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This is a standard RPGA Network tournament. A four-
hour time block has been set aside for this event. It is a
good idea to ask each player to put a name tag in front
of him or her. The tag should have the player's name at
the bottom, and the character's name, race, and gender
at the top. This makes it easier for the players to keep
track of who is playing which character.

The actual playing time will be about three hours.
Make sure you use the last 20 to 30 minutes of the
event time block to have the players capsulize their
characters for each other and vote. The standard RPGA
Network voting procedures will be used. Complete the
Judge's Summary before you collect the players'
scoring sheets. This way you will not be influenced by
their ratings and comments.

The players are free to use the game rules to learn
about equipment and weapons their characters are
carrying.

DM's Background:
About 20 years ago the Shadowhawks, an adventuring
company in the kingdom of Thesk, were employed by
Arken Rashad, a politician on a meteoric rise due to
their efforts. Having achieved a position of power and
prestige Arken became nervous. The Shadowhawks
had gotten him to this point by digging up or creating
evidence of corruption in his rivals. They were now a
threat because they knew all of his secrets. He ordered
the city guards to arrest them and had them sold as
slaves in Thay. All six have managed to extract
themselves from slavery and moved to Ravens Bluff
where Arken is now Thesk's Ambassador. Two of the
Shadowhawks were here for revenge; one was already
defeated in Altruists Only Need Apply, and the other
has begun her revenge by kidnapping Arken's
daughter.

Arken has seen two of the members of the
Shadowhawks in the city and suspects them. The
Senior Constable of the Investigative branch has been
directed to discover where Arken 's daughter is and
retrieve her before this becomes a major diplomatic
incident. In addition Arken is under investigation by
the investigative branch for his dealings with the
underworld in the city. At Corporal Phreem's
suggestion the Senior Constable has decided to recruit
some of the city's adventurers and has created an
excuse for their investigation. This is where the PCs
come in.

The PCs are brought to see The Senior Constable
and the mission is explained. They are directed to visit
Drahl Phreem for some more information and given

three optional paths to investigate. Drahl tells them of
the investigation of Ambassador Rashad and places a
sacred guardian spell on one of the PCs to warn him if
they are in danger. From here they can visit the smithy,
Garden of Opulent Splendors and the Spill and Swill
Inn to gather information. They will be attacked at the
inn, they will also hear the attack on the Thesk
Embassy by the ambassador's daughter and undead,
while at the Thayan Embassy. She magically flees the
site with a pair of swords. . Based on the information
they gather at these locations they learn that a Sergeant
in the city watch was one of the Shadowhawks and will
likely seek him out. He will tell them his tale and that
he saw the final member of the company at a villa near
the noble district a few days ago. This will lead the PCs
to the villa, and the final encounter with the woman
behind the plot.

While inspecting the characters keep a total of the
carried wealth of the entire party. This information will
be needed for Encounter 5

Players Introduction:
Your day stared poorly this morning and you aren't
certain if it has gotten better or worse since then. It
started as a gloomy, overcast day, the kind where you
don't want to do much of anything.

You had just finished breaking fast when a
company of the city watch came and asked you to
accompany him to the District Guardhouse. You
weren't being arrested; the Senior Constable of the
Investigative Department of the watch  had asked to
see you.

The Senior Constable didn't waste any time and
got straight to the point. The Ambassador of  Thesk’s
daughter had been kidnapped two days ago. There
have been no demands and no one has claimed
responsibility but the Ambassador has seen two
people lately who he had exiled from Thesk twenty
years ago and feels they might be responsible. Now,
do you have any questions before you begin your
investigation?”

Roleplay from here.
The PCs are given two options:

1. Find information leading to the recovery of the
daughter: 500 gp reward each.
2. Locate and recover the daughter: another 500 gp and
a potion of vitality each.
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The Senior Constable recommends the PCs go
speak with Drahl Phreem at the Temple of Torm before
proceeding to investigate the other clues. From there
they can visit the Sword Smith, Ardus, seek Ardianna
at the Thayian Embassy, or talk to Ambassador Rashad
at his embassy. Ardus and Ardianna are the two
Shadowhawks the Ambassador has seen.

Darian Sorison, Senior Constable, hm F8: AL LG;
Str 16, Int 17, Wis 12; Dex 9; Con 14, Cha 16, Com
12.

Sorison takes his position very seriously. He is in a
quandary about the current situation because he has
been investigating the Ambassador for three months
now. In addition the Lord Chancellor has ordered him
to do everything in his power to get the Ambassadors
daughter back. The investigation has turned up nothing
of use though he does know the Ambassador has
regular dealings with Phillip Longshadow, an
information broker who uisually can be found in the
Spill and Swill tavern on the waterfront..

• What do you know about these two?
They arrived about three months ago, when the Thayan
embassy rotated it's staff. Adrianna helped Ardus
obtain his shop and equipment. They met weekly for
dinner.

• When is there next meeting?
 Next week, they met last night

• What is the connection with the Thayan Embassy?
The ambassador from Thay has advisors from each of
the schools of magic. Adrianna is the new advisor from
the school of Divination.

• Is there anything else we should know about
Ardus?

From what we have observed he is a drunkard and a
weapon smith. In that order.

As the PCs begin to leave read the following:

“Remember, visit Drahl at the Temple of Torm
first, he should be able to provide some additional
assistance. Good Luck!”

From here the PCs should visit Drahl at the temple
of Torm. (See Encounter Two) After that they can visit
Ambassador Rashad (Encounter Three), Ardus
(Encounter Four), Adrianna (Encounter Five) or
Phillip (Encounter Six).

Encounter 2: The Temple of
Torm

Based on the information you received from the
Senior Constable you have decided to seek out Drahl
Phreem at the temple of Torm. You are greeted at the
entrance by brother Geofrey. “Well met, and
welcome to the temple of Torm. How may we assist
you this day?”

When the PCs say they are here to see Drahl
continue with the following.

Brother Geofrey nods at your words and motions
for you to follow him. He leads you to a small office
where a young man is waiting at a desk. His sandy
brown hair is uncombed, and the circles under his
eyes lead you to believe he hasn't been sleeping
much. As you enter he pushes back a stack of reports
with a sigh and looks up at you. “The Senior
Constable sent you? Well let me tell you what he
couldn't. About three months ago we began
investigating the Ambassador of Thesk. He had
begun having routine dealings with, shall we say, the
shadier members of Ravens Bluff Society and we
were curious what it was all about. While on your
investigation if you come across any information
which will help in our investigation it will be
rewarded.”

Drahl Phreem, hm P(Sp)8 of Torm:  AL LG; Str 17,
Int 12, Wis 18, Dex 7, Con 16, Cha 14, Com 12.

Drahl is beginning to feel pressured by the
combined duties of a ranking priest in the Temple of
Torm, a member of the Red Ravens and a Corporal in
the City Watch. He is particularly unhappy with this
current assignment which has required a great deal of
skulking about. He has been required by Darain to
appraise the PCs of the investigation of the
Ambassador, and the potential rewards if they discover
any useful information.

We don't know if his daughter has truly been
kidnapped or if he is aware of our investigation and is
trying to distract us.

• What is the Ambassador up to?
We don't know what his objectives are. We do know he
has had repeated contact with Phillip Longshadow.

• What do you know about Longshadow?
Longshadow would sell you anything for a price,
unless you are part of the watch. After he began
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meeting with the Ambassador he hired several bands of
adventurers to enter the dwarvish ruins. About a month
ago he stopped seeing the Ambassador.

• Do you have any evidence against the
Ambassador?

After his last contact with Longshadow the
Ambassador sent a letter to his sister in Thesk. Our
information showed he had no siblings. We intercepted
the letter and after determining there were no magical
messages made a copy of it and sent it on. We think
there is a coded message in it but haven't discovered it
yet. Here is a copy of the letter. Maybe you will have
better luck. Give PCs Player Handout #1

Drahl also mentions that Ambassador Rashad has had
frequent dealings with a Philip Longshadow, who is
usually found in the Spill and Swill tavern on the
waterfront. He does not know the nature of these
dealings.

