 

Mercanian, Low Cabbandari, and 

Elleslandic.  He is not particularly 

violent by nature but will fight to 

protect Harlan, Lora, or himself.  He will 

also fight if Harlan orders him to.  

GROND (Age 34) 

Profn Armsman Rank 2 

STR 18 ATT 19* M ATT - 

REF 10* DEF 4* M DEF 4 

INT 7 Perceptn 12 Stealth 0* 

PT 15 Guile 11 Convn 1 

PRES 5 Evasion 3 Move 30 
 

HP 17 Current  

Weapons Superior* 2H Sword (2d6+1, 7) 

Armour Heavy Chain AF 4 

N
o

te
s Chain (-2 Reflexes, -4 Stealth)*  

Combat Mastery (2H Sword) – 

 Rank 2*  

* Adjustments for weapons, armour, and 

skills are included in ability profile, above. 

 

Their Story 

Harlan heard bears roaring and the 

boy's screams when they were 

searching the lowlands for the valley.  

When they arrived on the scene, the 
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bears had already mauled the boy 

badly.  After the group slew the bears, 

Harlan tended to the boy as best he 

could.  Unfortunately, his injuries were 

so severe that the boy remains in a 

serious condition.  They carried the 

boy to their camp for safety.  Harlan 

has no objection if the party wants to 

take the boy away and he should be 

able to travel in the morning.  In the 

meantime, the party is welcome to 

camp on the mountain shelf.   

Whilst with the group, Harlan will 

approach the party about helping 

him with his search.  He only has a 

small amount of money left but his 

ancestor’s diary references (albeit 

vaguely) treasures buried alongside 

the Artefact to which the party would 

be welcome – Harlan’s interest is solely 

in the Artefact. 

The Real Story 

Harlan, Lora, and Grond are ghosts, 

although are not aware of this.  About 

eighty years ago, they attempted the 

quest that they described to the PCs 

but failed.  Every so often, the Artefact 

reforms their spirits, cursed to attempt 

their quest again, but doomed to fail 

every time.  Harlan, Lora, and Grond 

have no memory of their previous 

attempts, nor any knowledge of their 

deaths.  However, their memories will 

be of eighty years ago, so astute 

questioning by the PCs may reveal 

something amiss. 

The unnatural storm a couple of nights 

ago was related to their spirits’ release 

(either from, or caused by, the 

Artefact). 

Home Time? 
The party now faces a decision: they 

may choose to take Bran back to the 

village and stay there; in which case, 

the adventure is over.  The widow 

thanks the party fervently and gives 

any promised reward to the group.   

The PCs could return to the strangers’ 

camp after returning the boy.  The 

round trip would take about 2 days as 

they are able to travel more swiftly 

now they do not have to search for 

Bran’s tracks.  If Harcun is with the PCs, 

he will offer to return with the boy to 

the village, should the PCs wish to 

remain with this new group to pursue 

this new quest without delay. 

Whatever they decide, as the day 

closes over the clearing, the setting 

sun throws a red glow on the 

surrounding mountaintops.  Those who 

successfully test Perception note an 

odd-looking formation on the top of a 

nearby peak: the peak is thin and 

pointed, but the tip looks flat.  Those 

who make the test by 4 or more notice 

that the sun shines through an oddly 

regular series of breaks surrounding 

the mountaintop.  

At this point, the adventurers will likely 

rest for the night and is a good place 

for them to have some dreams that 

may prophesise (or confuse) future 

events and symbols – see Appendix B. 
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Part 2: The Artefact 
Assuming the party decides to help 

the strangers, they must approach the 

peak. 

The odd-looking mountain peak can 

only be approached from the south 

and, eventually, the strangers will steer 

them towards it.  It is up to the PCs to 

decide how much they want to let the 

NPCs lead the expedition and up to 

the GM to choose whether to have 

the group just arrive at the peak, or 

throw in some additional encounters 

en route.  Whilst combat encounters 

can be whatever the GM decides is 

appropriate for the characters’ rank 

and the terrain, some ideas for non-

combat encounters are provided in 

the Appendix.   

In the play-through with my 

adventuring group, to provide a few 

more clues and texture to the 

adventure, they encountered: 

• an oversized hornbeam tree; 

• a large primate skeleton 

(inanimate); 

• a carved obelisk in a sheltered 

nook; and 

• a choice of paths. 

The Hornbeam 

The gnarled roots of a giant 

hornbeam tree stretch across the 

path and cling to the cliff face.  A 

large nest can be seen in the tangled 

boughs above. 

The tree can be climbed, although 

the nest is supported by a tangle of 

thin branches that overhang the 

mountainside and the tree has few 

low branches (typical of hornbeams).  

The climb has a difficulty of 18.  The first 

climb test will be to scale the trunk, 

failure on which will only result in a 10’ 

fall.  However, the branches within 

which the nest is built hangs over the 

edge of the cliff.  Whilst the climb is 

now easier – a difficulty of only 16 – 

failure indicates a character will fall to 

their death. 

Any character successfully reaching 

the nest will notice that it is long 

abandoned, although a delicate 

silver chain – maybe part of a 

necklace, the rest of which cannot be 

seen here – has been woven into the 

nest.  The chain is worth about 10 

florins. 

The Eight-foot Skeleton 

The yellowed bones of a large human 

(or humanoid) skeleton can be seen 

amongst the short tangle of grasses on 

a ledge some way down the cliff side 

(about 40’).  A frayed and rotted rope 

is tied to a rock and dangles partway 

down the cliff.  If the adventurers 

investigate, it looks mostly human, 
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except for its size and the skull, which 

looks more animalistic.  There are no 

rotted scraps of clothing here and all 

meat/fur has been eaten away over 

time. 

This is the skeleton of a large, primitive 

apeman. 

The Carved Obelisk 

A sheltered hollow with high walls 

(approximately 40’) surrounds a tall 

(20-25’) four-sided obelisk carved with 

strange pictographs, including a large 

image of a 9-legged spider.  Amongst 

the pictographs, in seemingly no 

order, are arcane glyphs – perhaps 

part of a spell but nothing any 

sorcerers in the party will be able to 

interpret.   

Touching the obelisk for more than a 

moment causes 1 Taint and 1 HP 

damage as a wound opens 

somewhere on the character’s body 

(not necessarily the part that touched 

the obelisk).  Blood will trickle from the 

wound and be drawn into the obelisk 

(potentially through clothing, etc.) 

