Intro:

This adventure is designed as a game for starting chesadt your PC’s have
obtained more than three sessions worth of experient@y be too easy for them.
However, this can be easily compensated for by givingdidins better weapon and
armour skills. Additionally, the end of this quest introeian NPC who is useful for
providing the players with additional adventures and Ipies.

Synopsis:

The PC'’s arrive in the village of Dragon’s Haven foe @eason or another and
learn of the goblin raids plaguing the villagers. Agrgdmhelp out they speak with the
mayor who offers a reward for clearing out the goblims the evil wizard who's
controlling them. The PC’s locate and storm the gdbhver, fight their way to the top
and defeat their chief. With all the goblins dead they nettuthe mayor for their reward
and are soon contacted by the true owner of the tolgekéd for their assistance and
possibly offered additional employment (i.e. more quests).

The Setting:

This adventure takes place in the small village of Dragdaven in an out of the
way mountain valley. It is surrounded on three sidestégp cliff faces with a packed
dirt road to the north leading up into the single phasprovides access to the village.
The only claim to fame Dragon’s Haven has now are theds bred and raised by the
Mayorial family, the Loremakers. Loremaker Horsesfamous for their speed and
endurance (increase Con and Speed on these horses byaxtebeh the village has not
endured the same fame as the horses which originatatfrarhe town is conspicuously
absent on most maps but, despite its virtual insignified@ncas a strong, if forgotten,
history.

The Loremaker family, which has traditionally produceal itmyors of the
village, has a longer and more interesting family histbay they realize. Their name is
actually a bastardization of their original title afid Makers. Their ancestors have
included many influential nobles who have been responiblée rise to power of
several kings. Their family fell out of favor sevegainerations back when they founded
this town in protest of what they consider an unjust demfreenscription in a
dishonorable war. Evidence of their history can bedaarthe local cemetery on the
oldest of their 3 mausoleums. The name over the doamweas “Lor Mak r”. The ‘d’
and the ‘e’ are both extremely weather worn, alnbesond recognition. What remains
of the ‘d’ resembles the ‘e’ and thus the confusioth @mange in name.

The Loremaker family is not the only aspect of Dragd#éven which has an
interesting history, however. The village itself takesname from the north pass which
is labeled on maps as Dragoon Trail. Originally, thiege was called Dragoon’s Haven
because it was founded by one of the Loremaker’s aneesta place of safety to which
those who had been unjustly and unwillingly conscripted medking’'s army could flee.
As a result, many of those who now live in the village the descendants of those who
fled to the area.



Now, Dragon’s Haven is just a farming community vatforgotten history
however. A lake to the west, fed by a river that munsof the eastern mountains,
provides fishing opportunities to the villagers while therigself provides fresh water.
The forest to the east provides only meager hunting opbioinglenty of wood as long as
the villagers continue to honor the requests of theideat Elven ranger who has taken it
upon herself to be this small forests protector.

The final aspect of this quiet village that makes it ser@sting is it's Wizard.
Wizard Thran owns and lives in the tower just easbwh, along the river. Guests are
often welcome and he provides much needed assistancmwith disease and various
mundane tasks made generally easier by the aid of méfide he does not work the
fields or even keep a garden (that the villagers are avtaseme speculate that he has
one atop his tower) they are glad to support his nutritioeads out of the harvests in
exchange for the assistance he gives to the villagegead. He is also a source of
advice for the mayor when decisions outside his rangepafrése arise.

Everyone in the village is familiar with the inforn@tiin the last two paragraphs
here. Only Wizard Thran has any knowledge of the inftioman the previous
paragraphs and would need to roll a K: History or relatedlcagainst a Advanced DL
to know such things.

The Situation:

Right after the planting season of the current yleawéver long ago that may be
for your game’s time period) a tower literally matereadl out of thin air at the base of
the cliffs to the south of Dragon’s Haven. Within & fgays of its appearance the
villagers were beset by goblins based out of the toweey Were unprepared and, while
they fought courageously, had few combat skills. Marlgggrs were lost and nearly
half the village burned down. After that initial raid yhepuickly learned to put up a token
resistance and then flee, leaving the goblins to feel piamt and take what loot they
could carry and then retreat back to their tower.

After a while things seemed to settle into a sortalesnate. The goblins left the
villagers alone for the most part (only raiding occasighaind the villagers discovered
that if they left the decimation alone and did not aftieto rebuild beyond a certain point
then the goblins came less often. It seems the golénsuarently content to let the
villagers be as long as their condition does not surpagsdawn. The goblins have
continued to occasionally raid the village of Dragon’s Hheared while an unspoken
agreement seems to have resulted in a pseudo-peacerbeteegr and goblin it's
clearly not the preferred living style the villagers wopidfer.

Getting the PC’s Involved:

There are a variety of reasons the PC’s may beesstted in this particular
village’s plight and how they may have heard of it. yfhmy have received a request
from somebody in the village whom they are connectexd tbe mayor may have sent
out messengers to request aid with offers of paymernfpmilling and successful
undertakings.



Alternately, the PC’s may have heard of the goblidsain the village and set out
to save them out of the goodness of their heartsaltits possible the PC’s heard of the
vast wealth the few defeated goblins had on them anodnatfeeir way down to the
village to line their pockets with some much needed weditlihe event that this is the
adventure hook used, remove all gems from anywhere iadlenture and give them to
the PC’s gradually as loot from goblin kills, keeping tratiwbat's been given out and
what remains unfound.

