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History of Riverside House and the Valley of Rood

Twenty years ago, Arnulf, youngest son of the war-lord, Wygulf of Antriem, set out with friends and retainers to seek
his fortune in distant lands. As a student of the aged Careol, the court Alchemist and Philosopher, he had never met his
father’s expectations, and his constant companionship with the robed followers of Careol was an embarrassment in Wygulf’s
armor-clanking halls.

After much preparation, the small expedition of three merchantmen and one warship set sail, hugging the rugged coast-
line into the wild Northern Wastes. Passing the mouth of a small river, the expedition decided to explore it rather than to con-
tinue to brave the rough seas and treacherous tides. The river was deceptive in its length, and they proceeded further into the
unknown land. The countryside was densely wooded with no signs of settlement. After a journey of several days, at a broad
bend in the river, they arrived at a small village with a ruined tower on a small island.

With a show of force on the riverbank, the warriors quickly cowed the humble villagers into submission. They ex-
plained to their new masters that the village was protected from the Owiraths by the ‘“Wise One” who lived in a dense part
of the forest across the river. Annually, the villagers loaded what supplies they could gather and delivered them to the servants
of the Wise One at the forest’s edge.

Arnulf was undecided about staying in this remote valley, but he ordered patrols to scout the area for a few days. The
patrols returned with the news that many grapes were growing wild outside the village and that the remains of what appeared
to be an ancient mining site showed some promise. In addition, the river did not proceed much further, ending at a falls at the
head of the valley, only three miles further upriver.

Throughout the summer, Arnulf’s patrols mapped the area as best they could and discovered a long-abandoned fort
above the mining strip and a complex of long-houses across the river, in good repair but unoccupied. The villagers explained
that the long-houses were the winter council halls for the Olwrath, a tribe of the forest Barbarians. No trails seemed to exist
into the forest of the ‘‘Wise One,” but, across a dirt trail from the forest, an old, overgrown ampitheatre was discovered; its
purpose was unknown by the villagers. They could give no account of its existence, stating simply that it had always been
there.

Two Acolytes with Arnulf, Follian and Grassian, began preaching at length to the villagers of the faith of “The Name-
less One,” and laid foundations for a temple in his honor. The presence of Arnulf’s men-at-arms had no small effect upon the
speed of the “‘conversions.’” In addition, the artisans accompanying the expedition repaired the tower and the hall on the island
and included a low stone wall in preparation for a possible attack.

The annual collection of offerings to the ‘“Wise One’’ began shortly after harvest; the villagers each donated a portion
of their meagre crop. To this, Arnulf prudently added two kegs of fresh wine from the local grape harvest and a long, concil-
liatory message to the “Wise One’’ composed by Follian. The early snows that winter and the failure of the Olwrath to meet
at their winter council were interpreted by the villagers as a sign of acceptance by the Wise One, and Arnulf began laying am-
bitious plans for his new fiefdom.

In the second year, the Priesthood claimed the area of wild grapes and began cultivating them as a source of revenue.
The engineers dug out the haphazard wells of the villagers and provided a layout for the expansion of the village, centering it
around the temple and the marketplace. The structure on the island was again enlarged and was named Riverside House by
the villagers, though Arnulf would have preferred something more impressive. At the second annual “collection,’” Arnulf added
four kegs of local wine, and another long missive was again included by Follian. As in the year before, the snows fell early, and
the Olwrath failed to hold their winter council.

Throughout this peaceful period, Arnulf continued his experiments in alchemy, free at last from the constraints of his
father’s criticism. For some unknown reason, processes which once were difficult for him became easy to accomplish. It was
during that long winter of the second year that, due to a shortage of base metals, he began experimenting with wine. Arnulf
transmuted the essence of the wine, by the addition and subtraction of certain elements, into something much more potent.
The result of his labors was a honey-colored fluid ‘‘as sweet as sunshine and as potent as a thunderstorm.”’

The winters’ gloom was considerably brightened by the inclusion of Riverside Wine at every meal. In the early spring,
at the urging of some homesick tradesmen, Arnulf loaded one of the merchantmen with his new wine and sent them back to
“civilization’’ to trade for supplies. When they returned in mid-summer, it was with a hold packed full of goods and coffers
full of silver. Riverside Wine was in great demand; the traders had spread tales that it was created from frozen Dragons’ breath
thawed in great copper kettles deep in the dark northern forests. Accompanying the return of his ship were three other small
trade ships from distant Ullit, and the beginning of the Riverside trade became established.

The third harvest again saw the annual collection, and, as before, Arnulf included four kegs of wine and the usual long
missive from Follian of the temple. This time, however, the wine was Riverside Wine. The weather that third winter was the
first to establish what was to become a pattern. The snows came early, but, instead of the weather remaining cold, there were
days of bright, springlike warmth, interspersed by days of sudden, violent thunderstorms and howling winds. Gone were the
days of long, uneventful winters.



It was during one of the “Smiling Days’’ that the Olwrath first made their presence known. In the early dawn, across
the river from the village, a dark mass of Shields appeared through the treeline, accompanied by regular blasts on a horn. In
front of the armed mass stood a giant of a man dressed in leather and fur and carrying a large, two-bladed Axe. From his side
of the river and atop the tower, Arnulf addressed the horde through a village interpreter. He bade them greetings and reminded
them that they, too, were under the protection of the “Wise One.” The Olwrathan Chieftain named himself as Hard-Hammer
and demanded some gift of friendship. After some repeated horn blasts and Shield-clanging, Arnulf reluctantly sent two kegs
of Riverside Wine as a token while his garrison commander, Oskine, vainly tried to estimate the number of warriors. Further
discussion was prevented by a sudden darkening of the skies, signaling the approach of another fierce storm.

Days later, when the weather had subsided, the Owrathans again appeared as before, and Hard-Hammer invited Arnulf
to meet with him in the middle of the stone bridge that spanned the river. No born warrior, Arnulf attempted to send his
commander, Oskine, but the Barbarian would treat with no one but Arnulf. With grave misgivings, Arnulf crossed the bridge.
The Barbarian Chieftain was even larger and more fierce at close range, and, when he extended a huge, scarred hand in friend-
ship, Arnulf cautiously accepted. Through his shaking interpreter, Arnulf learned that the Olwrath laid claim to all lands across
the river and beyond, but, as a concession to the “Wise One,’’ the valley and its residents would be spared. However, his coun-
cil had been greatly impressed by the Riverside Wine and now sought more; Hard-Hammer was inclined to barter. On familiar
ground at last, Arnulf sighed with relief and spent the rest of the afternoon working out the agreement: wine in exchange for
furs and meat. The Olwrathans would use the village marketplace three times a year when no other traders were present and
never more than twenty of them at a time.