Harlan will recognise the obelisk from 

a drawing in the diary as a landmark 

on the path to the shrine but will not 

be able to offer any other insights. 

The Choice of Paths 

At the top of the mountain, the path 

splits as it leads around the ridge to 

the far peak.  Clouds broil in the sky as 

a storm seems to form from nowhere 

but, so far, no rain has fallen. 

The right path descends down the 

right side of the ridge as it approaches 

the other peak and the left branch 

crests the ridge and continues down 

the other side.  Harlan confirms that, in 

the journal, Urtock descended the 

right-hand path. 

Heading Right 

There are two obstacles on this path – 

a cave that disappears into a dark 

labyrinth that confuses any explorer 

and, further along, a second cave 

that is the lair of a strange denizen. 

The first cave is not in Urtock’s journal – 

it was blocked by a large boulder 

when Urtock passed this way.  

However, this boulder has been cleft 

cleanly in half, revealing an inky black 

darkness beyond.  No light will 

penetrate the void beyond as the 

cave brushes the very edge of the 

Void, home to one of the Two Gods.  

Wise adventurers will refuse to enter 

such an obviously perilous place…  

Any who do enter quickly become 

disorientated and confused, which 

could delay the group for some time 

as they attempt to rescue any 

comrades that entered. 

Further along the mountain path, the 

face of the ridge seems rent by a 

giant claw – a jagged opening 

revealing a large cave behind it.  

Unlike the first cave, this is described in 

Urtock’s journal, although the 

occupant was not present in Urtock’s 

day.  The adventurers can squeeze 

through it and find it relatively 

sheltered, although there is another, 
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smaller rent in the far side of the cave 

from which the distant sounds of 

trickling water can be heard. 

The first chamber 

If the PCs spend much time in this 

cave (or spend the night here), they 

will eventually be surprised by a 

creature the size of a bear but looking 

more like an emaciated cat with 

oversized paws, an almost skeletal 

body and limbs, and a large aquiline 

head and bulging yellow eyes. 

 

The Second Chamber 

Assuming the PCs kill this creature, 

they can explore the tight crevice, 

which leads to its lair.  The winding 

passage is slick and sloping, at the 

end of which are a few leathery eggs 

lying amongst a dirty nest but there is 

otherwise nothing by bones in this 

chamber.   

The Final Chamber 

A further crevice disappears deeper 

into the rock until eventually opening 

out at an underground stream.  A 

large flat purplish rock protrudes into 

the fast-flowing stream and, as the first 

character enters the chamber, a frog 

leaps from the rock into the water. 

If the characters had the dream 

about this rock, they might realise that 

the waters of this stream are 

poisonous. 

Heading Left 

The leftmost path is much wider – 

more like a steeply loping wooded 

plain than a path.  However, the trees 

hide a small tribe of 12 apemen that 

guard this approach to the shrine. 

They will flee if more than half their 

number are killed.  They are unlikely to 

assault a large group directly, but 

may throw stones and sticks from 

cover, start rockfalls, or roll fallen trees 

onto the group.  If they do engage in 

melee, they do so as second-rank 

knights wielding two-handed clubs 

with an equivalent Strength of 19 (+3 

Attack, +1 Defence, +1 ABR, +2 

damage), Intelligence 5 (-1 Attack, -1 

Defence, and -1 Magical Defence), 

and Reflexes of 12.  All modifiers have 

been factored into the profile, below. 

 

The strangers are likely to excel in any 

combat situation and Lora will take 

ABOMINATION 

Attack 20 Magical Attack - 

Defence 11 Magical Defence 9 

Perception 14 Vision Panoptical 

Stealth 4 Health Points 2d6+15 

Evasion 2 Rank Equivalence 6 

Movement 30 (75) 

Weapons/Attacks Claws (d8, 5) 

Armour/Defences Rubbery Hide (AF 1) 

APEMEN (12) 

Attack 17 Magical Attack - 

Defence 6 Magical Defence 2 

Perception 14 Vision Normal 

Stealth 4 Health Points D6+10 

Evasion 4 Rank Equivalence 3 

Movement 35 (70) 

Weapons/Attacks 2H Club (d6+1, 6) 

Armour/Defences None (AF 0) 
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the lead, with Grond standing back to 

protect Harlan.  Harlan will avoid using 

sorcery unless it becomes necessary 

to protect Lora or Grond (not the PCs). 

 
© Claudio Bergamin, used without permission 
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Approaching 
the Peak 
Near to the peak, any paths the party 

have taken will converge on an 

ancient paved path that leads to a 

wide crescent-shaped ledge that 

hugs the side of the mountain plateau 

about 30 feet below the peak.  The 

peak is actually a flat plateau, around 

the edge of which have been set 

large boulders to provide a natural-

looking crenulation and further 

occlude the squat ruin from view from 

below. 

The cliffside from the ledge is steep 

but still relatively easy to climb 

(difficulty 12).  If the PCs take the time 

to search the ledge, they will quickly 

realise how defensible this ledge is, as 

it overlooks the only approach.  There 

are also some semi-circular cuts at the 

top of the cliff, facing the only path up 

to the ledge, which would allow any 

defenders on the plateau to send 

disincentives onto approaching 

attackers.  Fortunately, there is no sign 

that there is anything alive to defend 

the plateau, or any evidence of 

recent traffic to the ledge. 

A successful Perception test 

(unmodified) will also reveal some 

decayed hardwood – the remains of 

a removable wooden staircase to the 

mountaintop.  If the Perception test is 

made by more than 4, the PCs find the 

holes drilled into the mountainside into 

which wooden pegs (long since 

rotted away) would have fixed the 

staircase to the cliff.  Using these holes 

as additional handholds reduces the 

difficulty of the climb to the plateau to 

10. 

The Plateau 
The view at the top of the plateau is 

remarkable: to the south stretches the 

path by which the characters 

approached and jagged mountain 

peaks lie in every other direction.  

The plateau itself is roughly triangular, 

about sixty-five feet across at its widest 

point.  Large boulders ring the area, 

providing a lot of cover for any 

defenders, and the ruins of an ancient 

structure occupies the north end of 

the plateau. 

The ruins are of finely hewn, but now 

very weathered, stone.  Picking 

through the ruins takes about an hour, 

during which the party may make a 

group Perception test – what the 

party finds is dependent on the 

margin of success. 