The final suggestion for drawing the PC’s into the advengithat the local
wizard, Michael Thran, may be on a trip to the neanéigard guild for supplies,
camaraderie, etc. and the PC’s may run into him thersuch a case, he would eagerly
ask them to accompany him back to the village to help watdritlg out the goblins.
While he would be unwilling to join in the actual hunt, he raffgr scrolls and potions at
half-price. If the PC’s are not capable of activatiogpis he may offer to teach them as
a reward for aiding his village. He would also mentiothtoPC'’s the fact that the
mayor would be very likely to offer a reward of somet sorany adventurers who were
willing to save their village.

NPC’s:

Very few of the NPC'’s in this adventure have been gstats or anything else.
Wizard Thran and Cirana (the elven ranger) are thetardyexcept for new creatures)
who have any detailed information about them. For dgety besides these two, assume
they have 20 + 1d4 for any given stat needed and x2 the refauaary stat in whatever
skill they need at the time (and are likely to haveetdam their status in the
community). For monetary loot, assume 1d4 silver and 1d6 cégpall but the mayor
and or his family members. For them, give standardacher creation starting money.

Village Wealth:

PC’s should not generally be able to purchase weaponsouaanywhere in the
village. However, Cirana can sell them up to 60 Good tyuadingbow arrows (average
price for 60 is on pg 161 of the RtR manual). Some of tlegers have old longbows or
rusty bits of weapons or armour (none better than Camimat with the Goblin threat
present they are unwilling to part with them for any cost.

The average house probably doesn’t hold more than 1d4 GoldjNei6a®d 1d8
Copper. However, the Dancing Mug probably has about 20 G wbitems strewn
about (dishes, etc.) and may have a safe with up to 50 GRidqus coinage in it. The
mayor’s house shouldn’t yield more than 50 GP to lodtatst may have a safe hidden
somewhere with an Advanced DL lock. Such a safe wouwld bp to 100-200 GP in
savings, investment money and town funds in it. Assumtmie@sM chooses to put such a
thing in the Loremaker home it would be an Advanced Dkcéea






Town and Area map key

1. Dancing Mug Inn

2. Thomas (H), Patricia (W) and Linda-“7" (C)
3. Vipnum (H), Katherin (W)

4. Trevin (H), llleta (W) and Daniell-“15” (C)
5. Quellan (H), Brigitte (W) and Elora-“16" (C)
6. Thedrin (H) and Elizabeth (W)

7. Gandin (H) and Anita (W)

8. Silas (H), Brenda (W) and David-“14" (C)
9. Roger (H), Shara and Edward-“8”" (C)

10. Amelia

11. Sergin (H) and Emily-“9” (C)

12. Blacksmith

13. Renee

14. Judith

15. Cemetary

16. Michael Thran (Local Wizard/Alchemist)
17. Cirana

18. Goblin infested Tower

19. Mayor Loremaker Family and Staff

20. West lake Cave



Dragon’s Haven:

Whatever method you use to get your players to the village they arrive they
find a village that is clearly only half the size thabiice was. Across the small river that
marks the village’s northern border a handful of hatsrele what is most likely the
town meeting area/festival grounds. Beyond these haoshe south are the burned out
husks of what was once the rest of the village. ®csthutheast, past the only visible
stone structure (Wizard Thran’s tower) and beyond the tegynm the distance the PC'’s
can just barely make out the river winding its way duhe small forest at the base of
the east cliffs. To the southwest the charactersea the sun shining off the lake, fields
of crops swaying gently in the wind and another packedahd leading to what
amounts to a mansion in this small, nearly insignifisgifdgge. Immediately before the
characters is the only place to stay in the village, Dhncing Mug inn and tavern. It is
the only building north of the river and stands besig@eotily bridge to span the river.

Land working peasant, innkeeper and wife, waitresses/cooks:

All of these people know precious little about the goldiids or what's being
done about them. They know that when the goblinslateerybody is to gather across
the bridge with the women, children and elderly insid# @hthe able bodied men
blocking the bridge. They know that the goblins almost nattack across the bridge
and leave them alone for the half-hour or so that knatythe village before returning
from where they came. They can also tell the Ria&sthe goblins have tried but been
unable to get into Wizard Thran’s tower but that despi¢ the does not encourage them
to go there for safety but rather to the inn and briddesre he joins them with a satchel
of scrolls and potions and a thin scroll case with @esviop slung at his side like a
scabbard. Some (25%) of the land working peasants distraatdVihran and feel he
has some responsibility regarding the arrival of thieligs. [give the PC’s an extra 100
Xp each at the end of the session if they pursue thid imformation in any way, be it to
exacerbate the situation or to try and calm their fears

Other than this all three of these NPC groups knole &tise about the situation
and encourage the PC’s to go speak with the mayor sotitewest regarding the
situation, mentioning the possibility of a reward. All 8dasic knowledge of the Elven
ranger Cirana in the east woods but can do little rii@e tell the characters that she is
friendly but protective of the woods and wildlife and tteafind her hut one need only
follow the river a ways beyond the small lake justdaghe forest edge.