In the next few years, the village of Parth and Riverside House prospered. Small trade ships arrived at the small dock
to unload their cargo and return with the fabled Riverside Wine and Olwrathan furs and hides. With the increase of trade, the
village bustled with activity;a settled life and the availability of local woman produced many marriages between the conqueror
and the conquered. The local people all seemed to trace their ancestry to one family and, indeed, bore no small resemblance
to one another.

Due to their greater familiarity with the people, the Priests, Follian and Grassian, noted with interest that certain of the
villagers could, by humming a tuneless dirge, cure some types of iliness in animals, and others, throwing seed in a random
manner in the fields, produced as good a crop as those who plowed and planted diligently. The children of these mixed mar-
riages seemed much more lively than their cousins, and, as they grew older, many were to be found in the temple area, eager
students of the Priests.

The men-at-arms were the first to take wives from the local populace. Most preferred to stay under arms in service to
Arnulf, but Oskine of Gont, the commander of the garrison, surprised many. After marrying a local girl, he petitioned Arnulf
to release him from service in order to establish an inn to serve the growing number of traders. Arnulf consented readily; Os-
kine had been his father’s choice, and, in any case, he was not from the same people as most of his other men-at-arms. As
they grew older, the men-at-arms passed on their service to their sons, and a council of twenty was formed to maintain order
in the village and the valley. Most stayed in the village of Parth, but some moved to the far end of the valley with their new
wives and built a second village near the base of Raven Falls.

The artisans preferred to spend most of their time at Riverside House, but, after a few years, many of them had left for
home where their skills were more in demand. The Priests, Follian and Grassian began pressing Arnulf to take a wife in order
to establish a continuing ruling house. He rejected these entreaties, stating that marriage should enhance one’s social standing,
and, as yet, no king had offered the hand of his daughter in marriage to an obscure prince at the edge of the world.

A certain covert hostility had developed between Arnulf and the new Priesthood over the use of the wine. Although
the Priests and their Acolytes cultivated the grapes and produced the wine, it was left to Arnulf at Riverside House to “‘trans-
mute” it into the precious product. In return for their wine, the Priests received one-tenth of the product of Riverside Wine,
but Arnulf would share the secret of its making with no one and had his men-at-arms guard every entrance to his workshop at
harvest time. -

All efforts by the Priests to contact the “Wise One’’ were in vain, although missives were sent with every annual collec-
tion. The villagers reported to their Priests that the Wise One often came into the village in disguise, and this led to the practice
of questioning every trader and deck-hand by the village watch.
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The Valley of Rood

The Valley of Rood is surrounded on three sides by densely-wooded slopes. The mouth of the valley is at the bend of
the river, and the valley continues for three and one-half miles to the Raven Falls. At its widest, the valley is just one mile
wide with the river winding from the falls to the mouth approximately mid-point in the valley. Near the base of the falls on
the west side is the small farming village of Nithen, recently established by Arnulf’s men-at-arms and their families. It consists
of one street with twenty-three, single story cottages staggered on either side. At its center is a small blacksmith’s shop and a
bakery. Set back from the Baker's is a long meeting hall, twenty feet by fifty feet, used for the meetings of the Nithen mem-
bers of the Valley Council. About one half mile south of the village of Nithen is a large, ruined structure called ““The Fort.” It
is built on a prominent outcropping of rock on the slopes of the valley and is in a bad state of repair. Below the fort is a large
depression of gravel, the site of an ancient mining enterprise. The remains of a smelter may be found a few hundred feet from
the base of The Fort. A dirt road leads from the smelter to the crossroads leading to Nithen and to the village of Parth. The
road to Parth is slightly less than two miles long, and, on either side of it, are the vineyards of the Priests. Some small farms
dot the remaining portion of the valley.

The east side of the river is Olwrathan territory and is covered by dense forest. Halfway between the river and the
eastern slopes of the valley, in the middle of the forest, is the winter council hall of the Olwrath. This is one long building
constructed of logs and 90’ x 25’ in dimensions. Connected to it by covered passages are several smaller buildings also built
of logs and with thatched roofs. The central courtyard around which these buildings are arranged is of beaten earth with a
single, carved pole twenty feet high in the center. A small trail leads from the buildings to the river where it crosses and leads
to the village through the fields.

Across the river from Parth, a few hundred feet from the riverbank, is an ampitheater. It is fifty feet across at the bot-
tom, with four tiers of seats rising up the sides. The area is badly overgrown with weeds and small trees, but the lower tier is
clear, and the arena floor is cleared of any growth. A narrow, winding trail leads from the ampitheater to the road, where it
meets with the stone bridge over the river. Awinding, overgrown trail leads to the east wall of the valley from the stone bridge,
passing in front of the extremely dense forest on the right. A small, rutted trail leads into the forest. This is the end of the trail
used for the annual collection of supplies for the “Wise One.”

In the center of the dense forest is a tower in a clearing. It is eighty feet across and several stories high. A small, almost
obscure trail leads from it to the road. The villagers object strenuously to any attempts to investigate the tower, stating that
the area is sacred and that the Barbarians will defend it to the death. Arnulf forbade patrols in that direction. His men were
only too happy to comply when it was noticed that the Barbarians did, indeed, watch it very closely. To this day, none of Ar-

The Main Street of Parth, Galligher's Lane



Description of the Village of Parth

The village of Parth is dominated by Riverside House. On the bank of the river, just above Riverside House is a landing
dock capable of berthing three or four small trading ships. A row of trade sheds stands back from the dock and ends at the
stone bridge. Across a 60’ yard from the causeway of Riverside House stands the Temple of the Nameless One. At one end are
three wooden pyramids 20’ at the base and rising 35'. They are painted a dull red and are dedicated to three of the four
elements. Each ends at the base of a long hall thirty feet by sixty feet for the assembly. The building is fronted by two carved
poles three feet in diameter and ninety feet high. To the left of the temple is the winery, a low, stone building twenty feet by
fifty feet. Behind the winery are several storage sheds of wood and stone. To the north of the temple and some shops is an
open rectangle of beaten earth one hundred feet by two hundred feet. This is the marketplace. No permanent stalls are built,
and it is left vacant from November to March.