Margin Information 

Failed 

The stone does not look like 

it is of the same stone as 

the mountain – meaning it 

must have been carried 

from a quarry elsewhere to 

this mountaintop. 
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Margin Information 

0 

Bones are scattered 

throughout the ruins that 

look human or near-

human, although the skulls 

are oddly bestial. 

1 

A cracked sheet of stone 

has a strange symbol 

carved into it in an ancient 

style 

3 

A fine bronze goblet has 

been flattened under a 

rock 

5 

A bronze circlet, half 

mangled underneath a 

rock – the circlet has Visic 

runes of air mastery and 

storm repeated around its 

circumference 

6 

A faded frieze can still just 

about be made out on 

one of the stone panels – 

the frieze depicts clouds 

and lightning symbols 

 

The Hidden 
Valley 
Beyond the ruins, the north edge of 

the plateau drops away precipitously 

to a narrow, hidden valley, maybe 600 

feet or more below.  The entire valley 

is probably only about a mile long, 

and less than a third of that wide at its 

widest point.  A river flows from the 

mouth of a cave at the far end and 

disappears into another far below the 

mountaintop on the near side.  

Atop the northern precipice behind 

the shrine, a verdant valley stretches 

far below for at least a mile.  The valley 

is completely walled by high 

mountains that block most of the sun, 

yet the valley floor is covered by a 

dense canopy of birch, ash, elm, oak, 

and more, all blooming with fresh late-

Spring leaves. 

It may just be a trick of the light, but 

the leaves seem to be tinged with a 

slight blue hue that creates the 

impression of a cold an inhospitable 

place. 

Occasional gaps in the canopy 

reveal large stones that could be the 

remnants of buildings, or perhaps just 

natural formations – it is not clear from 

here. 

A narrow staircase has been carved 

out of the rock below the plateau that 

descends towards the valley.  It is hard 

to see exactly where these stairs end, 

although it seems to be near a small 

lake almost directly below you. 

The stairs are surprisingly neat, despite 

the centuries of erosion and one thing 

the character might notice as they 

descend is how little wind there is.  As 

they descend, the ground becomes 

less stony and more overgrown – with 

long grasses, brambles, and stunted 

bushes.  They may also notice that the 

stone walls enclosing the valley seem 

pocked, cracked, and fissured – dark 

caves and openings seem to riddle 

the walls of the valley. 



Mountain of the Gods, a Dragon Warriors Adventure 

Page 30 

You descend cautiously, never sure 

whether the next step will bear your 

weight, sometimes having to scrape 

away vegetation and moss to give 

yourself enough room to place your 

foot.  As you descend, the 

temperature starts to rise, despite the 

perpetual shade within which the high 

peaks keep this valley, and 

occasional perfumed scents of fresh 

flowers catch your nose.  The gentle 

music of the stream water emptying 

into the crystal waters of the lake 

below you adds to the sense of 

natural calm.   

From above, the valley seemed 

unwelcoming, but now it feels like 

paradise. 

At the base of the stairs, a broad semi-

circular stone patio, obviously not 

natural, provides a new breath-taking 

view of the valley.  Cheerless walls of 

stone tower overhead in every 

direction and, in the bright sun, the 

peaks throw dark shadows that sweep 

across the lush forest.   

The patio is about 40’ in diameter and 

the forest starts perhaps 20’ from the 

edge.  The lake washes right up to the 

western side of the patio and a wide 

slow-running stream babbles over a 

natural weir into the lake.   The PCs 

may see rustling leaves, and 

movement in the undergrowth, and 

they will certainly hear bird and 

animal noises emanating from the 

forest, but they will not see any 

evidence of the creatures within.  Nor 

will they recognise any of the bird or 

animal noises. 

Even with the forest blocking much of 

the view of the valley walls, the PCs will 

see many cave openings of various 

sizes visible in the stone.  The lake also 

seems to disappear into the mountain 

down which they have just climbed.  

The nearest cave opening (other than 

that into which the lake disappears) is 

just a few feet from the eastern edge 

of the patio. 

The Cave 
The entrance to the cave seems 

natural, stretching 15’ wide and 10’ 

high, but recessed 5’ into the cave is 

a stone wall in which a large stone 

door has been set.  The door is slightly 

ajar and engraved with symbols 

reminiscent of the Nikkar runes for 

movement, air, and mastery. 

Should the PCs need any additional 

prompting to enter, Harlan will say the 

artefact is in there.  He will not know 

how he knows that, but he is sure of it. 

The Entrance Chamber 

Past the door, the cave slopes gently 

downwards for about 60’ before 

opening into a large circular room 

filled with wreckage – scraps of wood 

and metal, smashed crockery, scraps 

of a slashed and tattered tapestry, 

undistinguished rubbish, and so on.  A 

thorough search would take an hour 

but won’t reveal anything special.  
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If the PCs think to (or are prompted to 

by, for example, finding a shred of the 

tapestry with a crown or other 

memento from their dreams), and 

want to take the time to, reassemble 

the tapestry, it will take a further hour 

of searching for, and assembling, the 

pieces, requiring the party to test 

Intelligence against a difficulty of 22 

(to which all party members can 

contribute, including Harlan and 

Lora). 

The tapestry is missing several large 

pieces and is stained and defiled but 

enough can be pieced together to 

show a scene of a great crowned 

man sat upon a throne atop a peak lit 

by lightning flashes.  

There are three exits on the far side of 

the chamber (left, centre, and right).  

Each is finished stone, 10 feet wide 

and 10 feet high. 

The Left Passage 

The left passage goes straight north for 

15-or-so feet before being thoroughly 

blocked by rubble from a cave-in. 

The Centre Passage 

The middle passage also leads straight 

north for about 30 feet, at which point 

6 doors, 3 on either side, line the 

remaining 60’ of the corridor, which 

ends in a large alcove. 

Behind the doors are dormitories (), 

storerooms (), and a kitchen () – all 

have been thoroughly looted and 

trashed – a thorough search may turn 

up some objets de curiosité, but 

nothing of significant value.  

Within the alcove at the end of the 

corridor (), a broken statue occupies 

a circular stone basin.  The statue is the 

representation of a god with his foot 

on the neck of a trollish water demon.  

A spout extends from the wall of the 

alcove, from which, presumably, 

water once filled the basin, but it has 

long since run dry. 