After a little while read the following.

Are any of you bearers of medallions of
friendship, or actual followers of Torm?

If yes read the following.

If you are in need during your investigation you
may come here for healing. While it can't be free we
will be able to charge you a reduced rate for the
magic.

If there were followers of Torm give them Player
Handout #2

When the PCs are ready to go read the following:

You prepare to leave Drahl's office with a few
more questions answered and a lot more before you.
Just before you step out Drahl springs from his seat.
“I almost forgot, in case you get in trouble I have
been authorized to provide some additional
assistance. You, come here a minute.”

Drahl will pick one of the party members with this
criteria.
1) Has amulet of Friendship of Torm
2) Is follower of Torm
3) Is lowest level PC
4) Is Lawful Good

Whomever he picks Drahl will cast a sacred
guardian spell on that character.

“With this spell I will be warned if you are in
danger and will possibly be able to provide assistance.
If you go anywhere besides the Thayan Embassy,
Ardus's shop or the Spill n Swill send me some word
if possible. May Torm be with you in your endeavors
this day.“ With that he walks you to the door before
returning to his mound of paperwork.

Costs for Healing are on DM Aid #1

Encounter Three:
Ambassador Arkan Rashad

The PCs may want to speak with Ambassador Rashad
himself. They will find him at his embassy during
daylight hours and his home in the evening. Both are
easy to find. If the characters try to speak with Rashad
after the attack on the Thesk embassy in Encounter 5A,
then proceed from there and include the information
given here as appropriate.

Ambassador Rashad does not know what steps the
Senior Constable is taking to find his daughter, but the
arrival of adventurers as deputies is welcome to him
until they begin to ask about his past and the
Shadowhawks. He is affable and friendly until these
topics come up, at which point he remains friendly but
becomes a bit more formal. This is a very slight change
in his demeanor, but it should indicate that there is
something here he does not want the PCs to know
about.

Ambassador Arken Rashad, hm W7: AL LN; Str 6,
Int 17, Wis 12, Dex 14, Con 10, Cha 17, Com 10.

Arken is running scared. Twenty years ago he sold
an adventuring company he formed into slavery in
Thay. He had initially formed the company to help him
rise to power in Thesk, digging up or creating
scandalous information about his political rivals. When
he achieved power he feared his political backstabbers
would go for him next.

On the morning of the kidnapping he saw
Adrianna and Ardus, and was seen by Adrianna and
knew he had been recognized. When he returned to the
Embassy he learned that his daughter was kidnapped
that morning. He suspected Adrianna and Ardus,
perhaps the entire Shadowhawks band of seeking
revenge. When he contacted the Lord Chancellor and
Senior Constable he modified his story to say that he
had them exiled, rather than sold them as slaves. He
has been desperately afraid that his past is returning to
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ruin him since his daughter was kidnapped. Now he
fears the present as well.

Under orders from his government he has been
trying to research the process necessary for creating
blood swords, which were outlawed by the Fairin
Icemantle Treaty of the Vast. With Longshadow's help
he has recovered two of the original blades and has
hired dwarves to help him learn the secret of making
the alloy.

• Who were the Shadowhawks, how many were in
the company?

There were five total, the two warriors Ardus and
Arianna, plus a rogue named Kenton, the mage Deluk
and a priestess of the dark goddess Shar, named
Kimber. They were a mercenary company that served
me for a short time in Thesk many years ago. They
committed treason and were exiled.

• Do you think anyone else in the company is
involved?

I haven't seen anyone else, but they might be.

• What can you tell us about your daughter?
Her name is Lori, she is sixteen years old, has blond
hair, silvery gray eyes and was wearing a simple blue
gown on the day she was kidnapped?

• Why do you think she was kidnapped?
Obviously they are trying to get revenge on me for
having them exiled. Now that I'm out of Thesk they can
get to me.

• No, I mean why do you think she hasn't just run
away or something?

Lori has always been a well-mannered child. She
wouldn't just run away.

Encounter Four: Ardus
You work your way down the crowded streets of
Ravens Bluff towards the Hammer and Tongs
Smithy. You hear the sounds of a hammer pounding
on steel before the shop comes into sight.

Stepping into the building you see a older man
standing with his back to you working a metal rod at
one of the anvils. Obviously once in excellent
condition much of his muscle has gone soft. His back
is covered with scars left by the lash and as he works
you see scars on his neck and wrists where he
obviously wore manacles for several years.

With a final blow to the metal he holds a newly
forged sword blade up. He inspects the cherry red
blade for a moment then plunges it into the water.
The metal hisses as great plumes of white steam
billow forth. A moment later he turns towards you
and approaches.

“Greetings, I am Ardus. Might I interest you
folks in a new sword perhaps, or maybe you need an
older weapon repaired. I'm the man to get the job
done. How can I help you?”

Ardus manufacturers weapons of all sorts found in
the players handbook which may be purchased for the
book price.

Ardus, hm F3:  AL CG; Str 16, Int 8, Wis 10, Dex 14,
Con 12, Cha 9, Com 6

Ardus is a bitter man who hates authority in
general and politics and politicians in particular. His
bitterness stems from Arken selling him into slavery.
He worked in the quarries under the lash for nineteen
years before Adrianna ordered him freed, brought him
to Ravens Bluff and set him up in this shop. While
thankful for his new life he is plagued by memories of
the old one, and drinks heavily to forget.

His code of ethics holds everyone responsible for
their own actions. As a result he would happily torture
the Ambassador to death if he could get his hands on
him (He doesn't even know Arken is Ambassador to
Ravens Bluff. He believes Arken is still in Thesk) but
would never try and use someone else to get even. In
other words he would have nothing to do with
kidnapping Lori to get revenge on Arken.

Ardus will not open up to the PCs right away. He
does hate Arken and would like to see him fall, but he
will not discuss his private business with strangers
without reason. The PCs must either win his trust oir
threaten him with legal consquences to get him to
answer their questions.

• What happened to you?
These scars are my momentos of nineteen years of
slavery in Thay.

• Who is Arken?
Arken was a minor politician in Thesk. My friends and
I were hired by him to help him become a councilor.
We did it and as a reward he had us sold as slaves.
One day me or my friends will get even with him.

• Do you ever see any of these old friends?
I see Adrianna about once a week, and about a month
ago I saw Kenton. If I remember right he said
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something about working for the city of Ravens Bluff,
what a change for that old thief.

• How can we get in to see Adrianna?
Give this pin to the guards to bring to Adrianna. She
will see you.

Note: to get this ring, the PCs must have
convinced Ardus that they are “on his side” regarding
the incidents of the past.

• Do you know anything about codes?
The Shadowhawks had a code they used when dealing
with Arken. I couldn't read and write so I never
learned it. Kenton and Deluk definitely used it
regularly, Adrianna and Kimber might have learned it
also, I don't remember for sure.

• If the PCs tell of Lori's kidnapping-
You don't think I had anything to do with it do you? I
mean, I know I said I'd kill Arken but that's between
me and him. I mean it would be plain wrong to bring
the girl into it anyway...

• If the PCs push about Lori-
Look I told you I wouldn't do something like that. This
conversation is over. Now leave before I call the
watch.

Ardus will call the city watch if the PCs continue
to harass him, even if some of the PCs are watch
members. The PCs have no evidence that Ardus is
involved in the kidnapping and the watch officers who
come will refuse to take him in. They will escort the
PCs away and instruct them to leave Ardus alone.

If the PCs hassled him and then return for help in
getting in to see Adrianna he will still give them the
pin so long as they apologize for the earlier insult to
his character and meet the above requirement.