At the south edge of the marketplace stands the Feathered Serpent Inn owned by Oskine of Gont. The front of the Inn
faces the marketplace. The Inn is a two-story building built of stone with wooden crossbeams and plastered walls and topped
with a shingled roof. Itis 80’ long by 30’ wide. Curving from the Feathered Serpent to the temple is a row of small shops and
houses. Across from the Inn is another row of shops and workplaces. A tannery, a blacksmith, and a woodworking shop are
the central buildings, surrounded by a hodge-podge of dwellings for the workers and apprentices. Behind these and next to the
river is Velix’s boat house. Here, boats are built and repaired and fittings are manufactured. The total population of the village
during the trading season from March to October can rise as high as twelve hundred; during the winter it would usually not in-
clude more than four hundred permanent residents.
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The Plot of Swithain

Judge’s Note: This scenario can be used to provide your characters with a reason for visiting Parth and getting involved
with the activities there. The characters detailed here can be used by your players, or they may use some of their own. The
characters should be of Neutral or Evil alignment to undertake the adventure from this scenario. An option is to use these
characters and this scenario to add to the adventure by having this group of NPCs be among the group of guests at the Fea-
thered Serpent Inn who, along with the player-characters, accompany Oskine to Riverside House to investigate. In that case,
the Judge must find another rationale for the player-characters to be in the town of Parth at the time.

Careol, the court Alchemist, had numerous reports from Arnulf, who described for his mentor in glowing terms his
activities at Riverside House. The accumulated correspondence was stored in an ornate strong box in Careol’s monastic cell on
the castle grounds. At the death of Careol, Lord Wygulf engaged the services of Swithain of Aletta who, although a bona fide
Alchemist, lacked the high moral fibre of the aged Careol.

Shortly after joining the Council of Wygulf, Swithain discovered the accumulated scrolls in the strong box secreted in
a niche in the wall. At first, he was inclined to report this find to his employer or, at least, to the Alchemists’ Guild; however,
curiosity and greed dictated otherwise. Night after night, as he studied Arnulf’s crabbed script, his excitement grew. He was
intrigued by Arnulf’s glowing accounts of his marvelous new product and of the complex, arcane procedures by which it was
made. The owner of such a secret would, indeed, establish a reputation for alchemy and experience a rapid rise in the hierarchy
of the Guild, not to mention the vast fortune that would be accumulated in the process. Accordingly, he bagan scheming to
acquire the secret knowledge. Several attempts at flattery, via flowery letters to Arnulf laced with promises of academic fame
(and his father’s possible approval) were received with stony silence. Clearly, other methods must be employed. For many
nights, the robed figure of Swithain was seen to haunt the hostels, brothels, and gambling dens along the harbor front of the
small port below the castle.

One moonless night, dim, cloaked figures could be seen furtively entering Swithain’s chambers through a small, rear
entrance. Only after the entire party had assembled did Swithain light the main lamp so that all could see one another. The
room contained a motley collection of unlikely characters. Seated around the table, casting suspicious glances at one another,
were seven men besides Swithain. The first was Al-Hammir, a swarthy foreigner whose dark eyes flashed from beneath his head
wrapping which obscured the rest of his face. He wore a voluminous, faded striped cloak common to the people of the far
desert and intruduced himself as a merchant in search of exotic wares. There was something about his manner which belied his
statement; his quick, deft movements betrayed to a knowing eye the long-practiced, fluid movements of the professional
Assassin. On his right sat Raphael Tuche, an itinerant scribe, his ink-stained fingers drumming casually on the table-top as if
to underline his statement of profession. He wore the semi-clerical garb of the scribe; his writing utensils hung in a small bag
attached to a cord around his waist. Like Al-Hammir, there was a subtle difference between his appearance and his story, and,
like his associate, his true profession was the same. His clear, grey eyes flicked occasionally to his left as if seeking confir-
mation from the swarthy Assassin. On the right of Tuche sprawled the massive frame of Alaric of Kiel, a burly, left arm
propped casually on the hilt of a massive Broadsword and the dregs of many nights of swilling beer matted on his fur vest.
Steadying himself by grasping the table, he revealed a massive forearm cross-hatched with numerous scars above a jeweled
bracelet. As he spoke, those on either side of him moved perceptibly away from the odor of many nights of carefree abandon-
ment. Next to him, Bandhu of the Wastes drew his embroidered cloak further out of reach of Alaric’s sprawling foot and
averted his manicured beard from his companion as he spoke. His fine attire and easy manner suggested his proficiency with
the curved blade at his side. Hfron Three-Fingers clasped the haft of a broad-bladed Axe held upright between his knees as he
introduced himself. A mop of unruly red hair spilled down over his forehead, parts of it becoming lost in an equally unruly
beard. His short, thick frame and jerky accent bespoke his mountain origins. To his right, sitting at ease on a stool with an or-
nately-carved lute placed before him on the table, Calhill the Minstrel gave an embellished account of his numerous exploits,
his broad, open face often breaking into an engaging grin as he dwelt on some detail. Pushed to the back of his head was a
feathered green cap holding down his curly, blonde hair. Seated next to Swithain and completing the circle sat Fornott, his
bushy, dark eyebrows working into a frown as each of the party intruduced himself. Emblazoned on the left shoulder of his
cloak was the reversed new moon insignia of the Alchemists’ Guild. Swithain’s obvious deference to him made it plain that he
was a ranking member of the Guild.

Al-Hammir

CLS ALN LVL HTK ARM PSL STR INT WIS CON DEX CHA END AGL LED LCK PSY WPN

ASN CNX 062 030 064 043 124 165 104 123 163 151 103 143 105 105 093 DSS
and DTK

Al-Hammir, from one of the southern countries, does not talk about his past. Though an independent worker, he has made
his peace with the local Guild and is accepted by them. Serving a period of exile for a youthful indescretion, Al-Hammir needs
only a few more profitable missions before he can return home. Once very impulsive and foolhardy, he has learned self-
discipline on his travels and is now nearly ready to effect his revenge on those who caused him to be exiled.






Raphael Tuche

CLS ALN LVL HTK ARM PSL STR INT WIS CON DEX CHA END AGL LED LCK PSY WPN
ASN CNX 042 022 044 042 143 174 113 104 143 124 123 154 095 096 104 BFM
and DTK

Raphael Tuche, though a Scribe of fair accomplishment, is primarily an Assassin. He is not very experienced yet but shows
great promise. Of a cool, calculating disposition, he weighs all courses of action before he strikes. His wide knowledge of
human nature and politics permit him to find vulnerabilities where few others would have seen them.

Alaric of Kiel

CLS ALN LVL HTK ARM PSL STR INT WIS CON DEX CHA END AGL LED LCK PSY WPN
FTR LNX 051 048 074 033 184 103 073 164 124 084 143 187 104 123 052 DBS

Alaric of Kiel is as typical a big, boisterous brute as one could ever find. Though not stupid, Alaric simply gives little thought
to anything other than the pleasure of the moment. He prefers to work as a member of a team, acting as the point Fighter
with the others protecting his flanks. He is fairly loyal to his comrades but looks out for himself first.

Bandhu of the Wastes

CLS ALN LVL HTK ARM PSL STR INT WIS CON DEX CHA END AGL LED LCK PSY WPN
THF CNX 052 028 048 033 165 164 123 123 165 154 125 165 103 143 102 DSC

Bandhu of the Wastes is a loner and not much given to cooperative action. He always thinks of himself first but will aid his
companions because he knows they can help him. He will not steal from members of his own team but will search their
belongings to discover what items they have that could be useful to him.