           

           

           

       
 

  

         

           

           

       
 

   

          

           

           

       
 

   

          

           

           

           

           

           

           

 

Note that elemental spirits still haunt 

this area – air spirits might cause doors 

to open and shut by themselves, fire 

spirits may ignite the kitchen fire (or 

douse the PCs’ lamps and torches), 

earth spirits might trip people walking 

around the rooms and corridor, the 

water spirits may fill the basin in the 
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alcove, and so on.  The spirits are 

drawn to the Artefact and may have 

been here some time, waiting for 

people to “play” with – and these are 

not elementals in the sense that they 

have a tangible elemental form, but 

simple spirits – invisible, capricious, 

and playful. 

The Right Passage 

The right-most passage slopes 

downwards and to the right.  Thirty 

feet along, the slope turns into a 

broad winding stair.  These stairs 

descend another seventy-five feet 

before opening out into a vast 

shadowy cavern.   

The First Cavern 

Natural crooked pillars of stone rise to 

the ceiling high above.  At 30’, the 

ceiling is just in range of lantern light, 

but the shadowy recesses between 

the pillars remain in darkness.  A 

natural opening in the rock to the right 

leads to the next cavern. 

The Second Cavern 

Through the natural opening is a 

smaller oval chamber with a flat-ish 

finished stone floor.  More debris litters 

this room: scraps of clothing, broken 

bits of armour and weapons, chunks 

of bone, parts of skeletons, and even 

more unidentifiable detritus.  Against 

the far wall of this chamber is a broken 

table of stone and a huge perfectly 

circular tunnel, maybe 10’ in diameter 

that slopes gently downward. 

The Third Cavern 

At the character’s first step into the 

chamber, ensconced torches 

spontaneously ignite, fully illuminating 

the 60’ square chamber.  More skill 

has gone into the stonework that 

forms the room – the floor seems like it 

might once have been polished, 

although is now chipped and littered 

with many bodies.  The walls are 

smooth and decorated with 

elaborate bas-relief carvings, many of 

which have been smashed or defiled. 

A stone altar, again defiled, stands 

near the far wall. 

As the strangers enter the room, they 

look around in a mild panic.  Harlan 

declares that the artefact is near, but 

as he speaks this, he looks distracted, 

looking around rapidly.  Lora and 

Grond draw weapons and start to 

attack imaginary foes.  Wounds start 

to appear on their bodies as if from 

invisible weapons and they shout in 

pain and anger.  In moments, they are 

overcome by their wounds and 

collapse on the ground, into the heap 

of bodies.  As the PCs watch, the 

strangers’ bodies age and decay in 

moments, until their bones are as 

yellowed and rotted as all the others. 

The strangers have not really been 

slain by invisible enemies, of course, 

they are merely playing out the last 

moments of their lives from all those 

decades ago – nothing the PCs do will 

have any effect on how the scene 

plays out.  The best they can hope to 

do is loot their bodies where they fall – 
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their magical items remain 

untarnished by age (although it is up 

to the GM as to what the looters left 

for the PCs to find). 

If the PCs then search the room, there 

will be little of value amongst the 

corpses, but they might notice a 

hidden trapdoor between the 

smashed altar and the far wall (test 

Perception against a stealth of 5). 

If they inspect the bas reliefs, they may 

learn a little more about this shrine to 

the Elements – it pre-dates the True 

Faith’s adoption of elemental worship 

and is clearly pagan.  What is also 

interesting is how the nine-legged 

spider and the crowned man appear 

amongst the traditional four elements. 

The Treasure Chamber 

Beneath the trapdoor, which is lightly 

inscribed with elemental runes for 

Earth, Strength, and Luck, and slides 

under the altar when properly 

operated (test Intelligence (14) and 

then Strength (13)), is a steep and 

narrow staircase to a room cluttered 

with many treasures.  Whilst the bulk of 

the treasure is in the form of gold and 

silver plates, ornamental weapons, 

and jewellery stacked haphazardly 

around the room, there are also some 

objets d’esoterique: 

1) A bronze amulet on a silver chain 

with a stylised air rune engraved 

into it.  This gives an air elementer 

double their number of air magic 

points per day but doubles the 

effect of the three-fold curse. 

2) A bronze headband chased 

around with images of nine-legged 

spiders.  It allows the wearer to cast 

Spidercall once per day.  Note that 

only a sorcerer can mitigate the 

Taint from casting this spell with 

magic points.  A non-sorcerer that 

uses the headband to summon a 

spider suffers three Taint each time. 

3) A large box filled with lozenge-

shaped objects wrapped in 

extremely fine cloth.  Opening the 

box releases a smell of violets.  

These are cakes of scented soap. 

4) A cloak woven with eagle feathers 

that entirely negates all damage 

from falling when worn.  It is a 

striking garment and sure to draw 

attention.  A character 

researching this object may find 

The Account of Mercolos the 

Pathfinder. 

5) A stained-glass panel of the 

crowned man in the same scene 

as the tapestry – sat atop a throne 

atop a mountain, lightning flashing 

in the background.  If the first rays 

of light from the dawning sun on 

the summer solstice shine through 

this glass to fall upon a dead body, 

the body will return to life.  

6) The Artefact – a 3’ gold and bronze 

armillary sphere but instead of 

astrological constellations marked 

across its rings, there are elemental 

symbols of 6 different elements: Air, 

Earth, Fire, Water, Wood, and Void. 
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Leaving the 
Cave 
Whilst the heroes may consider their 

adventure over, there is still some 

matter of returning to civilisation – the 

forested valley is far from empty and 

all the obstacles the PCs passed on 

their way to the Valley will still be 

waiting for them on their return 

journey.  

It is up to the GM to determine the 

mood of the players and their 

appetite for more challenges, but 

exiting the cave could be met with a 

roving band of wadwos, dog-sized 

nine-legged spiders, or some other 

random (and hostile) valley-dweller. 

Additionally, the PCs may wish to use 

the fortified temple as a base from 

which to explore more of the valley.   

The valley could take many months, if 

not years, to explore every cave and 

ruin.  Whilst the documented 

adventure does not (and cannot!) 

divulge every interesting nook and 

cranny, a few suggestions are 

provided to inspire GMs that may get 

caught out by the PCs’ aimless 

explorations. 