Encounter Five: The
Thayvian Embassy:

You approach the gates to the Garden of Opulent
Splendors. Posted at the entrance you see a dozen
guards wearing the livery of the City Watch. “You are
entering the grounds of those ambassadors from far-
away cities. While the laws of Ravens Bluff do apply,
you should be warned that some embassies apply
their own laws as well, especially the Thayvian and
Zhentilar embassies. Be warned.”

The guards can answer some questions for the
PCs:

• Where is the Thayvian Embassy?
Follow the blue tile trail to the left. The third Embassy
after the pond, on the left hand side.

• Where is the Thesk Embassy?
It can be found down the blue tile path to the left. It is
the second embassy after the pond.

• What laws might be applied to us that we don’t
know about?

It is advisable to be on one’s best behavior in this part
of the city. We do not know all the laws of these
foreign places, and the most common things might
warrant a death sentence. In respect for these powers,
we allow them to apply their own laws, provided that
our laws take priority.

If the PCs try and enter the Thesk Embassy
without an appointment or without explaining their
business, they will be refused access politely. Looking
about they will see twenty five guards, and several
hounds patrolling the grounds. From behind the
Embassy building they can hear the sounds of a forge.
If they are here to see Ambassador Rashad about the
kidnapping (first visit), he will see them in a drawing
room on the first floor. See Encounter Three.

When they approach the Thayvian embassy,
continue.

You draw closer to the entrance of the Thayvian
Embassy. The walls have a gothic appearance, lined
with stone carvings of horrific creatures. Just inside
the gate you are met by several guards, two in booths
to either side of the gate and another eight arrayed
before it. They seem to be waiting for you to do or say
something.

If the PCs don't have the pin from Ardus,
Adrianna will not see them. A guard will report back
to the PCs that she is busy with the Ambassador, if
they will leave word of where they can be contacted she
may get back to them. If they push the matter at all a
guard will draw them aside and say, “Look bud, if you
were a friend of the lady or something she might see
you, but you're no one if you get my meaning.”

 If PCs do have the pin they will be allowed in
after divesting themselves of all weapons and magic
items. The windows of the booths are enchanted in a
manner similar to a wizard’s sight spell (3rd level
wizard spell from Tome of Magic). It will reveal all
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magic on PCs, identify who is capable of casting spells
and give a general feeling of their ability level.) Some
PCs may stay with the equipment if they wish, and
receipts will be issued for anything left here. The
guards search for hidden weapons is thorough, each
has an observation and alertness proficiency with a 17
in each and the searches take ten minutes for each PC.
(Multiple guards will search any PCs entering at the
same time.)

You are led into the Embassy building to an ante-
chamber. A moment later a woman, wearing the Red
Robes of a Thayvian Wizard enters the chamber. Her
head is nearly completely bald, except for a single
braid of hair which hangs down past her shoulders.
Tattoos can be seen around her head. “Let’s cut to
the chase, my time is short. Tell me what you want to
know.”

Adrianna, hf (F2)/W(D)9:  AL LE; Str 15, Int 17,
Wis 16, Dex 7, Con 8, Cha 14, Com 12.

Spells: 1st level- read magic, detect magic, magic
missile (x2), shield, charm person, detect evil; 2nd
level- esp, Tasha's uncontrollable hideous laughter,
hypnotic pattern, blur; 3rd level- wizard sight, wizard
sight, hold person, fly, wraith form; 4th level- detect
scrying, magic mirror, fire shield, polymorph self; 5th
level- contact other plane, chaos.

Adrianna is only interested in furthering her
career. Her only weak spot is Ardus, who took her from
a life of squalor and hardship, treated her as a daughter
and trained her as a warrior. She feels a debt is owed to
him and does everything she can to help him. She
knows of his desire for revenge on Arken and will help
the PCs because of this. The struck-through spells were
activated while the PCs were searched and led here.
They will be active while they are in the room. Because
of the ESP spell she will quickly learn the true purpose
of their visit and will have them get to the point. She
knows the following:

• Arken was the founder of the Shadowhawks.

• She doesn't know the codes the company used to
use. Deluk did tell her that if she needed to decode
a message knowing the code was of prime
importance was all she would need to know.

• She wasn't involved in a kidnapping. If anyone in
the company was it would have been Kimber or
Kenton.

• She has a portrait of the company. Looking at it
the party will recognize Ardus (if they have seen

him in Encounter Four), Adrianna and Kenton.
They saw Kenton this morning; he was the watch
sergeant who brought them in.

• The sound of a forge can be heard regularly from
the Thesk compound. The Ambassador has had a
small building attached to the back of the
Embassy to house a dozen dwarves.

When the PCs are done with their questions read
the following.

You hear a scream of pain, followed by many
similar cries coming faintly from beyond the other
door into this room. Adrianna's eyes latch onto your
group. “You have to leave now. I must report to the
Ambassador. Go through that door (she points to the
back one, the one the PCs did not use to get in here)
and you will come out near the front of the house.
Those screams seem to be coming from the Thesk
Embassy. ” She gestures towards the door she entered
through and waits for you to leave.

The PCs come out the front door and can pick up
their magical stuff and equipment along the way.

PCs who stayed outside will hear the cries as well
and can rush over or wait for their friends.

Encounter 5A: Attack on the
Thesk Embassy.

What the PCs encounter depend on how long it takes
them to arrive after the attack begins. It takes one
round for PCs who were outside the Thayvian embassy
to cross to the Thesk embassy, two for those who went
inside (three if they collect their magical stuff on the
way).

Note: Ten rounds after the PC with the sacred
guardian spell on him arrives Drahl and twenty
members of the city watch will arrive.

Round 1- Kimber/Lori attacks the embassy with a force
of undead. While some of her minions engage the
guards she leads the rest out back to her father.

Round 2- PCs who were outside can arrive.
Kimber/Lori is around back with some undead, and
there are some undead fighting guards in the front. The
guards are losing.
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Round 3 -4 -The balance of the PCs will arrive. Fight
continues.

You round the corner and arrive at the gate to
the Thesk Embassy. The guards and dogs who were
patrolling the grounds are in a desperate struggle
with skeletons and zombies. As you watch one of the
guards hits a skeleton with his sword. A blue-white
fire, almost like a lightning bolt, arcs back over the
blade flinging the guard against the wall. Another
skeleton hits one of the guards with a bony hand. You
stare astonished as he is enveloped in a similar
corona of lightning. Other guards hack ceaselessly at
the zombies, but despite inflicting grievous wounds
the blows don't seem to be having any effect. Seeing
you one of the guards shouts, “The Ambassador, he is
at the back of the house. You must help him.”

Any PCs who try to go out back before the entire
party arrives will be engaged by a Hungry Dead. When
the entire party is available the guards will move to
engage the Hungry dead the PCs are fighting and again
ask them to help the Ambassador.

There are 20 guards and another 20 Hungry Dead
among the NPC combatants.

Guards (20), human F1: Int Average; AL LN; AC 5
(chain); MV 9; hp 8;’ THAC0 20; #AT 1; Dmg 2d4
(bastard sword); SA nil; SD nil; MR nil; SZ M; ML
12.

Levels 6- 42
Hungry Dead (2 per PC): AL NE; AC 8 (*/5); MV 9;
HD 2; hp 12 ;THAC0 18; #AT 1; Dmg 1d6; SA Nil;
SD Natural 19 or 20 to hit vital area first time, AC 5
afterwards, Turn as ghouls; MR nil; SZ M; ML special.
Saves: PPD 14, RSW16, PP15, BW17, SP 17.

They do not necessarily gang up 2 to 1 on a PC;
the total number fight to detain the PCs as best as they
can.