Dancing Muq

First Floor:

A-This is the pantry. Shelves full of various food ¢
stuffs stand against the north and south walls whifg
several barrels and sacks of dry goods sit againsg!
the west wall.




B- This is the kitchen. A large fireplace with a spit foasting meat or hanging a kettle
stands against the entire length of the east wallioWsushelves of spices and cooking
and eating implements stands against the north wall Wwhges for washing and tables
for food preparation have been placed against the saith w

C- This is the bar area. Shelves below the bar holehatiner of drinking glasses and
mugs while casks behind the bar hold the various beverag#éslde. The east wall has
a tall, thin shelf for bottles of wine, among othangs.

D- This is the common room. Nine circular tables capabseafing 5-6 people each are
placed around the room in various locations. Stairsetavest lead up to th8“Floor
where the rooms are located.

Second Floor:
A-This is a balcony overlooking the floor below. Stairshte west lead down to the
second floor and a hall to the east leads to the mms.

B- Each of these is a room for guests. In each roomis a
small, clean, single bed, a stool and a small table avit
candle, empty clay water bowl and empty clay pitcher
sitting atop it. The bowl is large enough that, iefi,

could be used to wash ones face and hands and possibly
wipe the dust of travel from the rest of their bodyvad

with the aid of a rag. The room is large enough that a
pallet could also be brought in to accommodate a second
person within each room.

C- This area is open to the common room below. A sturdy
net is hung across the opening to keep people from jumping doevlanterns are hung
from the net to light the room below.

The Mayor, family and Stablehand/Horsetrainer:

During the day the mayor can be found in his fields with or more of his
horses and his Horse Trainer, Roldan. His Stablehandecéound in the stables
(obviously) and his wife and children can be found in tixging area/study where
Kethryn educates their three children. In the eveningg tan all be found in their
respective rooms, the dining room, the living area/stugngrcombination thereof.

During the day it is generally the mayor’s wife, Kgthwwho answers the door
since her husband is in the field with the horsesnidttt, however, it's usually whoever
is closest to the door at the time, except for thieledm. Whoever it is, they will lead the
characters into the study/lounge if the feel the chara@re trustworthy. Otherwise,
they will ask the characters to remain on the porcele tliem a lantern and go get Mayor
Loremaker to see to the guests.



Mayor Loremaker does not believe that Wizard Thraramgshing to do with the
goblin raids and will support the characters in any defehken. However, he does
believe that an evil Wizard is responsible for the gobéppearance and is willing to
pay the characters 5 GP each if they will kill all goblins and execute the wizard
responsible. Payment will not be issued until compfesind he will want proof of the
wizard’s demise (such as his staff). He clarifies tieawill reduce the reward if the
characters bring him any grisly proof such as heads, fingars, etc. because of the
mental trauma it may cause his children to see suchsthintpeir current age.

The Mayor knows everything about the goblin raids thafteasants know and is
also familiar with all of the information in The 8dtion given above. The only other
additional information or help he can offer is thatzsvd Thran may be able to sell the
characters some scrolls or potions to help them imn thgk and is sure to have some with
healing properties. Also, the Mayor can tell the chtaraovhere to find Cirana, the
Elven ranger, and advises them that she has beenmggthéigoblins and keeping an eye
on them and may be able to help the characters withgusg, numbers, organization
and group movement information. He also knows that shddihave acted against the
goblins already but has other matters to deal with atnthent and fears that if she
acted without total success the goblins would retaliath@nillage. He will urge the
characters to be sure they are absolutely ready anel teagoblin alive lest their wrath
fall on the village in response to the charactersufail

[Additionally, if the PC’s wish to buy a Loremaker herslouble the cost listed in the
Renaissance: The Rebirth manual and increase theire’'sgbpd and Con by x1.5]

Mayor Loremaker’s Home

First Floor:

A- This is the room for the Loremaker’s Stable
Hand and their Horse Trainer. A bed sits again
the north wall and faces east-west with a chest
the foot of it. A small table with a candle on it
sits beside the bed and an armoire for clothing §
beside that along the west wall. The south end [
the room is a mirror image as far as furniture 3
goes, though the personal belongings in the
chests, armoires and on the table differ.

B- This is the study/lounge of the house. A
fireplace in the center of the west wall dominate
the room while a desk against the south wall fag W e —
a large picture window. A bookshelf and a cabinet take @mointh wall while a
comfortable chair stands before the fireplace and mgsashions for sitting adorn the
floors.



C- This is the kitchen. A small fireplace stands agédimstorth wall at the west end
while a wood burning stove stands in the north-east coiSleelves of spices and
cooking and eating implements stand against the soutlaleaty with a couple basins
for washing. A table in the middle of the north wéltbas for food preparation. The
pantry/storehouse is outside to the north of the home.

D- This is the dining room. A large table dominates the carftére room and can seat
upwards of 10 people at a time. Candelabras are placegital®table and another large
picture window fills the south wall, overlooking the porch.

Second Floor:

A-This is the room of the two Loremaker daughters, Judahthe tanner) and Anne.
Beds running north-south are found in the north-east atbd-n@st corners of the room.
A double armoire in the center of the west wall holasdirls’ clothing while several
shelves against the south wall hold various personal bhalgsmgA vanity against the east
wall south of the door holds various cosmetic
and grooming items.