The Forest 

The forest itself is a strange place.  It is 

filled with animal noises: the flapping 

of wings high amongst the boughs of 

the trees, the distant bark of fox, and 

the scratching of small mammals 

digging in the earth beneath the litter 

of leaves that thickly coats the entire 

forest floor.  But there is never an 

animal to be seen.  Between the 

presence of the powerful sorcerer, 

whose sorcery continues to seep into 

the forest from his ruined tower, and 

the long-term proximity of the 

Artefact, the characters’ senses may 

take time to adjust to seeing 

everything that is there. 

The trees are not dense, but shrubs, 

bushes, and other undergrowth 

conceals almost everything from sight 

beyond a few feet.  Thankfully, the 

stream that runs through the centre of 

the valley make it almost impossible to 

get lost, but there are sections of the 

forest far larger than the dimensions of 

the valley would suggest and the 

characters would do well to avoid 

these, as they could easily become 

lost within the dense tangle of briars, 

vines, and roots that distinguish these 

areas. 

The most likely encounters the 

characters will have within this forest 

are overgrown ruins or a wadwos 

hunting party.  Perhaps they may be 

surprised by a wild boar or hart 

bursting from the undergrowth – as 

much surprised to see a living animal 

as by the ferocity with which it would 

charge an armed party of humans!  

Other combat encounters could 

include a tainted worshipper 

(corrupted by the valley’s Taint into a 

bestial berserker whose only thoughts 

are of violence), a cluster of Void 
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spiders (non-venomous, dog-sized, 

nine-legged spiders), or even a 

spectre, should the characters be out 

exploring at night. 

 
© Jorge Jacinto, used without permission 
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The Caves 

The caves may be empty or provide 

more context to the valley – as grave 

sites of the original worshippers, homes 

to creatures from the Void (mostly 9-

limbed spider-like creatures), lairs of 

natural animals, gateways to the 

Void, forgotten stores of crumbling 

supplies, caverns filled with large 

heligmites that grow from the cave 

floor like large stone trees, crude 

fortifications complete with signs of a 

skirmish, still pools of fresh water that 

have no obvious source, and so on. 

The Ruins 

The Forest is littered with many ruins – 

homes, fortifications, forges, and 

industry, all now brought to ruin by the 

war and reclaimed by the forest.  

Much of the ruined buildings have 

been entirely absorbed by the forest, 

with little more than a few tumbled 

rocks to show for any signs of previous 

habitation, but some of the larger and 

better constructed stone buildings still 

remain as a jagged series of walls, a 

raised foundation, or other obvious 

sign of construction.  And, somewhere 

deep in the forest, also lies the 

sorcerer’s tower, with its fallen crystal 

peak still spitting its blasphemous 

energy into the wild. 

Specific ruins may include: 

A carved likeness of the Crowned 

Man with an offering bowl at its feet. 

Four stone pillars mark the corners of 

a mosaiced floor, currently hidden 

beneath a thick carpet of leaves 

and earth.  A stone staircase winds 

up to a second storey that has long 

since collapsed.  If the earth is 

cleared, the mosaic is of a nine-

legged spider.  Blue jewels have 

been set into its eyes. 

The remains of a well, now just a 

circle of stone around a deep shaft. 

An archway of blue-tinged granite 

looms out of the earth.  There is no 

other evidence of a stone structure 

or wall, just this archway.  The 

granite looks scorched and the 

undergrowth has yet to climb up so 

much as a single stone. 

A four-sided obelisk, similar to the 

one encountered on the way to the 

valley leans at steep angle, as if 

about to fall down.  A mix of 

pictographic and arcane symbols 

adorn its faces but, instead of being 

dominated by the glyph of a nine-

legged spider, this one is dominated 

by a stylised crown. 

Overgrown tombstones surround a 

grand mausoleum with a large 

rusted double-door.  A skeleton lies 

at the base of the door, its skeletal 

hand touching the pitted metal. 

Near the river is a crumbling moat 

house that seems to have sunk into 

the mud and is now leaning to one 

side.  A continuous thin wisp of 

green mist rises from the highest 

embrasure. 
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Supplemental 
Information 
History of the 
Valley 
Some hundreds of years ago, a hermit 

priest of the Void (and guardian of the 

Artefact) met with a wandering 

priestess of the Lord of Life.  That night, 

beneath the same coverlet, they 

shared a vision of a hidden fastness 

beneath a spire reaching to the sky.  

They followed the dream into the 

mountains and, after searching for 

sixty-six days, discovered the 

mountain that they named the Crown 

and the valley of Gods’ Hold beyond.  

They established a shrine atop the 

Crown and a hidden stronghold within 

the walls of the valley below.  

Their flock of worshippers continued to 

grow but their community was 

undone when they stumbled upon a 

small tribe of wadwos living in one of 

the larger caves on the far side of the 

valley.  These wadwos had been 

surviving since their sorcerous master 

had died.  The wadwos were without 

purpose without their master and 

were slowly fading from life.  However, 

the discovery of the worshippers 

galvanised them into their old ways 

and, after a prolonged guerrilla war 

for which neither side was particularly 

suited or skilled, the wadwos 

eventually drove the last of the 

worshippers into their stronghold, 

where they slaughtered the men and 

stole the women for breeding stock, 

but never found the trapdoor.  

As the war became more desperate, 

the priest began to use the Artefact to 

bring forth creatures from the Void, 

but these creatures broke free of the 

Artefact’s control and wrought as 

much harm to the worshippers as to 

the wadwos.  Many of these creatures 

now survive in the valley, roaming free 

within the forest and the caves. 

Occasionally, a small band of 

wadwos will leave the valley to find 

more human females but they are 

careful to spread their reiving far and 

wide to avoid their lair being 

discovered. 

If the characters attempt to research 

this valley when they return to 

civilisation, they may come across 

references to the Knights of Enoch, an 

order of knights that were based in the 

area and hunted the bears and cats 
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in the mountains near the Valley of 

Gods’ Hold.  Some scraps of this order 

of knights’ journals may remain, from 

which the characters may piece 

together the story of the Valley and 

the two priests. 

The Two Gods 

The Two Gods represent the 

elemental patrons of a long-dead 

sect of elemental cults.  The Nine-

Legged Spider represents the Void: 

the eternal nothing, chaos, and 

chance; whereas the Crowned Man is 

the avatar of Wood, embodiment of 

life, renewal, and growth (hence 

some of the larger-than-normal living 

things in the area),  

The Artefact 

 
© Luke Morgan, used without permission 

If the PCs attempt to activate the 

Artefact, perhaps by rearranging its 

rings, it will start to glow with a soft 

light.  Over several minutes, the light 

will steadily increase in intensity and 

radius until it flows beyond the 

confines of the chamber they are in, 

dispersing its light across a wide area.   