Levels 43+
Hungry Dead (2 per PC): AL NE; AC 5 (*/2); MV 9;
HD 6; hp 48; THAC0 15; #AT 1; Dmg 3d6; SA Nil;
SD Natural 19 or 20 to hit vital area first time, AC 2
afterwards, revenance spell protects from turning,
undead alacrity improves AC and Saves; MR nil; SZ
M; ML special. Saves: PPD 7, RSW 9, PP 10, BW 13,
SP 10.

They do not necessarily gang up 2 to 1 on a PC;
the total number fight to detain the PCs as best as they
can.

Magic missile spells must make attack rolls to
determine if Vital Area is hit. After the first successful
hit the Vital area can be targeted by the spell.

Use Handout #3 for a map of the area. When the
PCs run to where the Ambassador is, continue with:

Running to the back you are drawn up short by
the tableau before you. The Ambassador is standing
in front of a forge. Lying dead or wounded around
him you see a dozen dwarves. Standing around them
in a loose circle are a more skeletons and zombies.
Standing about ten feet from him you see a young
woman, about sixteen years old, wearing a midnight
blue cowled robe. As you watch she throws back the
cowl revealing long curly blond hair. The
Ambassador drops to his knees at the sight of her. He
seems to be staring at an amulet she wears around
her neck.

“Hello Daddie, how do you like my little
surprise? I thought I would just come here and kill
you, but now that doesn't seem like enough. I want
you to hurt daddy, are you hurting?”

The Ambassador lowers his head at her taunts,
you notice his hands are clenched into fists.

Lori/Kimber, hf (P(Sp)8 of Shar)/W(N)9: AL CE;
Str 9, Int 17, Wis 16, Dex 16, Con 7, Cha 14, Com 16.

**She is currently protected by a protection from
normal missiles spell and a minor globe of
invulnerability.** She has an active contingency spell
(from a scroll) which will teleport her away if she is
attacked.

Lori has been possessed by Kimber through the
use of the Amulets of Tharkush. Kimber came here
seeking revenge for Arken selling her into slavery. She
decided to use Lori as the tool for her vengeance
because she knew it would hurt more. But now she has
caused one of Lori's memories to surface. She knows
the swords the dwarves were working on are important
to Arken. Seeing the PCs here she plans to order the
undead to attack them and leave with the swords.

Ambassador Arken Rashad, hm W7: AL LN; Str 6,
Int 17, Wis 12, Dex 14, Con 10, Cha 17, Com 10.

Ambassador Rashad has recognized the Amulet of
Tharkush around Lori's neck and realizes that anything
he does will only harm his daughter. He finds he is
powerless and doesn't like the feeling. He will not take
any actions at this time.

Take the PCs’ actions for this round. Then read
the following:
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“I'll just take these for now and come back for
you later daddy.” She snatches up a pair of long
swords then pointing at your group she says, “Kill
them.”

The undead will move to attack the party. Resolve
this round of battle. At the end of the round
Lori/Kimber will teleport back to her villa. If anyone
tries to attack her Arken will try to interfere with the
attack. Whether she is hit or not she will fade out at the
end of the round.

Levels 6-13
10 Skeletons

Levels 14-25
4 Skeletons, 8 Zombies and 4 Shock Bones.

Levels 26-37
6 Zombies, 6 Shock Bones,  and 4 Hungry Dead

Levels 38-56
6 Shock Bones, 4 Hungry Dead, 4 Wights.

Levels 57+
12 Shock Bones, 6 Wights.

Skeletons: Int non; AL N; AC 8 ; MV 12; HD 1; hp 6
;THAC0 19; #AT 1; Dmg 1d6; SA Nil SD 1/2 damage
from edged weapons; MR nil; SZ M; ML special.

Zombies: Int Low; AL N; AC 6; MV 6; HD 2; hp 12;
THAC0 18; #AT 1; Dmg 1d8; SA Attacks last every
round; SD Nil; MR nil; SZ M; ML special.

Shock Bones: Int non; AL N; AC 7; MV 12; HD 3; hp
24; THAC0 17; #AT 1; Dmg 2d6; SA Nil; SD 1/2
damage from edged weapons, Hits by metal weapons or
hands cause 2d6 damage to attacker, Turn as wights;
MR nil; SZ M; ML special.

Hungry Dead: Int Low; AL NE; AC 8(*/5) MV 9; HD
6; hp 48; THAC0 15; #AT 1; Dmg 3d6; SA Nil; SD
Natural 19 or 20 to hit vital area first time, AC 5
afterwards, Turned as spectres, MR nil; SZ M; ML
special.

Wight: Int Low; AL CE; AC 4; MV 12; HD 5; hp 30;
THAC0 15; #AT 1; Dmg 2d4; SA energy drain 1 level
on hit; SD immune to sleep, charm, hold, death spells,
cold; MR nil; SZ M: ML special.

All undead are protected from turning with a
revenance spell.

Remember, 10 rounds after the PC with the sacred
guardian arrives Drahl will arrive with 20 members of
the watch. Read the following if appropriate.

With a loud cry about a score of men wearing the
badges of the city watch come upon the scene. At the
head of them is Drahl. They quickly set upon the
undead with a combination of weapons and spells.
With your assistance in a matter of minutes the
undead are reduced once more to lifelessness. When
the battle ends Drahl comes over to join you. “Well
met my friends, are any of you hurt?”

Drahl will, if necessary use his healing spells on
the PCs. Use DM Aid #2 to track the number of
healing spells he has available. Because the PCs are
acting under his direction he will use these spells
without charging PCs. When this is finished, Drahl
will ask what they have learned so far.

Things which can be reported:

• Arken founded Shadowhawks
• One Watch Sergeant was a member of the

Shadowhawks
• Lori stole 2 swords and magically fled, leaving the

undead to attack.
• Adrianna knows all about the investigation

“Continue with your investigation. I have to stay
here for a while and take the Ambassador's report on
what happened.”

Before the PCs can leave Ambassador Rashad will
call them over. They can now talk to Ambassador
Rashad if they have not done so before (see Encounter
Three), or have a follow-up conversation. How they
deal with him is up to them, but Corproal Phreem is
there too, and if they want out of the mission he
reminds them that an innocent has been kidnapped and
that they agreed to conduct the case.

When whatever the PCs have to say is exhausted,
Rashad says:

“That medallion around my daughter's neck was
an Amulet of Tharkush, an evil creation of the vilest
necromancy. It allows the wearer of the master
amulet to possess the wearer. If you find my daughter
you must remove the amulet from around her neck,
only then will she be freed from the possession of that
evil woman. I say woman because I know who has
possessed her. On the day of their exile Kimber of
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Shar said, ‘I'll be back to get you daddie.’ It is she
who has taken my daughter. Please save her.”

Encounter Six: The Spill and
Swill

Located in the roughest area of the docks the Spill
and Swill is said to be a hangout for thieves,
murderers and the other lowlife of the city. The
perfect place to find this Phillip Longshadow based
on what you've heard about him. The tavern is found
in the seedier area of town, down near the docks,
though not directly on the water front.

Your entrance draws no apparent attention from
the current inhabitants of the tavern. Several of the
tables have two or three scraggly looking individuals,
and three others are scattered along the length of the
bar. The customers are being waited on by two
relatively plain looking but clean women and a young
man. Behind the counter is a somewhat pudgy
looking man, though he is impeccably dressed in the
latest fashions.

As you look about one of the men sitting at a
table waves you over.

The pudgy man is Demetrius Brodkins, the Owner
of the Spill and Swill. Despite the lowly appearance of
his tavern he keeps himself neat and clean. He runs a
clandestine fencing operation under the kitchen with
those who know the appropriate passwords. He will not
do so for the PCs and will refuse to admit that he ever
does so.

Ambassador Rashad is here in disguise. He has
come to meet with Longshadow, and was just about to
approach him when the PCs came in (yes, this happens
even if Encounter 5A just happened - business is
business). He sits to listen to what the PCs learn from
Longshadow. If anything comes up that worries him he
will summon monsters to kill Longshadow.