- R
3 ZF A T B- This is the room of James Loremaker, the
; ;-i—i only son and youngest child. Two chests
1 # against the west wall hold various personal
: belongings and toys while the bed sits against
B T C the south wall and a shelf for clothing stands
against the north.

C- This is the Master Bedroom of the
Loremakers’ house. Furlon and Kethryn Loremaker ussetlquarters. A large Queen-
size bed stands against the south wall facing nortlufloesd against the south wall)
with a small table and chest for personal belongingsah of the southern corners of the
room. A vanity sits diagonally in the north-west corokthe room flanked on either
side on the north and west walls by an armoire ferclbthes of each of the occupants.

Wizard Michael Thran:

Wizard Thran knows everything about the goblin raidsttievillagers and
Mayor Loremaker knows. However, he is reluctant taally discuss it with the
characters and insists that they speak with the magardmg the situation and any
efforts at resolving it. He can be convinced to speak abdwrie of the characters has a
Persuasion or related skill. The character’'s Degf&iocess would be the penalty to
Wizard Thran’s Int check to resist the persuasion.

If the PC’s wish to purchase any scrolls or potions flomm Wizard Thran can
provide 0-2% level scrolls or potions of any variety the charactesire. (Note: Don't
forget that scrolls can only be activated by charaetérsthe Activate Scroll
Extraordinary Ability) If it is for the defense of thvdlage/defeat of the goblins he’ll
reduce the price by 50% but no further. If the potion arlisisrhealing or protection



then he most likely has 1d10 of the spell effect desireddyr available. Spell effects
other than healing or persuasion will take him a day to peepa

Name:

Str 12 Con 20Cha 20 HP 5/ 5 [/ 5

Spd 151Int 29 Stun5/ 5 [/ 5

Dex 15Per 15 AP 5/ 5 [/ 5

Hit% 0 +3 (Per) = 3% Arcane% 29 + 29 (Int fétdnd 2° level spells) = 54%
EC3(Per) ACO

Luck: 1 Willpower: 1 Actions: 1

Initiative: 3d8 + 6 (Vigilant)
All skills listed below are total percentages aftertthaus from the character’s stats.

Non-Standard NCS:
Wizard Thran can speak, read and write Common and DwatvEs0%.

Standard NCS:
Knowledge: Anatomy (101%), K: Herbs (101%), K: History (101B&)Geography , K:
Arcane (101%)

Magic Related Skills:
Wizardry (130%), Diffuse Arcane Spell (101%), Deflect Are&pell (101%),
Concentrate (101%), Detect Magic (67%)

Defensive PCS:
Vigilant (67%)

Extraordinary Abilities:
Alchemy (Ivl 2), Wizardry Formulae (lvl 2), Magical Thgo(lvl 2), Create Scroll (Ivl 2),
Use Scroll (Ivl 2), Circle Form Casting (Ivl 2), Spelb@ponents (vl 1)

Gear: 1d8 each of level 2 Healing, Protective, Offensigeldility spells, normal
leather satchel, 1d8 potions that heal 4 HP each (subjdw delayed re-healing rules).

Wizard Thran’s Tower

First Floor:

A-This is the pantry. Shelves against the north and south
walls hold a variety of food items while the west wedk
stacks of barrels and piles of sacks all full of drydgo

B- This is the kitchen, a food preparation table stands
diagonally in the south-east corner, a wash basin has




been placed in the north-east corner of the room dinejpdace and wood burning stove
fill the west wall.

C- This is the dining room. A table capable of seating 8 pedplenghe center of the
room with a few simple candelabras placed along iaétaitional light. The table runs
east-west.

D- This is a room for relaxing, entertaining guests, etc. flboe is covered in rugs,
shelves full of myth and fiction (as well as a bit aftbry) line the walls along with an
occasional shelf of curiosities common to most wizattides but fun to inspect and talk
about with those not common to the life of a spellerasA fireplace in the middle of the
east wall provides light and warmth (along with seveasdle and lamp stands) and a
few chairs placed in strategic areas to catch theligbstare scattered throughout the
room.

Second Floor:

Wizard Thran does not allow anyone onto the second dibbis tower. Were he
to have an apprentice, the objects in the dining roomdvoeikremoved and any
necessary practice would take place there or outsil@ @ortion of the guest
entertainment room would be converted into a bedroom/stubdesntyfstudy space for
the apprentice.

A- This is Wizard Thran’s personal study and library. Stelull of reference and
instruction books, projects for future enchantmentstaty and journals line the walls.
A fireplace in the west wall provides warmth while beaz have been strategically
placed to safely provide light among so many books and scraldesk against the east
wall is scattered with papers, writing
utensils, a half filled journal and a
couple gems and herbs as well as g
candle.

If a character had access to
this area they could gain up to 50%
in K: History and K: Mythology, up
to 30% in K: Religions and up to
30% in Wizardry and K: Arcane.
Because of the way the Research
skill works, it would take them quite
some time to gain these skills but
should the opportunity present itself
the numbers are there for their use.

Items worth noting in the room:

1 Common 5 karat Emerald

1 Common 3 karat Onyx

3 dried herbs worth 17 Chiraka each



B- This is Wizard Thran’s bedroom. A single bed is placedgtbe curve of the wall in
the north-east corner and a chest of personal belgmgits at the foot. A table with a
wash basin on it stands further down on the eastalaily with a shelf for boots and
clothing. A fireplace stands diagonally in the south-eamer while a large mirror on
the east wall, between the bed and the table refleetigght to the rest of the room.