What did it do?  Perhaps it lays the 

strangers’ souls to rest or something 

else dramatic – the exact effects are 

left to the imagination of the GM and 

the theme of the campaign.  No-one 

engulfed in the light will feel any 

different – but perhaps they are now 

marked by the spirits they have lain to 

rest and shall be haunted by their 

memories long after the memory of 

this adventure has faded from their 

minds. 

History of the Artefact 

Long ago in Mercania, a group of 

elementers unlocked the secrets to 

mastering the Void and imbued this 

artefact with their power. 

The scale of its power is 

unfathomable, but the source of this 

power is the Void – the seething chaos 

that precedes creation – which 

makes the nature of its effects 

whimsical and capricious.  There is no 

controlling the powers of the Artefact, 

nor any predicting what may happen 

when it is activated.  Broadly, the GM 

is free to cause whatever effects (and 

havoc!) he likes, should the 

characters play with it. 
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The original elementers had hoped to 

use the Artefact to free their people 

from Krarthian slavers, but the power 

of the Artefact proved to be too 

unstable, eventually consuming the 

elementers that made it and adding 

their power to its own. 

Mostly, now, the artefact slumbers, 

not that is in any sense alive, but 

occasionally its dreams wreak havoc 

upon the area, materialising the spirits 

and events of its memory, torturing 

them with eternal repetition of their 

anguish. 

Harlan’s 
Journal 
Harlan’s Journal is written in ancient 

Algandish, with annotations in a mix of 

Mercanian and Elleslandic.  Small, 

tight, spidery lettering snakes around 

the pages in sometimes meaningless 

sequences.  The only illustrations in the 

journal are pertinent to the Valley of 

the Gods.   

The journal, if studied by someone 

both with knowledge of the Ancient 

Algandish language and the 

patience to decipher the cramped 

script, could provide a wealth of 

information about other eldritch 

places and artefacts littering the 

Lands of Legend, a history of the 

Ettimore family, and more besides 

Any of the additional information in 

this section might be revealed 

through patient study, as might future 

adventure hooks – for example, 

perhaps the journal hints at the 

location of deeds to nearby land.  

With the Ettimore line having died out, 

could the PCs use this information to 

make a claim to the land and 

establish a small fief of their own? 

The journal might hint at other 

artefacts in its many anecdotes, 

discovered either by Urtock on his 

travels or by Harlan’s subsequent 

research.  For example: 

1) The Wishing Card – an enchanted 

deck of cards that, when a specific 

game is played, the winner is left 

holding the wishing card and may 

have their wish granted, but at 

what cost to the other players? 

2) The Bone Garden – a place where 

the bones of the dead may be 

buried on the Autumn Equinox, to 

be reborn in the Spring Equinox 

when properly tended throughout 

the winter, which includes 

nourishing the garden with the 

blood of a human sacrifices. 

3)  The Cabin of Dreams – spending a 

night in this haunted cabin found 

deep within an enchanted 

woodland will result in the sleeper 

having prophetic dreams.  
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The Account of Mercolos the 
Pathfinder 
Deep in the shifting mountains, I stumbled upon a community of pilgrims 

that had once been lost amongst the many mountain paths that wind 

above and around themselves and can easily leave a man 

disorientated.  The pilgrims welcomed me into their camp and 

recounted their tale of how they had found – and been found by – the 

true Lord of Life.  Curious, I returned with them to their valley, to their 

paradise amongst the bleak peaks.  I could tell immediately that it was 

a haunted place, and the hollow smiles on the pilgrims’ faces spoke of 

the fate of their souls. 

At a broad patio, in the middle of which burned a large fire, an old 

woman sat weaving a cloak from a pile of feathers.  Only as I got closer 

did I notice that the eagles to which the feathers were still attached 

were still somewhat alive, although their twisted skeletons made such a 

sight difficult to believe.  As I watched, she grabbed another bird and 

it let out an almighty cry that filled the valley with its pain and the 

memory of it continues to harrow me to this day.  The woman ripped a 

handful of feathers from the bird’s broken wings, tossed the still-living 

and tortured bird back into the pile and continued to weave as if 

everything was normal.  She repeated this several times, each 

accompanied by the bird’s anguished howl – the likes of which I have 

never heard a raptor cry before. 

In response to my shocked expression, the headman of the group 

explained that their Lord had shown them the gift of flight, but that the 

balance requires the gift to be taken from that which already possess 

it, as such power cannot be created from nothing.  His expression 

showed nothing of the horror of what was happening or what he was 

saying – indeed, he seemed filled with glee at the prospect of taking 

for himself that which nature had meant to be given to the eagles. 
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Appendix A: Lost in 
the Mountains 
It may be that the PCs become lost in 

the mountains – they lose Bran’s trail, 

they return to the strangers’ camp 

only to find they have departed, etc.  

Or, maybe, the GM just wants to inject 

some random detail into the journey. 

Whilst random combat encounters 

may fill game time and provide the 

players a fun opportunity to flex their 

character’s martial prowess, mere 

combat alone may not be enough 

alone to enrich the narrative of the 

adventure with some additional 

texture.  The below table provides 

some additional inspiration for the GM 

to add to his descriptions, any of 

which may or may not be woven into 

the tapestry of adventure or just left as 

incidental details.   

A red kite swoops from its perch and 

lands nearby to observe the PCs’ 

passing. 

A thick fog rolls down the 

mountainside and temporarily 

reduces visibility to 10’ or less. 

On a ledge below the path, a large 

eagle is feeding its young in its nest. 

Rabbit tracks cross the path and 

disappear into some dense brush 

leading up the steep mountainside. 

A broken wooden bridge spans a 

crevasse at this point but it looks like 

it might have been recently 

demolished. 

Large clawed tracks disappear into 

a dark cramped winding cave. 

A man-sized cairn stands on a small 

plateau above the PCs. 

Small rocks and pebbles trickle 

down the mountainside from 

above. 

Cold, hard rain suddenly deluges 

the party for about an hour then 

stops as suddenly and mysteriously 

as it began.  Mudslides plague the 

PCs’ progress during the rains. 