The man waving them over is Phillip
Longshadow. When the PCs go over to his table read
the following:

“Well met. I am Phillip Longshadow, can I be of
some assistance to you?”

Phillip Longshadow. hm B4:  AL NE; AC 6 (10); MV
12; hp 14; THAC0 18; #AT 1; Dmg 1d4 (knife); SA
spells; SD spells; MR nil; Str 12, Int 14, Wis 11, Dex
18, Con 13, Cha 16, Com 16; SZ M; ML 14.

Phillip is greedy. He will sell anything for a price,
even if he doesn't own it. When the PCs enter he will

appraise their worth. He will demand 10% of all their
carried wealth to tell them what he knows. Carried
wealth includes cash, gems, and jewelry, but  not
magic items and equipment.

• How did you know we were looking for you?
Just about everyone who doesn't fit the decor is usually
here looking for me.

• What do you know about the Shadow hawks?
All six of the Shadowhawks have been in the city in the
last six months, though they don't all know the others
are here.

Deluk is dead, he got snagged in the first attempt
to get the Ambassadors daughter. Funny thing is the
only reason he got caught is because he was giving a
halfling woman a hard time about setting up a youth
center.

One of them is now a member of the city watch if
you believe it.

Kimber vanished shortly after entering the city, I
don't know where she is.

Ardus runs a smithy and Adrianna works for the
Thayvian Embassy.

They weren't sent into exile you know. They.....
****Attack***

• Have you ever worked for the Thesk Ambassador?
Yeah I've worked for old baldy. He had me hiring
bands of adventurers... ****Attack****

***Attack***
At this point, Longshadow is about to say

something that Ambassador Arken does not want the
PCs to learn, so he casts a monster summoning spell
while looking at the PCs in the bar's mirror. His
somatic components are concealed by his position in
relation to the PCs and a vocalize spell negated the
need for speaking the spell. The PCs shouldn't be able
to identify who summoned the monsters. Read the
following to interrupt what Longshadow is saying:

A roar fills the air, interrupting what Phillip was
telling you. ( # and Monster type) appear just behind
Phillip and attack.

Levels 6-25
Bullywugs (6): Int Average; AL CE; AC 6; MV 3; HD
1; hp 6; THAC0 19; #AT 3; Dmg 1-2/ 1-2/ 2-5; SA nil;
SD nil; MR nil; SZ M; ML 10

Levels 26+
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Troglodytes (6): Int Average; AL CE; AC 6; MV 3;
HD 2; hp 16; THAC0 19; #AT 3; Dmg 1-2/ 1-2 / 2-5;
SA Stench; SD nil; MR nil;  SZ M; ML 11.

Stench: Save vs Poison every round within 10' or
lose 1-6 points of Strength.

The monsters have been summoned to kill Phillip
and will concentrate their attacks on him. All six of
them will begin in melee combat with Phillip and will
attack him regardless of attacks on themselves. They
will continue to attack him after he becomes
unconscious till he is dead, then vanish once more.
The Ambassador and the rest of the patrons will flee
the tavern as soon as the monsters appear.

If the PCs save Phillip, he is much more eager to
talk to them. He tells them that Arken sold the
shadowhawks into slavery; he did not exile them. He
also hands them a piece of paper. They can find out the
same if they  use speak with dead spells, and they can
find the paper among his remains.

Give PCs Player Handout #3

Encounter Seven:
Confronting the Past

By this point the PCs will have been to the Thayvian
Embassy and learned that Watch Sergeant Erickson is
also Kenton, a rogue who once served with the
Shadowhawks. The PCs will have to confront him
before they can find Kimber's base of opperations. He
can be confronted while on patrol with a dozen
members of the watch or Drahl or the Senior Constable
can arrange a meeting with him. In any case other
members of the watch will be present when the PCs
confront him.

Sergeant Kenton Erickson, hm (T5)/F6: AL LN; Str
17, Int 10, Wis 7, Dex 15, Con 16, Cha 9, Com 12.

Sergeant Erickson has been serving as a member
of the city watch for eight years now as penance for his
previous behavior. He has come to terms with what he
has done and is ready to suffer any consequences for
his actions. Had he learned the Ambassador's daughter
had been kidnapped he would have come forward
about Kimber's location on his own, but it has been
kept quiet.

“So you know I was part of the Shadowhawks
then. Who told you?”

“Then you don't know it all. You've probably
heard that we used to destroy the credibility of his
political rivals, and that he repaid us by selling us
into slavery. There was more. If our information
wasn't enough to destroy Arken's rivals he sent me
back to poison them. I killed sixteen of his rivals that
way, along with twenty three others who just
happened to be at the wrong place at the wrong time.
I didn't even care that these other people were dying,
can you believe that.

“I even knew Arken was planing on selling us
into slavery. I overheard him giving the order. Didn't
even warn the others, I just tried to save myself. It
didn't work though, his men found me and I went to
the block in Thay as surely as the rest of them did.
My first master was scum, treated us as animals,
actually he treated the animals better. That lasted for
about a year or two. After that I was the property of a
kindly old man. He gave me back my dignity, my self
esteem. Do you know how I repaid his kindness? He
brought me on a trading venture. Once we were out
of Thay I strangled him to death and robbed him. He
was looking at me when he died, his eyes bulging, his
face turning blue. In his eyes there was only hurt and
confusion, he wasn't angry or sad, unless it was
sadness for me.

“That was the first time I watched someone die.
Oh, like I said I was responsible for the deaths of
over thirty people but I only heard about their deaths.
It’s not the same....

“I fled into the woods, did my best to survive till I
found some sort of village or something but I got
sick. I'm not sure how long I was ill but I remember
the old man in the cave took care of me for months.
He didn't say much that I remember but I found I
was telling him everything. He just kind of looked at
me. One evening he gave me a map showing where a
nearby town was and pointed out a bundle of
supplies. When I woke the next morning he was dead.
I buried him in a cairn, laying a tabard I found
carefully warped across his chest. The tabard had a
silver gauntlet pictured on it. The symbol of Torm.
After that I traveled from town to town, working on
this or that to make ends meet. When I arrived in
Ravens Bluff I decided this was where I was going to
live and joined the city watch after a stint on the
night watch during the veil. I've lead a full life and
tried to make up for what I’ve done as best I could.”

• If the PCs ask him about codes:
“We used to have a code to contact Arken when we
needed to. We called it the primary code because you
took the first word of every primary number sentence
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to hide the message. You know 1,2,3,5,7,11,13 and so
on.”

• The Ambassador's daughter has been kidnapped
by Kimber.

“Kimber has rented a Villa over by the Fire River. I
first saw her about six months ago. She was nasty when
I used to know her so I decided to keep an eye on her
especially since Arken was here but she never did
anything wrong, so I decided she was trying to forget
the past like I was. I'll give you directions if you
want.”

• Why didn't you report her when the Ambassador's
daughter was kidnapped?

“I never heard that she had been kidnapped till you
told me. I couldn't report her for nothing. Eventually I
had to stop watching her myself.”

All of Kenton's statements are true. Kenton will
not be able to accompany the party to Kimber's estate.

If time is running out in the game session, the watch
will offer to take over the investigation. Go to
Ending A. Otherwise when the PCs are ready go on to
Encounter Eight.

If the PCs ask the watch can get them a map of the
Villa grounds. In any case the watch will warn PCs
who go on that the Villas up in that area are all rented
and the will be charged for unnecessary damage to the
property. (What is unnecessary will be determined by
the Ravens Bluff courts, not the PCs)

Encounter Eight: The Villa
Following the directions given to you by Kenton you
have made your way to the Villa rented by Kimber
where you hope to find and rescue Lori from the
magical domination she is under.