C- This is the wizard’s work room. Two tables at the nerl contain various
alchemical implements and herbs. A shelf behind thensleldariety of quick reference
books and more items and components. One shelf is guwegrentirely to a wand on a
stand for emergency defense against anything they may hreasbmmoning circle that
dominates the southern end of the room. The wallsarered in protective wards to
keep any unwanted guests in (or out) of the room, as s@gesAnyone capable of
detecting magic would only find weak evidence in any given imcan the tower,
including the work room. The most powerful auras wouldheeptotective wards and
the summoning circle, and these are no more than4eaetl do not match the current
tower owner’s Signature (should the PC be capable oftigesuch information).

Items worth noting in the room:
1 set of Basic Alchemist’s Tools (+15)
12 herbs of various natures with Chiraka values ranging from 8 to 25 (indiwgluall

Master Component

Item: Wand Size: 1’ long and about 1” thick Material: White Birch

Chiraka Value: 120c

Description: This wand is nearly as white as bone and shines viodaatiful luster as if
kept carefully oiled. However, it does not feel oilytie touch.

Cirana, Elven ranger:

Cirana is the local elven ranger, she lives by ther ma short ways into the forest
to the east of the village. Her hut is small and weltln from the casual observer so
she hasn’'t had many problems with the goblins. There ysadmdut a 25% chance that
Cirana will be at the hut when the characters ativeis likely to return within 1d4
hours. Depending on the characters appearance, sheda@gs the characters from
hiding until she ascertains their intentions.

Cirana is willing to tell the players about the goblilo€ation, organization, etc.
but has other matters she is dealing with and cannotheelgharacters with clearing the
goblins out at the moment. If they are willing to helpWweh her current task and also
agree to take a 50% payment cut from the offered rewatidelbyayor then she is willing
to work with them in clearing out the goblins.

Name: Cirana

Str 16 Con 16Cha 22 HP 4/ 4 | 4
Spd 20 Int 22 Stun4/ 4 | 4
Dex 28 Per 22 AP 4/ 4 | 4



Hit% 56 (base) + 4 (Per) +30 (Longbow Skill) + 15 (weaporitylia 90%
EC +4 (Per) +14 (Dex) = 28

AC 3 (leather armour) + 3 (skill) = 6 AC

Damage vs. Medium: 1d6 +3 (Dex) +12 (Longbow Skill)

Luck: 1 Willpower: 1 Actions: 1

Initiative: 4d8

All skills listed below are total percentages aftertthaus from the character’s stats.

Weapon Proficiency Skills: Standard NCS:
Longbow (120%) Craft Arrows (62%), K: Geography (77%),
K: Elven Lore (77%), Wilderness Survival (73%)

Active NCS:
Wilderness Hide (84%), Wilderness Stealth (84%)
Notice (61%), Listen (61%)

Defensive PCS:
Active Dodge (87%), Leather Armour (37%)

Offensive ACS:
Interrupt Movement (Ranged) (39%)

Gear: Leather Armour 3 AC (2 Style + 1 Material), Hrmangbow (+5 Hit%), 60
Exceptional Arrows (+10 Hit%), Belt Pouch, 3 extra b&twings

Goblin positioning and organization:

There are three goblin patrols about 50 yards out frortother at all times
moving in interlocking oval patterns. There are only3lgeblins per patrol and they are
most vulnerable during the day when they are virtually blinthbybrightness of the sun.
Inside the tower the goblins are separated into groups &f e+ room and are very
stationary during the daylight hours, moving out into thésaals only if there is an
obvious commotion. All together there are about 40igepl2-15 outside in the patrols
and then 25-28 in the tower itself. They all appear torbthe £ and 2¢ floor and don’t
seem to have access to tfe 3

Cirana’s Quest:

As mentioned above, Cirana has other matters tonddabefore she can help the
characters clear the goblin threat if they so deswéher. Cirana has come across a
pack of wolves in the forest who are injured and hungryough there is plenty of game
in the forest she fears that they will move towdhdsvillage soon in search of easier
prey for their wounded. She has tracked them long enoudgtéomine from their older
paths that they once had a den in a cave low in thentamucliff that the forest sits at the



bottom of. She has also learned that they abandoisedeth as the result of a bear who
apparently decided it was the time for a change of sgeme&l moved in un-invited. The
bear is acting oddly and Cirana has decided that it tstdédl the bear so that the
wolves can return home and recuperate. She would lilkeate the bear’s corpse in the
den so that the wolves can eat it while they hedlout having to hunt but is unsure how
to go about killing a bear. If the characters will Hedp the lot of them can easily devise
a plan and defeat the bear with few to zero casualti@sg the group.