Hfron Three-Fingers

CLS ALN LVL HTK ARM PSL STR INT WIS CON DEX CHA END AGL LED LCK PSY WPN
FTR CNX 052 046 065 032 175 145 123 143 143 143 124 133 103 104 114 DBA

Hfron Three-Fingers was supplied to the party through the Mercenaries’ Guild at the request of the Alchemists’ Guild. He
owed them a couple of favors and is known to always be dependable to his contract. He has been given the extra task of body-
guard to Fornott. Quiet and reserved, Hfron is a formidable warrior who is at home in the plains as he is in the mountainous
regions.

Calhill the Minstrel

CLS ALN LVL HTK ARM PSL STR INT WIS CON DEX CHA END AGL LED LCK PSY WPN
BRD CNX 061 040 049 053 124 173 164 125 154 173 103 143 154 123 134 DRS

Calhill the Minstrel owes Swithain a favor from way back; now is his chance to repay the debt and perhaps gain material for
an epic song. He doesn’t much like the idea of traveling to the northern borders but will do whatever is necessary. Calhill
resents his debt to Swithain and will take advantage of any opportunity to turn the tables on him and place Swithain in his
debt instead.

Fomott

CLS ALN LVL HTK ARM PSL STR INT WIS CON DEX CHA END AGL LED LCK PSY WPN
ALC LNX 062 020 032 064 102 165 144 123 142 124 095 104 123 104 153 DDG

Fomott, although not a better Alchemist than Swithain, has greater political influence in the Guild, and Swithain was forced
to take Fornott into his confidence in order to obtain needed help in his plot to obtain the formula for Riverside House Wine.
Although not an adventurous type, he will take advantage of this opportunity to further his influence in the Guild and build
even more political power. He wants the formula, and is very single-minded about it. He has every intention of cheating
Swithain out of his share of the glory if the formula is found. He is cunning but will only be patient a short while before he
strikes.

Swithain explained to the group that, in accepting their 300 GP task fee, they had agreed to undertake an adventure
to the distant lands of the Northern Wastes. He explained that the leader of the group would be his associate, Fornott, pro-
visions had been assembled at one of the small wharves, and, at dawn, the trading cog, Almier, would depart. The purpose of
the adventure was to secure, by any means, the formula for the elixir possessed by one Arnulf of Riverside House. No accurate
description of the interior of Riverside House was available, and only sketchy information existed about the colony established
nearby.
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With the running tide of the following dawn, the Almier, with her passengers, began the voyage northward. After
several weeks of uneventful coast-hugging through the increasingly chill northern waters, the cog turned towards the mouth
of a small river densely forested on either bank. Navigator’s markings in yellow dye were clearly visible on several rocks as they
proceeded upriver. Shortly after midday on the fourth day of the river journey, a small trading vessel was spotted on a sand-
bar. No answer was given to repeated hailings, and cross currents prohibited closer investigation. All aboard wondered at what
might be the reason for a ship in obviously good repair to be thus abandoned in peaceful country, and, for the remaining four
days of the river journey, much speculation was entertained over mugs of beer. On the ninth day, the Almier rounded a bend
in the river, bringing it into the small Valley of Parth. Dominating the three-wharf harbor, on a splinter of land, stood the im-
posing structure of Riverside House and, above it, the blue and gold banner of Antriem floating gently in the breeze.
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Merchant Crew on the Docks

Tying up at a jetty, the party was met by three members of the Town Guard. Their weapons and deportment had the
casual appearance bred of long idleness in peaceful surroundings. They were given directions to the Feathered Serpent Inn, an
imposing wood and stone structure hard by an ornate stone temple. The courtyard was filled with a noisy montage of villagers,
seamen, and traders drinking and arguing loudly in the early morning sun.

In the doorway, burly arms folded across his chest and a soiled apron wrapped around his ample middle, stood Oskine,
owner of the Feathered Serpent. Bidding them welcome, he led them into the smoky interior, seating them at a long table
between the bar and the fireplace. The main room of the Inn was some 60 feet in length by 40 feet wide. A huge, stone fire-
place dominated the far wall at the right of the entrance. Directly across from the entrance was a long, carved bar containing
a wide assortment of mugs and casks and flanked on the right by a stairway and on the left by more tables. At this early hour,
the room was largely empty except for a small huddle of villagers in the left-hand comer of the room. A young, blonde boy
began feeding the dying flames in the fireplace and lighting rush lamps on the table. Trenchers of meat and mugs of ale were
quickly set before the party. After they had eaten, they were joined by Oskine, the tavern owner, who inquired about their
voyage and their possible business in the Village of Parth. While Fornott gave a rambling discourse on his search for unusual
plant life to be added to the gardens of his employer, all talk ceased among the group seated in the corner. A tall, fair-haired,
attractive girl, her blond braids falling over her shoulders, joined the tavern keeper and cast appreciative glances and frequent
shy smiles toward Calhill, who responded with knowing looks. She introduced herself as Katha, daughter of the owner, and
shyly suggested a song to while away the time. Calhill moved to a stool by the fireplace and, after tuning his lute, broke into a
lively tavern song. Before long, the sound of music had attracted a goodly number of the villagers and most of the assembly in
the courtyard. As the afternoon wore on, the beer flowed and the convivial atmosphere prevailed, relaxing the tensions of a
long voyage and breaking the monotony of quiet village life. After many songs and repeated refills of his mug, Calhill pleaded
hoarseness and begged a short reprieve. This request provoked groans of dismay from all present. Appearing from the door to
the right of the fireplace, Katha suggested that he accompany the local Bard, Willaen, in a saga. Stepping from the gloom
behind her, an elderly villager appeared, carrying a long-stemmed lute. Some small applause broke out from the villagers. After
tuning their instruments and agreeing upon a rhythm, Willaen commenced the Saga of the Rood.



The Saga of the Rood

Remember well, my people, The cost will be enormous
The days of wrack and ruin In strength as well as spirit.
When the heavens fell upon us  Of our knowledge and our wisdom,
And the oceans burst their shores. Of our skills and of our reason
Remember well the days of cold, Nothing may remain.” 2
The days of cold and hardship, 7
Of crying in the darkness Strove they then with all their might %
And the many lonely wailings Against the dangers dark and fell v

Of the people thus afflicted. Gave they all they had and more )
To break the force of darkness. y ’ g
Remember then the strength expended They died that others lived, )
To allay the wrath of nature Their lives were spent for all.
To hold back the great onrushing Remember, and forget them not,
Of wind and stinging rains. Forget them not,

Remember death and cold and darkness
And mothers numbly clutching
The dead and dying to their breasts.

Forget them not.