A red-tailed fox darts across the 

path with a scrawny rabbit held in its 

jaws 

Two near-rotted canvas tents lie 

collapsed and shredded in a 

sheltered hollow. 

Movement along the side of the 

path surprises you as a long red, 

black, and yellow snake darts 

quickly between cover before 

disappearing down a small hole in 

the rocks. 
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An arrow is embedded in a nearby 

tree – the head is rusted and the 

shaft is almost entirely rotted away. 

An old tress crashes down across the 

PCs’ path. 

Mountain goats are grazing a 

nearby plateau.  They scramble 

away up the mountainside as the 

PCs approach. 

A yellowed human skeleton hangs 

from a noose hanging from a 

nearby tree. 

A deep fissure in the rock just off the 

path is filled with thick webs. 

A bear skeleton lies skewered on 

rotting spikes at the bottom of an 

open pit. 

A makeshift and abandoned 

hunters hut is built against the rock-

face.  A few rusted animal traps are 

all that can be found within the 

tumbledown shack. 

A four-foot dry-stone wall has been 

built across the path for no 

apparent reason. 

Part-constructed steps have been 

carved into this section of the path 

but are unfinished and offer no clue 

as to where they might have been 

going. 

Large boulders and loose rock mark 

a past avalanche that has cut 

across the path and must be 

climbed to continue. 

A neat circle of large tree stumps 

surrounds a heavily rusted oversized 

anvil. 

Weed-choked skeletons of large 

humanoid, but not human, 

creatures lie tangled in the 

undergrowth to the side of the path. 

Wild grapes grow amongst a tangle 

of briars, which also hides a nest of 

wasps. 

A stark, unearthly shriek echoes 

around the mountains.  All other 

sounds cease, and the wind grows 

in strength. 

A dense fog hangs heavy over the 

path ahead.  Despite the prevailing 

winds, the fog does not dissipate or 

move from the path. 
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Appendix B: Dreams 
Some example dreams are provided here that can be handed out to the 

characters whenever they sleep – not every character every night, although 

perhaps a shared night of intense dreams when the PCs first sleep in the 

clearing with the strangers might be appropriate.  If this adventure is being run 

with a party of more adventurers than there are dreams, the GM should either 

make up more dreams, allow multiple characters to have the same dream, or 

perhaps some characters do not remember their dreams.  In the latter case, 

ask the players to test Psychic Talent and only give dreams to the six that tested 

highest. 

You dream of an ancient tower of rock carved in the shape of a 

crowned man – you are gazing up at this tower from its base – but 

you feel both far away from it and close enough to touch the stone.  

The perspective is disorientating.  Clouds dart across a dusky sky as 

if time is accelerated incalculably fast.  As you watch, the crown 

crumbles mostly away, although the man’s features remain sharp.  

Before the crown is entirely eroded, the clouds in the dusky sky calm 

themselves and an amber radiance stains what remains of the giant 

statue blood red.   

Your gaze shifts to the base of the statue and, between the feet of 

the man, you see a strange little creature lying still.  Suddenly a foul 

wind blows from the direction of the statue, filling your nostrils with 

the smell of rotten violets that sickens you.  In the  moment before 

awakening from this strange dream, you catch sight of a nine-

legged spider hanging from the hem of the statue’s robe, although 

you can’t be sure whether it was carved as part of the statue or 

whether it was a living thing. 
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You are dreaming that you are a child again, sitting by a stream on 

a flat purple rock that has been warmed by the sun.  You are 

playing with a miniature toy village but, as you play, the toy barn 

breaks apart into pieces.  Instead of feeling upset, you feel 

excitement at being able to solve the puzzle of putting it back 

together.  As you start to reassemble the pieces, you start to realise 

that it is becoming a different building.  However, before you can 

complete the building and see what it is, a frog jumps out of the 

water, swallows a piece and jumps away.  As the frog swims out of 

sight, a shadow falls across the rock and you look up to see yourself 

as an adult looking sick and pale. 

 

You are dreaming you are in a bakery, surrounded by all manner of 

breads, cakes, and biscuits.  Through the open shutters, you can see 

a bustling city, although the passing people make no sound as they 

rush by.  The whole urban experience plays out silently before you 

in the few moments that you are looking through the shutters – 

people dressed for all weathers, wagons laden with merchants’ 

wares, horses prancing silently across the cobbles, knights in 

gleaming armour, a pickpocket darting amongst the crowd, and 

more everywhere you look.  None of the people outside turn to look 

at the bakery or you stood in its window.   

Your gaze shifts to the inside of the bakery, at the shelves heavy with 

food and you reach for a nearby loaf of dark rye bread.  Biting into 

it, you feel your tooth break on a stone.  Spitting it out, it’s a 

translucent blue crystal that glows with a faint radiance in your 

hand.  You can’t look away from the radiant crystal and, as you 

stare at it, you start to make out a tiny shadow dancing within the 

crystal but, before you can make out any details, you wake up. 
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You sleep dreamlessly but, when you wake up, the camp is 

deserted.  The ashes of the fire are still warm, and the remains of 

breakfast are scattered, as if a wild animal has barged through the 

site.  You start to look for your party but you can find no trail.  

However, in your search of the campsite, you find the strangers’ 

map – with an ‘x’ marked not far from here so you figure they must 

have head off in that direction. 

Following the map further up the mountain, you begin to feel like 

you are being stalked by a hidden creature – you can even hear 

low growling and the staccato clicks of its large claws on the stony 

ground but, whenever you turn around, you can see nothing. 

Unable to take the suspense any longer, you pause your search for 

the party to lay a trap for whatever is following you.  You do not 

have long to wait before a shadowy creature that resembles a 

large mountain cat but is otherwise like nothing you have ever seen 

before – part cat, part skeleton, part shadow, part rotting flesh, the 

monstrous creature fades in and out of sight as it homes unerringly 

towards where you are hidden. 

Steeling yourself for a fight, you draw your blade – the creature is 

lightning fast and hardier than its rotting, shadowy, skeletal body 

implies but you manage to defeat it.  However, your wounds are 

serious, and you are soon overcome by your injuries and your vision 

fades into darkness as you lose consciousness. 

When you awake, you are momentarily disorientated, as you are 

inside the light-blue tent.  You try to sit up but the pain of your 

wounds causes you to cry out and lie back down.  Peter comes over 

to you, a grave expression on his face – he explains that you have 

contracted a disease that is spreading rapidly.  At most you have 

two days to live unless you can find a cure. 
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You dream you are lost on the moors outside Aobh.  You see a boy 

on a hill far away flying a gold-and-blue kite.  Even at this distance, 

you can clearly see a shield panted on the canvas.  Suddenly, the 

kite breaks free of the string and hurtles to the ground at your feet.  