Bear xp value: 128
Str21 Con 20Cha 12HP 30/ 30 / 30 EC +4 (Per) +5 (DotigéLarge) = -1

Spd 15Int 8 Stun30/ 30 / 30 AC +4 (Thick Hide) =4

Dex 15Per 24 AP 30/ 30 / 30 Hit% 45% (base) + 4 P49%
Damage vs. Medium: 1d6 + 38 (Str)

Luck: 1 Actions: 1 Initiative: 3d8

Racial Qualities: Large -10 EC, Heightened Senses
Skills below are total values, including bonuses fromsStat

Dodge 20%, Wilderness Tracking 80%, Endurance 60%, ScentPiB%0%, Notice
48%, Hear 72%, Wilderness Survival 60%

Goblin Tower

The Basement:
The door to this area is closed with goblin runes and gnadiinted on it and the
walls near it.

This floor is wide open. A summoning circle is paintedlenfloor near the east
wall, the north wall holds several shelves and tabids scrolls (5), gems (4) and
alchemical supplies stored on them and a she| .
against the west wall holds what appear to be
the wizard’s equivalent of work clothes — rude
robes not intended to be kept neat and clean.
However, to one capable of detecting magical
auras, these filthy robes have a strong aura o
magical resistance (level 9).

The scrolls found in this room are:
Ice Prison:(level 6) — Wizardry check at -60 to

identify

Terror: (level 6) — Wizardry check at -60 to
identify

Crowd Stopper(level 6) — Wizardry check at -
60 to identify

Patient Man’s Teleportf{level 6) — Wizardry check at -60 to identify
Strength of Ten Regular Meflevel 7) — Wizardry check at -70 to identify



Name: Ice Prison

Level: 6 Type: Wizardry Core Effect: Create Ice (10 chiraka)

Range: 30’ =T (2 chiraka) + 30’ (10 chiraka) Target: Named (6 chiraka)

Area of Effect: 6’ diameter x 7’ tall cylinder (3 chiraka)

Duration: 4 min (15 + 3 chiraka)

Description: The target of this spell gets a Perception check at aStiOcess enables
them to gasp half a breath before being encased iF&i®ure means they are subject to
the rules for drowning at the beginning of the next rountheEway, the target is
encased in a 6’ diameter x 7’ tall cylinder of ice. WAtBR of 2/1” there is a total of 36”
of ice between the outer edge and the trapped target giarzathier a DR of 72. The
target may make a Str check to attempt to break freeteaelihey get an action during
the round. The penalty to the check is 144 due to the #sskand density of the ice.
Fire will deal damage directly to the DR of the itteys freeing the target after 72 points
of fire damage has been done to it.

Name: Terror

Level: 6 Type: Wizardry Core Effect: Terror (40c)

Range: 15 =T (2c) + 15’ (5c¢) Target: Line of Sight (3c)

Duration: 10 rounds (10c)

Description: The Target gets an Int check at -40 to resist. Otkenthey are affected
by the Terror status for 10 rounds and will attempt to fie place it considers safe by
the fastest means possible. All applicable penaltees the Terror Status still apply.

Name: Crowd Stopper

Level: 6 Type: Wizardry Core Effect: 8 points of Raw Magic damage (24c)
Range: T (2¢) Target: Named (6¢)

Area of Effect: 30’ L x 60’ D base cone (9c)  Duration: Concentration

Additional Definers: x3 Multiplier to damage (24c)

Limitations: 5 round delay (+5c)

Description: Upon activation of this scroll the caster can &a®drgy gathering in the
activating hand. On their Action 5 rounds after activafn blast of raw magical energy
explodes from the caster’s hand in a cone that i408@ and has a base that is 60’ in
diameter (gaining 2’ of width for every 1’ traveled awaynrthe caster). It deals 24
points of damage to all caught within it’s blast and bypa&gksit can be maintained by
the caster with a Concentration check against a -60 pwatetime they get an Action.
Anyone caught in it can escape with a Dexterity checkiaga -24 if they have
sufficient movement remaining in the round.

Name: Patient Man’s Teleport

Level: 6 Type: Wizardry Core Effect: Line of Sight Teleport 30’ (40c)
Range: 36’ =T (2c) + 36’ (12c) Target: Self or Named (6c)Duration: Instant
Description: The caster or any valid Target within range is teleggbup to 30’ in any
direction the caster chooses.



Name: Strength of Ten

Level: 7 Type: Wizardry Core Effect: +1 Supernatural Strength (60c)
Range: Self Target: Self

Additional Definers: x5 Multiplier to Strength effect (40c)

Limit: requires a component worth at least 40cDuration: 10 rounds (10c)
Description: Upon activation of this scroll the caster gains 5 Swgiaral Strength for

10 rounds. If activated without sufficient components imdhidne scroll is simply
consumed and lost with no benefits gained. The sarsdls does not have to be capable
of using 40c worth of components or even have the UsgGoamts Extraordinary
Ability.

The gems in this room are:

One 5 karat Common Sapphire: Average Value = 100 GP
One 5 karat Rough Sapphire: Average Value = 25 GP
One 5 karat Simple Sapphire: Average Value = 50 GP
One 5 karat Rough Ruby: Average Value = 25 GP

Other items include:

Advanced Alchemist’s Tools (+45 bonus)
Wizard'’s Filthy Tan Cotton Workrobe
Wizard'’s Filthy Tan Cotton Cloak

ltem: Wizard’s Filthy Tan Cotton Work Robe

Enchantment Level: 9 Enchantment Type: Wizardry

Core Effect: 90% Spell Armour Range: Self Target: Self

Duration: Constant

Description: The wearer of this robe benefit's from 90% Spell Armotinis effect will
stack with that given by the “Wizard’s Filthy Tan CottGloak”. However, spells
beneficial to the wearer (such as healing) must alsocome this Spell Armour to
benefit them.