All the mighty Masters met

In council they, surrounded by the fearful
Heeding well the pleadings

And mindful of the sorrows

Of kin, both near and far

Of loved ones and of strangers

Of those not yet among us

Whose lives did now depend

Upon the skill of those assembled.

The greatest of the Masters,
Seated on his throne of granite,
Raised a hand to quell the querries
Of his faithful friends and sons.
He spoke, the throng attended
“We will bend our every effort

To the saving of our Faelings,

Of the places of our gladness,

Of the home of song and laughter,
But listen well to me. . .

Minstrel Calhil

Willaen the Bard

CLS ALN LVL HTK ARM PSL STR INT WIS CON DEX CHA END AGL LED LCK PSY WPN
BRD NGX 061 030 041 064 092 153 124 092 143 144 082 104 105 123 104 IDG

A vigorous old man, Willaen is familiar with all the local legends but prefers to recount the long, poetic version of a story
rather than to just answer questions. His voice is good, and Calhill will respect his talents. Willaen does not involve himself in
local politics but is respected by all sides as a mediator. He will not inform strangers of what he knows of current local con-

flicts.

/AN CARR
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The Feathered Serpent Inn

The Inn is the only privately-owned stone structure in the Village of Parth. the other two stone structures are the
Riverside House and the temple. The building faces Gallagher’s Lane, the main thoroughfare from the docks to the market-
place and shops. Nearby is the temple complex.

Ground Floor (60’ x 40°)

The Inn is built in a wide U shape of close-fitting, well-cut stone. The 2’ thick walls have windows 4’ wide and 5’ high
covered by heavy iron grills on the outside and heavy wooden shutters on the inside. The three doors, front, side, and back, are
4’ wide and 8’ high and built of solid oak bound with iron bands and having heavy iron bolts for security on the inside. The
back and side doors are always bolted on the inside.

Room F1 Tap Room (55’ x 21')

The entrance is from Galligher’s Lane between the wings of the private meeting rooms under a porch at the main door.
Directly across from the main entrance is a 16’ long bar, where the owner of this establishment is often found. To the left of
the doorway are two wall booths and then a doorway to Private Room 3. In the left front corner is a corner booth. There are
two windows in the left wall next to the bar. On the front of the bar is an iron foot rail. At the rear of the bar, an elevated
step provides the owner with a clear view of the patrons and activities. To the right of the bar is a locked back door. Next to
the back door is a 3’ wide stairway to the 2nd floor sleeping area.

In the back corner of the right wall is a side door to the Lane between the Inn and the Adventurers’ Guild Hall (always
locked). In the center of the right wall is a 5" wide and 6’ high heating and cooking fireplace. In the right corner of the room
is the favorite table of Gunda when she visits the Inn in disguise (although, with her height, disguise is largely useless). Next to
it is the door to Private Meeting Room 2. Two booths fill the distance between the front door to the right along the front wall
to the door to Room F2.
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Twelve 1’ square pillars 10’ tall with brass lamps on each side near the top hold of the wooden ceiling and run down
the center of the room in two rows of six, left to right. Four tables and chairs are in the center of the room to the left of the
door. To the right of the door in the center of the room is one large, 3’ wide by 14’ long table flanked by long wooden ben-
ches. This table is attached to the floor like the others, but beneath it is the access to the storage basement which can be
reached by lifting the table and, with it, a counterbalanced stone floor slab, revealing a stairway leading down to Room F12.

Room F2 Private Meeting Room (16’ x 13’ with an 8’ high ceiling)

The entry is through a 4’ wide door from the Tap Room (Room F1). The floor is flagstone and there are three windows 3’
wide in the left, front, and right walls. The left window faces the alley way to the Adventurer’s Guild Hall; the front window
faces Galligher's Lane. The right window faces the entrance courtyard and the other private Meeting Room. The room is oc-
cupied by a 3’ wideand 10’ long table bolted to the floor and surrounded by wooden chairs. There are extra chairs around the
walls. Two low, flat-topped wooden chests, one on each side of the front window, contain table linen and food service items.
There is a 2’ high storage attic above the wooden ceiling. Access to it is through a panel in the right front corner. It is empty.

Room F3 Private Meeting Room (16’ x 13’ with an 8’ high ceiling)
This room is the same as Room F2 except that there are no storage chests at the windows. The attic above this room is also

empty.

Second Floor

Room F4 Corridor (7’ x 17’ with an 8’ high ceiling)
A 3’ wide stairway runs up from the main Tap Room. The construction of the stairs, the walls, the ceiling, and the floor is of
wood. The floor is covered with woven rush mats. At the top of the stairs, facing the front of the Inn, is a 7' long blank wall.
A 14’ wall to the front is broken 7' from the left corner by a door 2%’ wide opening into F5. Four feet past that is a 3’ wide
archway leading to F6. The 7' long right wall is blank. The 17’ long back wall is the outer wall of the back of the Inn.

In the back right corner is a 2’ x 7' x 4' flat-topped chest containing clean linen for the bedrooms. Hidden in a false
bottom of the chest is a sack containing 6 GP, 41 SP, 200 CP, and a variety of pins and medallions found by the Inn staff. This
is the collective treasure of the Inn servants.

Room F5 Rented Room (15’ x 13’ with 8’ high ceiling)

This room was rented last month by a Cleric (Gemrilar) of some sort who has just left on a week’s excursion into the local
wilderness with a pair of Olwrath tribesmen. The walls are richly decorated with tapestries, and the floor is covered with rugs
and furs. Looking in from the door, a corner work area in the left corner and an 8’ long work table along each wall can be
seen. Above the work tables are shelves holding vials and bottles labeled and containing multi-colored substances. In the
middle of the left wall is a window 4’ wide and 6’ high, barred from the outside, that looks out on the Adventurers’ Guild

Hall. Wooden shutters are on the inside of the window. Beyond this is the corner of the room, which contains a 4’ closet. The:

closet holds three light-colored and embroidered robes, two pairs of pull-on boots, iron rations for 10 days, a waterbottle, a
lamp, and a Dagger. A large, waterproof cloak and a belt with six pouches hang on a hook. Next to the closet is another win-
dow 4’ X 6 that looks out on Galligher’s Lane and the Merchants Quarters beyond. At the junction of the front wall with tne
right-hand wall and positioned along the right-hand wall is a 6’ long by 3’ wide canopied bed with heavy curtains. In the cor-
ner of the right-hand wall and the entrance wall, to the right of the door, is a 1’ x 4’ flat-topped, ornately-carved, iron-bound
chest with a very sturdy and complex lock (1 - 4 on 1D20 to pick). Inside are several mystic documents rolled and bound
with different colored ribbons. The ribbons are green, yellow, white, and black. The script is in a language other than that
spoken by most of the population but may be interpreted by anyone who is literate in the languages of the desert peoples.
The documents are illustrated paens of praise and hymns to an obscure godling of the south.