An open archway leads into a garden, a flagstone
path travels through the center of the garden to a
fountain at it's heart. The path goes around it and
leads off to doors on the left, right and double doors
on the far wall. No one seems to be about right now.

Walking around the building will reveal the
kitchen door is locked from the inside, with no external
locking system. The shutters are drawn and latched on
all of the windows. None of these places can be used as
entrances unless the PCs break in, damaging the door
or window and shutters.

There are encounters in area G, I, and K.

A- The Gardens. Two cherry trees, in full bloom flank
the path about half way into the garden. Flowers and
bushes dotting the rest of the garden give it the
appearance of quiet beauty.

B- The Store room/Laundry. This left hand side of this
chamber is given over to shelves bearing linens,
candles, lamp oil, torches, soap, kettles and other
household items. The right side is used for laundry.
Two large wash basins and scrubbing boards, a
wringer and shirt press are all present here.

C- Servants quarters. Large enough to house six
servants in some comfort this chamber is currently
broken into three sections by hung blankets. Just inside
the room, piled along the back wall are spare cots, foot
lockers and other such equipment. To the left is larger
are used by two of the servants., a husband and wife
couple. A small room to the right is set aside for their
daughter’s use.

D- Wine Cellar. The walls of this chamber are lined
with wine bottle racks, most of them empty. Several
large barrels in the center of the chamber are labeled
water and ale.

E- The Kitchen. A large hearth rests to the left of the
shipment door. Set about the room in an orderly
manner are the tools you would expect to see in any
good kitchen.

F- Pantry. This room contains such items as flour,
sugar, honey, dried fruits and vegetables, a variety of
herbs and similar items.

G- The banquet hall. A large table, with seats for
twenty six rests to the left hand side of this chamber.
To the right are two rows of benches where musicians
could sit and in the far back corner you see a large
ornate concert harp. Standing in a line are three men
in leather armor holding halberds.

The men are actually undead. All three have
blastbones spells on them which causes them to
explode when they become inanimate either from
damage or clerical destruction. The stats for the
zombies are identical except for their explosion
damage which is listed in tiers below the zombie stats.
The central zombie has a spectral senses spell on it
allowing Kimber to see and hear everything it does.

(Note that damage done to the villa here is
Kimber’s fault, not the PCs’, and they will not he held
accountable for it.)
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Zombies (3): Int Non; AL N; AC 8; MV 6; HD 2; hp
16; THAC0 19; #AT 1; Dmg 1-8; SA Explode on
death; SD nil; MR nil; SZ M; ML Special.

Level 6-13
1d2 damage to all in 30' radius no save. 31'-45' away-
roll 2 Dex checks. 1 success 1/2 damage, 2 success no
damage. This is explosive damage, like a fireball, and
bypasses protection spells and devices (it is not fire).

Level 14-25
1d4+1 damage to all in 30' radius no save. 31'-45'
away- roll 2 Dex checks. 1 success 1/2 damage, 2
success no damage. This is explosive damage, like a
fireball, and bypasses protection spells and devices (it
is not fire).

Level 26-37
2d4 damage to all in 30' radius no save. 31'-45' away-
roll 2 Dex checks. 1 success 1/2 damage, 2 success no
damage. This is explosive damage, like a fireball, and
bypasses protection spells and devices (it is not fire).

Level 38-56
2d4+4 damage to all in 30' radius. no save 31'-45'
away- roll 2 Dex checks. 1 success 1/2 damage, 2
success no damage. This is explosive damage, like a
fireball, and bypasses protection spells and devices (it
is not fire).

Level 57+
3d4+4 damage to all in 30' radius no save. 31'-45'
away- roll 2 Dex checks. 1 success 1/2 damage, 2
success no damage. This is explosive damage, like a
fireball, and bypasses protection spells and devices (it
is not fire).

Any zombies that are not destroyed before the first
explodes will take this damage as well, possibly
destroying them as well and causing them to explode.
Protection from normal missiles spells will prevent all
damage from explosions. Shield spells will prevent 1/2
of the damage

Unless the PCs bypassed this encounter through
some form of invisibility to undead, Kimber will
know they are coming.

H- Guest Bedroom. To all appearances this would be a
very beautiful guest bedroom, however it looks as
though someone emptied a second bedroom and tossed
everything in here.

I- Master Bedroom. It is obvious that this is a woman's
bed chamber. The scent of jasmine fills the air, Fine
lace curtains cover the windows, and the rest of the
decor furthers this impression. There appear to be two
walk-in closets down a short hall to the left.

If the PCs head down the hall skeletons will come
out of the closet and attack them. The skeletons have a
double spell on them. If anyone attempts to turn them
they will all vanish. On the next round they will be
replaced by twice as many skeletons as are listed.

Levels 6-13
Skeletons (4): Int Non; AL N; AC 8; MV 6; HD 1; hp
8; THAC0 19; #AT 1; Dmg 1-6; SA nil; SD 1/2
Damage from edged/piercing weapons, Double in
number if turned; MR nil; SZ M; ML Special.

Levels 14-25
Skeletons (6): Int Non; AL N; AC 8; MV 6; HD 2; hp
14;THAC0 19; #AT 1; Dmg 1-6; SA nil; SD 1/2
Damage from edged/piercing weapons, Double in
number if turned; MR nil; SZ M; ML Special.

Levels 26-37
Skeletons (8: Int Non; AL N; AC 8; MV 6; HD 4; hp
27; THAC0 17; #AT 1; Dmg 1d6+2; SA nil; SD 1/2
Damage from edged/piercing weapons, Double in
number if turned; MR nil;  SZ M; ML Special.

Levels 38-56
Skeletons (8): Int Non; AL N; AC 8; MV 6; HD 5; hp
36; THAC0 15; #AT 1; Dmg 2d6+2; SA nil; SD 1/2
Damage from edged/piercing weapons, Double in
number if turned; MR nil;  SZ M; ML Special.

Levels 57+
Skeletons (8): Int Non; AL N; AC 8; MV 6; HD 7; hp
46; THAC0 13; #AT 1; Dmg 3d6+3; SA nil; SD 1/2
Damage from edged/piercing weapons, Double in
number if turned; MR nil;  SZ M; ML Special.

Both closets contain a number of gowns and
outfits. In the right hand closet in the back left corner
is a small chest. Any non-follower of Shar handling the
chest in any way will set off a glyph of warding. The
ward does 1d4 points of acid damage per level of the
PC involved. The glyph will effect anyone in this closet
or the hall leading to the closets. The other closet is not
effected.

In the chest is a clerical scroll with two neutralize
poison spells and two cure serious wounds spells.
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J- Bathing chamber. Two large wooden tubs are in this
room along with a large cauldron on an elaborate
mechanism which allows one to heat water over the
fire pit and swing the cauldron over either of the tubs
and pour it in.

K-The Laboratory.

Opening the door to this chamber reveals
absolute blackness, obviously of magical origins.

This room is under the effect of 4 continual
darkness spells. Lori/Kimber, as a Specialty Priestess
of Shar, can see normally in this darkness and is at +1
to hit/ damage and saves while in the dark. If the PCs
were able to pass the zombies in room G without
alerting them they will surprise Kimber just as she
finishes animating the house servants as undead.
Otherwise she will be expecting the party and will have
spells prepared.

Kimber will not melee with PCs, instead she will
use her spells to attack them and have her undead
attack them. For the first two tiers do not use the
enervation or summon shadows spells.

The PCs shouldn't physically attack Lori. If they
do she will report it to her father and their rewards will
be affected accordingly. To defeat her they must take
the amulet off of her. In each tier there are two
probability levels listed; the first is for attempts in the
dark, the second for attempts in a light room. Once the
amulet is taken any undead left will become dormant.
At that point go on to Encounter Eight.

On them other hand, Kimber would love for the
PCs to kill Lori in a fight. She will encourage the PCs
to strike her down by her actions (not words) if they
begin to melee with her and she cannot escape.