Item: Wizard’s Filthy Tan Cotton Cloak

Enchantment Level: 9 Enchantment Type: Wizardry

Core Effect: 90% Spell Armour Range: Self Target: Self

Duration: Constant

Description: The wearer of this cloak benefit's from 90% Spell AumoThis effect

will stack with that given by the “Wizard’s Filthy Taro@n Work Robe”. However,
spells beneficial to the wearer (such as healing) mustoatsrcome this Spell Armour to
benefit them.

Pieces of glass litter the entire floor of thiseaas well. In the center a sturdy
base with a chunk of emerald jutting out of it sits ath@lwreckage of what must have
once been a beautiful emerald obelisk based on thempmeamong its remains.

Anybody with an Appraise: Gemstone (or similar) skilly roll it to search
through the rubble of the Emerald Obelisk. Each rollasienat no penalty. For each roll



the character finds one of the 27 salvageable chunks ob#isk. All are of Crude
quality but their karat sizes range from 10 — 49. Belowchumks are listed by karat
size. Each one is worth its karat size in Silveraeerage.

10 12 13 15 17 18 20 21 22 28 28 29
30 32 35 35 36 38 38 38 39 40 40 41
41 48 49

First floor:
A and B-

These are training rooms and armories. Shelves of amnabracks of weapons
line the walls with a 10’ x 10’ mat in the center of le@acom for the soldiers to train and
spar on. The mats are in poor shape with piles df tagshem and holes torn in several
places. What few weapons and armor remain the rooniistared about the floor and
either broken or heavily abused.

Items in Room A:

2 sets of Poor Leather Armour 2 AC (1
material AC + 1 style AC) -0 to Dex

1 set of Poor Leather Chain Mail 3 AC (1
material AC + 2 style AC) -10 to Dex

1 set of Poor Hard Leather Half-Plate 6 AC
(3 material AC + 3 style AC) -25 to Dex

1 Common Steel Longsword
1 Common Steel War Axe
1 Common Steel Naginata

Items in Room B:

4 sets of Cloth Chain Mail 4 AC (0 material
+ 4 style) -10 to Dex
(each of these sets, while in good condition, sneekspoweringly of Goblin urine)

1 Common Steel No Dachi
1 Common Steel Dwarven Warhammer
1 Common Steel Troll Axe

C and D-These are the barracks. C has 12 beds (6 on the naltfi6wn the south) with
a chest at the foot of each containing meager personsggsiens of goblins (e.g. a few
gold coins, a rusty dagger, a bit of colorful yarn, etéVhile not decrepit with age, the
beds are in poor repair after the abuse they've beetmuigh by the goblins.

GM: Roll 1d% for each chest as it's searched. O+#28 the player finds 1d4
GP, on a 26-75 the player finds a marble, some colorieé v any other common but
Goblin-interest drawing item. On a 76-100 the player finBsisty Common Dagger



which should be treated as just being a Simple Iron Dagg@ufposes of mechanics
and value. (See page 158 of the Renaissance: The Reamtlahfor weapon qualities)

E- This room is a pantry, barrels and sacks stand againsottiewall with two broken
shelves in the middle of the room and then two relatirgbct shelves against the east
and west walls of the room (one each). Food stuff@nbus varieties (mostly
vegetables and starches as the goblins would have consmmédit and meat almost
immediately) are scattered about the floor and skatvéisarray.

F- This is the dining hall. Four tables capable of seating 4eflpe&un north-south

while one table for 4-6 is placed facing east-west. Nuwedi®r utensils are in this room
at all. There are some bits of food strewn aboutaandccasional piece of near useless
armor or weapon. The tables, while not worn by age, baga used hard by the goblins
much like the beds in rooms C and D.

Armour bits in the room:

There are three pieces of ruined Hard Leather HalfeRh this room. Each piece can be
worn separately to provide 1 AC or the lot of them lsamigged together with a C:

Leather Armour (or similar) skill against a Simple D&uccess nets the character a set of
Hard Leather Half-Plate that provides only 3 AC (Matkeaind Style) but with no

penalties.

Salvageable weapons:
Among about 8 completely useless weapons there are 2 ComdEhrowing Axes.

G- This is the kitchen. A cook-fire with a large kettlenguwver it sits in the north-west
corner of the room while a large nearly walk-in firg@atands in the center of the south-
east wall. Shelves holding spices, cooking and eating mgsles should stand against
the north wall and in the north-east corner whilarsasf water for cleaning should sit in
the south-west corner. However, the shelves have sreashed, the spices and cooking
and eating implements scattered or broken. The coeladfid kettle appear to have been
used the most for crude cooking while the fireplace resenmalthing so much as a trash
and garbage closet.

PC’s who wish to search the pile of garbage and réfuige fireplace should
make a Con or related Endurance check against a BasidBL (Should they succeed
they may make a Search (or similar) skill check againsther Basic DL. Success on
this nets them a severed and rotting hand with a well iogds ring still on the ring
finger. Failure on the Con or related Endurance checktsasuhe character becoming
Queasy (a status effect similar to the Frightened
status on page 181 of the Renaissance: The
Rebirth manual).