Room 6 Corridor from F4 (4’ x 25’)

Three feet along the corridor, on the left side, is a 2%’ x 7’ door to Room F7. Six feet further along the corridor on the left
side is a similar door to Room F8. Across the corridor from the doorway to Room F8 is a similar door to Room F10. Five feet
from the doorway to Room F8 is the doorway to Room F9. At the end of the corridor, two feet further on, is the door to
Room F11. A trapdoor in the ceiling leads up to the attic, which is full of furniture, furnishings, and stored provisions.

Rooms F7 - F8 - F9 Guest Rooms (8’ x 8')

All three are similar rooms in front of the Inn facing Gallaghers Lane on the second floor. Each is entered by doors from Cor-
ridor F6. In the left corner of each room is a flat-topped chest nailed to the floor. Itis 2’ x 2’ x 6'. This chest of drawers con-
tains extra bed linen and empty drawers in which guests may store their possessions. Across from the door is a bed with
storage space underneath. Only Room F8 has a window in the center of the wall which looks out on Gallagher’s Lane. It is
barred on the outside and has wooden shutters on the inside.
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Room F10 Guest Room (6’ x 21’)
This plain room has rush mats covering the floor. To the left of the door is an 3’ x 1%’ wooden chest nailed to the floor. It is

empty. Opposite the door is a 3' x 6 window looking over the back yard to the stable area. The area to the right of the door
is occupied by a plain, hexagonal table 3’ across and surrounded by four chairs. The opposite right corner has a bed with

storage space underneath.

Room F11 Guest Room (18’ x 23’)
This room is the largest rented room of the Inn. On the floor are sturdy woven rush mats, and the walls have a wainscot

of carved wood to the height of the windowsill topped by whitewashed stucco. The ceiling is plastered and has a floral
patterned imprint. To the left of the door is a large, 3’ x 7* marble-topped desk with two small drawers on each side. Beyond,
in the left corner of the room, is a handsomely-carved round wooden table 2’ in diameter with a small drawer with a brass pull
at the front. A pair of 4’ x 6’ windows side by side are in the center of the left wall. They have iron grilles on the outside and
overlook Galligher's Lane to the Merchant’s Quarter. In the left corner is a 3' X 9’ meeting table with eight chairs. Four feet
from the left wall is another 4’ x 6° window with an iron grille and a similar window is located five feet from that. Both of
these windows look out on the temple complex and the dock area and are covered with heavy green curtains. In the center of
the far wall is a luxurious four poster bed with heavy purple curtains hung all around it. Itis 4’ x 9’ and topped by a plump
feather mattress and two feather pillows. Between the bed and the right corner of the right-hand wall is a long, flat-topped
chest 2’ x 8'. It contains an odd assortment of writing tools, parchment, and drying sand as well as a box containing official
seals from most of the major kingdoms that trade with Riverside House. In an oiled packet of doe skin is a map of the Raven
Falls area indicating an entrance behind the falls and named ‘‘Cavern of the Word."” Behind the door (if it is open) is a 3’ cube
chest with a glass pitcher and basin atop it.

T

'y

Arnulf Broods

Judge’s Only Information on the Feathered Serpent Inn

Room F1
In the space behind the bar in line with the front door is a quick-exit trap over which the owner stands. A finger-touch release

will drop him down into a pile of straw in the basement, near an emergency exit to a tunnel leading to the barn. In addition, a
quick, clockwise turn of the knob on the newel post at the bottom of the stairway to the second floor flattens the stairs into

aramp.

Room F2 and F3
Careful search of both rooms will reveal a copper tube through the wall into the corner booths of the room next door. Their

function is to provide opportunity to eavesdrop on any conversations taking place in the Meeting Rooms.



Room F4

A silver ring in the bag at the bottom of the chest is a cursed Ring of Weakness which will cause its owner to become progres-
sively weaker at -1 CON and -1 STR per day. If it remains in the owner’s possession for more than one day, the owner will
suffer the loss permanently.

Room F5

One of the three bags in the corner closet is a Bag of Increased Capacity. Both the small chests under the bed contain miscel-
laneous poisons; most are variants of a numbing poison which will cause the victim to slowly become more and more lethargic
in movement until the victim is completely motionless.

Room F10

Lifting the marble table top and turning it over reveals the carved likeness of the Rood of Parth and, in chiseled script, depicts
its function as an elemental device with scales and notes for the various tunes required to produce its effects. The present Inn
owner is unaware of the existence of the tablet because the marble was salvaged from the foundations of the ruins on the site
of the Riverside House when it was under construction. The masons, being simple folk from the south, did not understand
the carving, thinking them merely the remains of an earlier culture and of no known value.

Basement
There are two levels of basements hollowed out underneath The Feathered Serpent Inn. Although not important to this ad-
venture, they will be covered in a forthcoming adventure.

The Barbarian Bride

In the late autumn, during a fine, clear day about a week ago, the woods across the river rang with the sounds of Ol-
wrathan horns. Alarmed, the town garrison was called out. Since many small trading ships were either loading or standing by
and the village was thronged with the final days of trading, a raid was feared. A vast Shield wall appeared from the edge of the
Wise One’s forest to past the bend in the river. When the Shield wall arrived at the river bank, an enormous blare of horns sig-
nalled the arrival of Hard-Hammer through an opening in the wall. He strode into the middle of the stone bridge and roared
for Arnulf. Dressed in his richest robes, Arnulf crossed the bridge to meet Hard-Hammer under the glare of a thousand Ol-
wrathan tribesmen.

“| have,” bawled the Olwrathan giant, ‘‘an item of priceless value to give to our friend of many years.”

Clapping a huge hand on Arnulf’s shoulder, he continued in a lower voice. ‘“We have grown rich on the trade with the
tribesmen in the backlands. We now have plenty where once we starved or did without. | wish to demonstrate the strength of
my tribe and the strength with which we value our alliance.” In a louder voice, he said, ‘’My warriors tell me that you value
things of elegant beauty and great cost; therefore, | present you with this priceless gift.”” A thunderous roar greeted this last
statement, and the late afternoon sun glinted on a thousand raised blades. As the Shield wall parted at the foot of the bridge,
Hard-Hammer bellowed, ‘“My daughter, Gunda!”’

Through the rhythmic din of blades drumming on Shields strode a figure at least a head taller than Arnulf himself.
Dressed in a blue cloak hemmed with gold, she stood beside her father, her face hidden by the hood. At a nod from Hard-
Hammer, she tossed back the hood revealing the broad, open face common to many of the villagers, framed by masses of
blonde hair bound loosely at the ends.