The spectral hand spell, if prepared, will deliver
all of her precast touch spells (underlined) on a
successful hit. Saves vs her Necromantic spells are at -
2 and she saves vs necromancy at +2.

Lori/Kimber , hf (P(Sp)8 of Shar)/W(N)9: AL CE;
AC 1; MV 12; hp 4 (Lori’s hp); THAC0 16; #AT 1;
Dmg 1d4+2 (dagger+2); SA spells; SD spells; MR nil;
Str 9, Int 17, Wis 16, Dex 16, Con 7, Cha 14, Com 16;
SZ M; ML 17.

Equipment: Dagger +2, bracers of defense AC 6,
ring of protection +3

Wizard Spells: chill touch, chill touch, magic
missile, shield, detect magic, burning hands, reduce,
cloak undead, spectral hand, vocalize, vocalize, web,
stinking cloud, forget, mummy touch, revenance,
revenance, vampiric touch, slow, dispel magic,

Beltyn's burning blood, enervation, dimension door,
stoneskin, bone blight, animate dead, summon shadow.

Priest spells: darkness x4, spectral senses, undead
alacrity x2, cure light wounds, cause light wounds,
hold person, silence 15'rad, heat metal, chant, augury,
continual darkness, prayer, dispel magic, protection
from fire, free action, cause serious wounds.

Prepared touch spells are listed by tier below.

Levels 6-13
Zombies (3): Int Non; AL N; AC 6; MV 12; HD 2; hp
10; THAC0 19; #AT 1; Dmg 1-8; SA Attack according
to Initiative; SD Immune to first Turn; MR nil; SZ M;
ML Special. (revenance, undead alacrity)

Prepared Spells: spectral hand, mummy touch, free
action, vocalize, shield, stoneskin (5 attacks)

Levels 14-25
Zombies (3): Int Non; AL N; AC 6; MV 12; HD 2; hp
16; THAC0 19; #AT 1; Dmg 1-8; SA Attack according
to Initiative; SD Immune to first Turn; MR nil;  SZ M;
ML Special. (revenance, undead alacrity)

Prepared Spells: spectral hand, mummy touch, chill
touch, shield, free action, vocalize, stoneskin (6
attacks)

Levels 26-37
Zombies (3): Int Non; AL N; AC 8; MV 12; HD 2; hp
16; THAC0 19; #AT 1; Dmg 1-8; SA Attack according
to Initiative; SD Immune to first Turn; MR nil;  SZ M;
ML Special. (revenance, undead alacrity)

Prepared Spells: spectral hand, mummy touch, chill
touch, cause serious wounds, shield, free action,
vocalize, stoneskin (7 attacks), protection from fire

Levels 38-56
Hungry Dead (3): AC:5 (*/2); MV 12; HD 2 hp 16;
THAC0 18; #AT 1; Dmg 1-6; SA Nil; SD Natural 19
or 20 to hit vital area first, time AC 2 afterwards,
revenance spell protects from turning, undead alacrity
improves AC, and Saves; MR nil; SZ M; ML special.

Prepared Spells: spectral hand, chill touch mummy
touch, vampiric touch, cause serious wounds ,shield
free action, vocalize ,stoneskin (8 attacks), protection
from fire

Levels 57+
Hungry Dead (6): AC:5 (*/2); MV 12; HD 2 hp 16;
THAC0 18; #AT 1; Dmg 1-6; SA Nil; SD Natural 19
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or 20 to hit vital area first, time AC 2 afterwards,
revenance spell protects from turning, undead alacrity
improves AC, and Saves; MR nil; SZ M; ML special.

Prepared Spells: spectral hand, chill touch mummy
touch, vampiric touch, cause serious wounds ,shield
free action, vocalize ,stoneskin (8 attacks), protection
from fire

L- The Study. The right hand wall is covered with a
book shelf. Covering the shelves are literary works by
some of the greatest writers in the realms. They were
put here by the Villa's owner for the use of renters. On
the desk is a new diary. Only one entry has been made
so far and it is dated today.

I can't make the same mistake with Arken that I've
made in the past, it was over too quickly. I must
discover the secret of these swords, according to Lori's
memories there is something illegal about them. Her
father instructed her not to talk to anyone about them.
If they are important enough I can ruin his career with
them. I also think I'll send him back his daughter after
I disfigure her. Ah, the notion terrifies her. I feel her
shudder in her own mind as I think about what I'll do
to her. But first I must attend to the servants. The girl
ruined my dress and her parents had the audacity to
try and excuse her stupidity. All three of them will
become mindless servants in my power before the day
is through.

Give the PCs Player Handout #5

M- The Sitting Room. This large room is obviously
used to entertain guests. Three couches are set around
a large fire place. In the back of the room is a small
bar. It is obvious that no one has used this room in
some time.

Encounter Nine: Wrapping it
Up

End ing A
Read the following to the PC who takes the

amulet.

You are enveloped in utter blackness, you can
see, hear and touch nothing. Moments later you are
assaulted by a blaze of colors passing to quickly to
follow. Gradually the images slow and you find
yourself entering a cave high in the mountains, an

elm tree stands to the left of it's entrance. In the cave
you see a wizards abode. Tomes line every open
surface in the room except for a simple bed in the
back. It is there that you are drawn. Lying on the bed
is an extraordinarily beautiful woman with long,
raven-black hair and dusky skin. She is wearing a
long sleeved purple gown, parted in the front to
reveal a pair of tights. Around her neck you can see
an amulet nearly identical to the on that you just
removed from around Lori's neck.

You stare in fascination as the body suddenly
takes a shuddering breath. Large brown eyes shoot
open, a look of pain quickly filling them. As you
watch her body starts to collapse in on itself,
becoming a lifeless pile of ash.

You find yourself back with your companions,
the amulet clutched in your hand.

Lori (if alive and conscious - adapt player text as
appropriate if she is unconscious or dead) is terrified at
this point. For the last two+ days she has been stuck in
the back of her mind watching every thought and
action Kimber took in her body. She wants to be
returned to her father immediately. If asked she will
tell PCs that Kimber occasionally left her body and
when she returned she had her spells back. During
these times Lori was bound and gagged and skeletons
were set to prevent her from leaving.

As you leave the Villa you see Drahl Phreem, the
senior constable ,and Ambassador Rashad
approaching the Villa with twenty members of the
watch. Lori breaks away from you and runs to her
father. They talk quickly and quietly for a few
moments. Then he turns to you.

Lori rescued unharmed.
The ambassador will thank the PCs for rescuing

his daughter and pay the PCs as promised and Lori
will give them a +3 Ring of protection.

Lori hurt by the PCs
The Ambassador will glare at the PCs. “You have

returned my daughter as I asked so I am bound by my
promise to pay you. But do not count on my good will
in the future.” He will direct the Senior Constable to
deliver the reward and leaves immediately with his
daughter.

Lori killed by the PCs.
The Ambassador will turn to the Senior Constable.

“It was your plan to use these buffoons to rescue my
daughter. Behold the results. I will take this to the
Lord Chancellor and Advisory council. I recommend
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you arrest these people immediately if you wish to
have any chance of retaining your position.”

The Senior Constable will ask the PCs to come
quietly and will escort them back to watch HQ.
Remember killing a member of the watch carries the
death penalty in the city.

The status of the PCs in this case will depend on
what information the PCs have obtained on the
Ambassador.

Regardless of how Lori came out of the adventure,
the Senior Constable and Drahl will ask PCs what they
have learned about the Ambassador. Check what they
report off on the list below:

• Arken Rashad formed the Shadowhawks
• He had Kenton assassinate political rivals.
• He sold the company into slavery.
• He hired Phillip Longshadow to recruit bands of

adventurers to obtain weapons with a gold/red tint
to them. They were also to obtain a diamond with
a strange flaw at it's heart.