Where it lands, the broken sticks and canvas start to reform into a 

puppet theatre.  Though no puppeteer is in sight, a show 

immediately begins – a classic comic farce about a farmer that 

embarks on a doomed quest for a magical pig made of gold.  

Something is wrong, though.  The strings start to get tangled and the 

puppets start a grotesque dance.  Something unseen starts to cut 

the strings one by one.  As the strings break each of the characters 

lie down, become still, and fade away.  Finally, the farmer is left 

alone on the stage, looking around in terror.  As his strings break, he 

turns into a golden bird, spreads his wings, and flies away. 

 

You dream that you are standing in the middle of your home village.  

A sense of relief and safety washes over you as you bathe for a 

moment in the familiar scene unfolding before you in the village 

square you remember so well. 

You feel a cold wind blow around you and you look down, noticing 

that you are naked.  As you notice this, the others in your village also 

seem to notice you standing there naked and start to stare and 

laugh.  You are frozen with shame and hang your head to avoid the 

laughing faces of the friends and family you remember from your 

childhood.  Between your feet is a rotting apple.  A small snake starts 

to dig its way out of the rotting apple, becoming longer and larger 

as more of it escapes from the apple.  Just as the snake fully escapes 

the rotten apple, you wake up. 
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You dream you are walking in a field on a summer’s day.  As you 

walk aimlessly through the long grasses, a row of earth suddenly 

collapses before you.  You look along the trench that has opened 

up and it stretches as far as you can see in a straight line in both 

directions, completely blocking your meandering.  As you gaze 

down into the trench, you feel a growing sense of doom and 

dizziness.  Before you can steady yourself, you feel yourself falling 

into the trench and that sense of inevitable death continues to 

consume all sense of hope. 

As you fall to the bottom of the pit, bracing yourself for the landing, 

you actually continue to tumble through the earth until you find 

yourself in a long tunnel, no longer falling.  A weird mottled glow 

makes vision possible in this confined space.  You feel compelled to 

move forwards only and time becomes strange – you have no sense 

of how long you have been moving through the earth. 

In an explosion of dirt and pebbles, you suddenly find yourself in a 

large chamber lit with flaming braziers and filled with priests and 

initiates of an elementer cult, but they look strange – their clothes 

are of a very old style and they seem unable to move as a half-seen 

horror rampages amongst them, finally snuffing out the braziers that 

light the chamber.  Alone in the dark, the sense of your immediate 

death returns.  You feel a clawed hand grip your arm with painful 

intensity and you wake up. 
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Appendix C: The 
Spider God’s Obelisk 
The obelisk, past which the 

adventurers stumble on their way to 

the shrine, can either be an incidental 

insoluble mystery for the players or 

add some richness to this adventure.  

This appendix describes outlines how I 

used it to gift a sorcerer PC a new 

spell.  And, yes, this method did result 

in Taint for the sorcerer PC – such gifts 

are not without cost. 

The Obelisk 

The obelisk is not just an ornamental 

marker to the boundary of the lands 

of worship of the Spider God.  The 

arcane glyphs carved seemingly at 

random amongst the pictographs on 

the obelisk can be woven into a spell 

that can be used to channel 

sorcerous power from the Spider 

God’s Realm.  However, as this Realm 

has been lost to sorcerers for 

centuries, any sorcerer PC stumbling 

upon these glyphs would have the 

same problem transforming these 

glyphs into a spell as anyone trying to 

solve an anagram in a language they 

do not speak. 

A sorcerer could devote his remaining 

years to researching the 9-legged 

spider symbol, eventually 

rediscovering the God and his Realm, 

and then try to piece together these 

glyphs but this may be too slow for PC 

sorcerers.  Alternatively, during the 

night of their second encounter with 

the powers of the Spider God (either 

the Artefact itself or perhaps through 

one of the Apemen Shaman’s spells), 

the PC sorcerer could have the dream 

in which he learns the first of the Spider 

God’s spells. 
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The uncomfortable ground disturbs your sleep and, as you toss and turn, 

attempting to get comfortable where you lie, not quite rising to full wakefulness, 

you are eventually forced to rouse yourself fully and try to find a more 

comfortable spot to lay. 

When you open your eyes, you are chilled to see that you are no longer at your 

campsite with your companions, but alone in the hollow in the mountainside in 

which you discovered the tall four-sided obelisk marked with the sigil of the 9-

legged spider.  An incredible vista of stars shines down from the firmament 

through clear moonless skies to bathe the hollow in an even silvery light. 

Your eyes are hypnotically drawn to the arcane glyphs etched amongst the 

primitive pictograms, the glyphs seeming to contrast starkly with the grey stone 

in which they are carved.  As your eyes fix on the obelisk, it starts to twist silently 

through impossible dimensions until all of the arcane glyphs that were 

previously etched at random across all four faces of the obelisk are lined up in 

a vertical line along the ridiculously contorted obelisk, the pictogram of the 9-

legged spider leering from the top of the column. 

In that configuration, you realise the arcane glyphs form a spell.  The shock of 

this knowledge brings you back to wakefulness. 

You awaken suddenly, reassured to see both the stars in the sky have returned 

to normal and that your companions are slumbering peacefully around you.  

The image of those arcane glyphs still burns clearly in your mind, although 

already they are starting to fade. 

Moonthread 

Circle 2; Automatic, 1 thread, 1 SER every 10 minutes 

With the casting of this spell, the sorcerer spins the light of the moon into a single 

thin silvery strand as strong as heavy rope and with the feel of a silk ribbon.  It 

can be spun to any length up to 60’ and, once spun, may not be cut, although 

being touched by direct sunlight or magical weapons will instantly destroy the 

entire length. 

If the moonlight from which the thread is woven is extinguished or blocked from 

view of the thread, a spell expiry check is made once per round.  If a source of 

moonlight is restored, the check once again only applies every 10 minutes.  If 

there is no moon in the sky, it is covered by clouds, or the sorcerer is 

underground, the light of a Moonglow spell will suffice for the casting of this 

spell. 

Boost: Increase the length of the rope by 30’ (1 MP per additional 30’). 
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