“Not only is she the fairest,” roared Hard-Hammer, glancing back at his warriors, “but she is also the most valiant!”
At this, he raised the sleeve of her right arm to reveal numerous white scars which Arnulf recognized as Sword cuts.

Turning to face his massed warriors, Hard-Hammer continued, ‘Who among you would not fight to the death for the
hand or the honour of such a maid?’’ The response from the Shield wall was ear-shattering, and, with a sinking heart, Arnulf
realized that this crafty Barbarian had him cornered. Turning to Arnulf, Hard-Hammer said, “’It is done, then.”

Gunda drew her Sword, and, fora moment, Arnulf feared for his life; then, she offered him the blade. A sudden silence
froze the air. Gingerly, Arnulf accepted the blade, glancing down at it as he did so lest he cut his hand on the keen edge.
Hard-Hammer turned and strode back to the roaring Shield wall; Arnulf, a razor-sharp blade in his hands and an implacable
giantess at his side, could do little but trudge back across the bridge, accompanied by his “betrothed."”

A suitable room was found for Gunda at Riverside House, and the marriage ceremony was arranged to be held in three
days. The temple Priests showed remarkable ingenuity in arranging the details, both of the marriage and of the ceremony itself.
A cartload of Riverside Wine was agreed upon as a suitable sign of appreciation to Hard-Hammer and was duly rumbled across
the stone bridge to the waiting horde. The wedding feast included not only all those of importance in the village but also many
of the traders in the harbor, as well as Hard-Hammer and his eldest son, Eomer. The whole valley took the occasion to cele-
brate and spent the entire evening and most of the night in feasting and drinking.

An eerie silence greeted the dawn at Riverside House the morning after the feast. As the day wore on, no signs of life
were apparent from the house. Concerned villagers appealed to Oskine at the Feathered Serpent Inn, who gathered some of
his guests and set out to investigate. Arriving at the silent portals of Riverside House, Oskine instructed the group of guests to
proceed ahead and said he would join them after he had scouted the outside of the House and the surrounding area. The guests
crossed the empty threshhold to discover. . .
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Riverside House

Riverside House is a stone structure built about twenty years ago on a rocky peninsula. It was isolated from the river-
bank by a moat on the north and west sides. First constructed were the two-tory square towers and one story hall. Later, a
hall Keep and round tower were added. Final additions were the new gatehouse, a kitchen and the huge tower Keep in the east

corner.

Ground Floor

Room 1 Gatehouse Entrance

This is a two-story gatehouse. Exterior dimensions are 35’ x 28’, and it is approached by a 15’ drawbridge 6’ wide. The bridge
leads to a 6" wide entrance hall that passes directly through the gatehouse to the courtyard. The entrance hall is protected by
an iron portcullis controlled at each end by a windlass on the second floor. Just inside the portcullis are two iron-bound doors
that open inward from the hall to the bridge and yard. Slots in the flat roof of the entrance hall are used to eliminate invaders
trapped by the dropping of the portculli. At the present time, the drawbridge is down, and the doors are slightly ajar. The
portcullis is up. None of the armed guards that have always been on duty here are anywhere to be seen.

Room 2 Larder
A 3'wide, iron-bound solid wood door opens outward on the left-hand side of the kitchen fireplace as one faces the fireplace.

A 6’ long passage through the thick walls of the gatehouse leads to a dark, dry room on the north side of the gatehouse. This
room is 13’ wide by 18’ long. A partial pentagon in plan, this room has no opening to the outside. The walls and floor of this
room are piled with food and sundry supplies.

Room 3 Main Kitchen (23’ x 18’)

A 6' fireplace is located at the west end with a stone hood and oven. The remains of a feast are present in the fireplace and on
the tables. The southeast wall looks into the courtyard through two slit windows covered with wooden shutters. The windows
are 6’ x 3’ and are located 3’ from the floor. The ashes in the fireplace are cold, and no one is present in the room. Cleavers,
Knives, and heavy iron stirring ladles hang from a ceiling rack.

Room 4 Food Storage Room (7’ x 7')

This room is entered by a 3’ wide wooden door. It can also be entered by a ceiling hatch from the second floor. The room is
full of spare cooking utensils, pots, pans, kettles, trenchers, and other like items. A few kegs and jars of spices are stored in
racks on the walls. Most actual food stores are contained in Room 15. No one is in the room, but a couple of mice scurry into
the corners when the door is opened.
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Room 5 Courtyard (66’ x 44°)

A few small shrubs in wooden tubs dress up the appearance of this cobblestoned area. Bright banners and drapery streamers
add an air of festivity to the dark stone and wood. Close examination shows that some of the banners have been scorched,
and a small pile of them have apparently been torn down, wadded up, and thrown in the southeast corner. A large cloud of
flies draws attention to the two bodies underneath the damaged decorations. The bodies are Human and appear to have once
been workingmen or sailors of some sort. They seem to have been dead less than 9 hours. The bodies bear large gashes as i f
they were torn by huge claws, the clothes are scorched in spots, and the hair and eyelashes appear to have been burned away.
The men are recognizable only to the extent that they can be identified as other than members of the local community.

Room 6 Antechamber (7’ x 10’ with 15’ high ceiling and with a 6’ square L-shaped addition)
The construction is of rough stone walls and floor with a flat stone ceiling. A double door in the east wall leads out to the
courtyard (Room 5) through an archway. The doors are made of heavy wood, bound with iron, and open outward. A pair of
large, ironclad doors which divide the room in half are partially open. A beam latch which slides through the doors is drawn
back on one side. A stairway at the base of the L projection leads up to the second floor of the Hall Keep. A closed, heavy,
wooden 3’ x 5’ door in the northeast corner leads into Room 7, the Knights’ Hall.

Three servants and retainers are lying in a disordered heap throughout the antechamber. None are conscious, and none
are injured. If awakened (1 on 1D20), they will be confused and will remember nothing.

Room 7 Knights' Hall (17' x 54’ x 10")

The room is entered from Room 6. Constructed of stone walls and floor with a beamed wooden roof, the room has stone
pillars down both walls and five square pillars down the center. Seven wood-shuttered Archers’ slits in the inner wall facing
the courtyard are closed. The fireplace at the entrance end of the room is 7’ wide and filled with cold ashes. There is a hidden
stone door in the wall of the far end of the hall which leads to a secret entrance to the Tower Keep. It can be discovered only
upon a roll of 1- 3 on 1D20).

In a jumbled mass around a richly set table in front of the fireplace are seven well-dressed merchants. Two are dead,
their faces frozen in fright. The rest are unconscious. They are wearing some pendants of value and have a variety of rings on
their fingers (total value of 900 GP). If awakened (1 - 2 on 1D20), all that they will be able to remember is a dousing of all
the lights, a horrible shriek of fear, and then intense pain.