• The gem was to be used to bribe dwarves.
• According to the coded message the weapons are

called blood swords.
• Kimber took the Swords and they should be

somewhere in the house.

If the PCs can provide two of the last four pieces of
information the Senior Constable will reward them.

• If they killed the Ambassador's daughter he will be
able to get them off with a 200 gp fine and
community service by demonstrating that the
situation was caused by the Ambassador's illegal
behavior.

• If they rescued Arken’s daughter the Senior
constable will give each PC 300 gp.

Finally if the PCs caused damage to the villa they
will be fined according to the amount of damage done.
This amount should be roughly 10 gp per hit point of
damage (full damage) of area-of-effect spells that were
used inisde the villa, plus 100 gp per piece of furniture
destroyed in physical ways.

It is likely that good-aligned PCs will want the
Ambassador to be punished for dealing in the unlawful
weapons and possibly for selling the Shadowhawks
into slavery. Whatever the confrontation, the
Ambassador cannot be punished for the slavery bit
because it happened in Thesk, where slavery is legal.
As for the weapons, the Ambassador can be forced
back to Thesk for his part in this business, but the

government of Ravens Bluff will not risk an incident
with Thesk while at war with someone else.

ENDING  B
With the information you have obtained the city

watch was able to infiltrate the house where Lori was
being held and effect her rescue. The officer who
removed the amulet reported that he saw a woman,
whom Ambassador Rashad identified as Kimber, turn
to ashes and die. The Ambassador, grateful for the
safe return of his daughter paid each of you the 500
gp he promised.

You are questioned by the City watch about your
investigation of the ambassador as well.

Again if the PCs provide the proper information
they will be rewarded as in ending A.

The End
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Experience Summary
Talk to Drahl 100 xp
Decipher coded message 100 xp
Get info from Ardus 300 xp
Get info from Arianna 300 xp
Defeat undead at Thesk embassy 300 xp
Get info from Longshadow 200 xp
Saving Longshadow’s life 200 xp
Getting info from Kenton 200 xp
Defeat Kimber and undead 500 xp
Rescue Lori unharmed 300 xp
Give info on Bloodswords to Senior Constable200 xp

Total Possible Experience 2,700 xp

Treasure Summary:

Introduction:
500 gp each

OR
500 gp and potion of vitality each

Encounter Five
20 gp
(2) 500 gp Fire Opals

Encounter Seven-I
Cleric Scroll w/ two cure serious wounds and two
neutralize poison spells

Encounter Seven-K
Bracers of defense AC 6
Dagger +2

Encounter Eight
Ring of protection +3
300 gp each

Fame Award
1 Fame Point in City Watch, City Government, or
General
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Player Handout #1

Dear Patricia,

I just thought I would write you and tell you how things are
going here at the Embassy here in Ravens Bluff. Have you
received any letters from Lori lately? The YOUNG LADY, as
she is so quick to remind me, made a complete spectacle
of herself at one of Lady Lauren DeVillars’ functions. Bold as
brass she went up to the High Priest of the Temple of Ilmater
and asked if he didn't find all that pointless suffering and
somberness at the temple just the least bit tedious. Blood
will tell they say but sometimes I wonder, hopefully she will
grow out of this unpolitic manner of speech. All that aside I
must admit she has grown into quite a beautiful woman in
the last three years, life in the Gardens agrees with her.
Swords haven't been drawn over her yet but rumor has it
that more than one fight between the sons of some of the
other Ambassadors were because of her. I'm not quite sure
whether I am happy or sad about that. Well I have to get
back to work. Write back when you get a chance.

Your Loving Brother,

Ambassador Arken Rashad
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Player Handout #2

Hail and well met,

I am Drahl Phreem, Torm's humble servant here in the city of Ravens Bluff. For over a year
now I have striven to compile a list of all the followers of Torm in the city so that we might pool
our efforts to enlighten others in the city and aid each other to our mutual benefit. Some of you
may already be in the compendium but I would like anyone who isn't to contact me so that I might
add you to the growing list of followers. Once you are added you will receive a list of all other
followers in the city and where they reside. If you are willing to do this please send me the
following information.

Character Name:
Class(es)
Level(s)
Race
Gender
Affiliations (Knighthood's, City Watch, City Official, Red Ravens, Adventuring Companies)
Player Name
Address
Phone Number

Send it to me care of Frank Timar, 101 Yorktown Drive Mt Laurel, NJ 08054
Thank You and may Torm be with you.

Yours in Torm

Drahl Phreem
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Player Handout #3

Ches 10, 1370 DR.
I was contacted today by an official from Thesk. He wished me to hire bands of adventurers

to venture into the ruins of the Kingdom of the Bright Sword, the nearby dwarvish ruins. These
adventurers would be paid 300 gp each plus any treasure they find to bring back any weapons
with a reddish gold tint to the blade and a diamond with a small white star formation in it's core.
He has offered to pay me 5,000 gold pieces if I will do this for him. I told him I would get back to
him.

Ches 12, 1370 DR.
I raised the asking price and Rashad agreed. He will pay me 2,000 gold pieces now to send

out bands which are in no way connected with him and will pay me an additional 3,000 gold for
the stone and 2,000 per weapon of the alloy he is looking for. In addition he will give me an
enchanted long sword when he receives the gem and at least 1 of the weapons. This will settle my
debt with Arflane.

Tarsakh 3, 1370 DR.
I have sent nearly two dozen bands out so far, none have found the gem or weapons but one

group who came back said something about the Dwarf Kings Tomb I plan to send the next group
there.

Tarsakh 6, 1370 DR.
Success, and within a single day. The fools thought they were on some noble quest. A paltry

sum of money and a few minor magical trinkets and they were happy. I've delivered the sword and
the diamond to the Ambassador and he has paid me double what he promised me. While I was
leaving he began making plans to contact some clan of dwarves to the South. Apparently he
intends to buy them off in some way with the items I have gotten him.

Tarsakh 14, 1370 DR.
One of the earlier bands has returned with another sword. I told them that my client had

already obtained one for his collection. I bought it from them for a third of the original reward.
The Ambassador was quite happy to get another one and paid in full.
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Player Handout #4
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Player Handout #5

Kimber’s Journal

I can't make the same mistake with Arken that I've made in the past, it was over too quickly. I
must discover the secret of these swords, according to Lori's memories there is something illegal
about them. Her father instructed her not to talk to anyone about them. If they are important
enough I can ruin his career with them. I also think I'll send him back his daughter after I
disfigure her. Ah, the notion terrifies her. I feel her shudder in her own mind as I think about
what I'll do to her. But first I must attend to the servants. The girl ruined my dress and her
parents had the audacity to try and excuse her stupidity. All three of them will become mindless
servants in my power before the day is through.
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DM Aid #1
Temple of Torm Healing Costs

Spell Name Level Cost # Available
Cure Light Wounds  1 50 (75) 13
Cure Blindness/Deafness  3 200(300)  1
Cure Disease  3 300(450)  5
Cure Serious Wounds  4 400(600)  6
Cure Critical Wounds  5 600(900)  2
Raise Dead  5 25,000(30000)*  1

* 5,000 gp worth must be in magic items
Numbers in () are for non followers without amulets of friendship. Followers and those with amulets of friendship
pay the lower cost

(The Number available do not include Drahl's spells)

DM Aid #2
Drahl's Spell List

Lvl 1 Lvl 2 Lvl 3 Lvl 4
command withdraw prayer cure serious wounds
cure light x4 find traps dispel magic cure serious wounds
detect magic hold personx2 remove paralysis neutralize poison

silence 15' speak w/ dead

DM Aid #3
Coded Message
The message is made up of the first word of every prime numbered sentence.
The Message is  "I have the Blood Swords"
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DM Aid #4
Kimber's Villa
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