Room 8 Prison (16’ diameter)
There is no ground-level entrance to this room. Access is only by a ladder through the trap door from the second floor. The
room is the base of the small round tower that comprises the north corner of Riverside House. Rough stone walls and floor
are constructed very solidly with no decorations and no furnishings. »

A single occupant lies moaning on the floor at the base of the wall. He is semi-conscious. He has dirty blond hair and a
broad, flat face. He appears to be eighteen or nineteen and is slightly overweight. His name is Rolf, and he was a newly-
recruited member of the trading cog’s raiding party.

Rolf

CLS ALN LVL HTK ARM PSL STR INT WIS CON DEX CHA END AGL LED LCK PSY WPN
FTR LEX 011 002 014 021 143 141 093 123 141 143 123 141 051 103 104 IDG

If awakened (1 - 8 on 1D20), he will moan in terror. He remembers scaling the walls of the tower and then encountering a
horrible Fire Demon. Many of his comrades were killed, and he fled for the ship. After ducking into Room 4 of the tower on
the Second Level, he stumbled over an open wooden hatch in the floor and fell through the opening. Rolf will be incoherent
with fright and has a broken leg from his fall.

Room 9 Stable (17’ x 42')
This single-story shed is built with a wooden lath roof and a cobbled floor strewn with straw. It is entered from the courtyard.
There are no horses in the stable at the present time. Several empty wine barrels fill one stall, but the rest are scrupulously

clean.
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Room 10 Old Hall (12’ x 28’)

This is a small, neat, stone hall whose roof forms, with the old Keep Tower, one wall of the castle. It has no windows. There
are 3 stone pillars down with center with a fireplace at one end in the corner. Entrance is from the courtyard through a heavy
wooden door at the southwest end. A large number of tables and oil lamps are staggered throughout the hall. On a desk by
the fireplace are parchments and writing quills. On the tables, on shelves, on walls, and on separate stands are a large number
of flasks, iambics, and containers with powdered compounds in small heaps. This is the hall where Arnulf, the owner, conducts
his experiments in alchemy and converts the local wine into Riverside Wine. There are notes and manuscripts on the desk and
on some of the shelves, but they are not related to his work in Wine. Most of the notes are on the subject of transmuting lead
into gold, and all are failures. On the wall, to the right of the fireplace, are three tapestries with symbolic designes woven on
them in bright threads. (Judge's Note: These are the three steps of the process used to convert the wine to Riverside Wine,
written in allegorical format. Ownership of them is the purpose of the expedition headed by Gunda and her accomplices.)
Crumpled by the fireplace is a tall, sandy-haired youth. If aroused (1 - 8 on 1D20) from his deep unconscious state, he will in-
form the party that his name is Silgar and that he is a member of the wedding party. He will say that he was sent here to re-
trieve a wedding gift which had accidentally missed being placed on display. (Judge’s Note: In reality, he is a Junior Master of
the Order of Fire who was using the distraction of the wedding feast to search for a portion of the Rood of Parth and the for-
mula for Riverside Wine.) The attempted application or any threat of physical harm will cause him to polymorph into a horned
Fire Demon 7’ tall with a ram’s head, the muscular body of a Human athlete, and the taloned hands and feet of a bear, all sur-
rounded by a blue flame. The muscular body has the appearance of bronze skin but is as tough as Chainmail and will easily

deflect a Sword thrust.
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Arnulf’s Laboratory

Silgar, Human Form

CLS ALN LVL HTK ARM PSL STR INT WIS CON DEX CHA END AGL LED LCK PSY WPN
DRD NEX 091 065 005 052 144 164 135 122 124 143 103 123 082 102 125 DDG

Silgar, Demon Form

CLS ALN LVL HTK ARM PSL STR INT WIS CON DEX CHA END AGL LED LCK PSY WPN
DRD NEX 091 065 095 052 175 164 135 154 143 041 150 103 045 051 125 None

His method of preferred combat while in Demon form is to lower the head and ram the oppenent, driving him backwards, all
the while ripping savagely at the body of the opponent with the long talons on each hand. Each hand does 10 points of
damage. Thirty seconds of contact with the creature will cause the clothing to ignite.



Silgar has 5 lesser allies upon which he can call. The horned Fire Demon, Silgar, will not become involved in combat if
the lesser beasts are engaged because it requires all of his attention to maintain the shape-change of the lesser beasts and him-
self. If the greater horned Demon is attacked, the lesser beasts will revert to their true forms, that of large Cave Rats. If the
horned Demon is losing personal combat and is near the fireplace, he will shape change into a Hawk in order to fly to safety.
When unconscious, the Master cannot hold the shape-change. This explains his being in human form when found. In all forms,
he wears a bronze torque around his neck which gives a bonus of +2 against all forms of psionic attack.

The five beasts which accompany Silgar have two forms, that of a large Cave Rat and that of a small Fire Demon. When
in Demon form, they have the size of a small child but an overall appearance identical to that of the Fire Demon. They employ
the same tactics in combat as Silgar does but, due to their lesser stature, with much less effect. Their skin is equivalent to
Leather armor, and their claws do only 6 points of damage each. If forced to revert to their Cave Rat forms, the beasts will at-
tempt to flee. Lesser Fire Demon: HIT 003, HTK 012 - 014 - 014 - 016 - 015 - 017, NOA 002, DPA 006, SPD 24’,S1Z 3',
ALN CEX, ARM 064, INT 045, PSY 054, MRT 050, SPA Heat Touch - contact for over 30 seconds will cause clothing to
ignite, RAD 050, POR 100, LIF Alternate Form, COL Glowing Bronze-Blue, AGL 154. Giant Cave Rat: HIT 002, HTK 008 -
010 - 011 - 012, NOA 003, DPA 3 Bite/2 Claw/2 Claw, SPD 30’, SIZ 3’, ALN NXX, ARM 021, PF% 050, PY% 040, INT 042,
GES 2 months, GRP Pack, PSY 042, MRT 010, SPA Infravision, RAD 010, POR 020, HAB Caves, FOD Anything Organic,
LIF 5 years, COL Dull grey, DOM Burrow, AGL 115.

Room 11 Storeroom (4’ x 8')
Constructed of rough, stone walls, floor, and ceiling, this chamber is entered only from the Old Hall, Room 10. A small,
wooden door covers the east end of the short room which is used to store wood for the fireplace in the Old Hall.

Room 12 Old Keep Tower (16’ x 15)
Constructed of neat stone walls, ceiling, and floor, the major entrance to this room is the door in the northeast corner which
leads from Room 10, the Old Hall. This is the first structure built on the peninsula and is the original Keep of the castle. The
door is 3’ wide and made of heavy wood. Just inside the tower on the right side, a pair of wooden doors cover a 3' deep stone
closet in the wall. Further along the right wall is an open staircase leading to the Second Level.<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>