Second Floor:
A-This area is open to the floor below and one
can see part of room A of 1F, but neither of its



doors. A waist high stone railing keeps one from fallingrde the floor below, a drop
of around 10-15 feet.

B-This room is locked by a Grand Master DL lock. The doamnot be broken down
due to the protective spells (Spell Armour 100%) upon them loubepicked by one
who is particularly skillful. Inside, glass cases aisplay stands hold several weapons
and suits of armor of excellent workmanship, well pnesgttomes of unknown age, a
robe of exquisite quality and a couple cases of jewalygg, bracelets, amulets, etc.). If
one is able to detect magic, each resonates withranbatween levels 6 and 9.
Everything is intact, a silent refuge from the ravaget® goblins.

GM: Itis highly unlikely your PC’s will get into thimom. If they do, however,
the items within it have been detailed below for yourvemmence.

Armour:

Item: Leather of the Clouds

Armour Style: Leather Material: Leather AC: 1 Material + 2 Style
Enchantment Level: 8 Enchantment Type: Wizardry

Core Effect: Levitate (40c) / Force Effect 80 Ibs (20c) Range: Self Target: Self
Duration: Constant

Description: Character’s wearing this armour can fly at a Sped&fd diut still require a
Fly skill to properly utilize this armour.

Item: The Warrior Priest

Armour Style: Half-Plate Material: Steel AC: 7 Material + 7 Style
Enchantment Level: 6 Enchantment Type: Wizardry

Core Effect: Heal 15 HP (60c) Range: Self or Touch (2c)

Target: Self or Hit% (2c) Additional Definers: Link Con to Healing action (2c)
Limit: Must spend 1 Con to Activate (+5c¢) / Must focus for 1 raiendictivate (1c)
Duration: Instant

Description: Upon Activation of this armour the character gains Psdfihealing after
spending 1 point of Con and focusing their thoughts for 1dodrhis point of Con
returns at the standard rate of temporary Con damalge wé&arer may instead opt to
heal another besides themselves by touching the intendged, taxcusing for the required
round and spending the required Con. Just because the wgaareontact with another
does not mean that person will be healed instead, i ishbice of the one wearing the
armour as to who receives the healing when the armaatisated.

Item: Sword and Board Gauntlets

Armour Style: Leather Material: Hard Leather AC: -

Enchantment Level: 8 Enchantment Type: Psionic

Core Effect: 1d20 Drain Health (33c) / +11 AC vs. Kinetic (44Rpnge: Self

Target: Self & Named x2 (8¢)  Additional Definers: Link Damage to Drain (1c)
Limit: Concentration check at -41 or -80 to Activate (+5c¢) / 1ddoous (1c¢)
Duration: Constant



Description: The character must focus for one round and then mak&@e@tration
check. On a successful check with a -41 penalty a swdteaharacter’s preference,
crafted of pure Psionic energy, springs into existenteein hands. It remains until
dismissed & deals 1d20 HP Drain to targets struck. Any bdaosge dealt as a result
of skill also acts as Drain HP damage because dfittkeeffect on the sword. The
sword bypasses AC but is subject to EC. On a Conceamtrettieck with a -80 the player
gets the sword as well as a large Round Shield (also oRsimaic energy) that provides
11 AC vs. Kinetic (physical) sources. Both remain untimdésed and the sword’s
properties remain the same as described above.

Neither Sword nor Shield has any weight and, as dresquire their own very
specific skills in order to enhance Hit%, damage orl8A€. However, no penalties
apply to the wielder for not being proficient as theymally would. Also, the sword’s
base damage does not change regardless of the sizecoddhére or target.

Item: Robe of Travelling

Armour Style: - Material: Cotton AC: -

Enchantment Level: 9 Enchantment Type: Sorcery

Core Effect: Folding (80c) Range: Self Target: Self & Named (4c)

Area of Effect: 15’ diameter spher@uration: Instant Limit: User must possess a
specific skill for visualizing each exact location theglwto be able to travel to with this
robe. (+15c) / 3 round focus time (+3c)

Description: The wearer of this robe visualizes the location thisp to travel to and
focuses on it for three rounds. At the end of tAedind, they and all valid targets
within range and chosen prior to the 3 round visualizarerteleported instantly to the
chosen location. The Visualization skill roll is deaagainst whatever DL the GM feels
is appropriate to the location and current events. @é#yeunder normal every day
conditions, the DL would be Basic. If the wearerryig to teleport to a location within
sight, a simple Concentration check is necessarg abbve mentioned DL would apply
based on the current environment and situation. Additigriak target location must be
on the same Plane of Existence as the characterrently on since the Folding effect
cannot be used to cross planar boundaries.

Weapons:

Item: The Summoner

Weapon Type: Bastard Sword  Size Compared to Medium: Medium
Enchantment Level: 8 Enchantment Type: Sorcery

Core Effect: Sharpen (3c) / +30 Hit% (30c) / Entrap (40c)

Range: Sword, Touch (1c) & 16’ (4c)  Target: Line of Sight (2c)

Duration: Constant

Description: This sword deals one die type greater damage tharsathigs type and
size. Additionally, the wielder gains +30 to their Hit#hile using it and creatures killed
by it become Summoning Stones. Because of the rangedtanit the sword can be
used to strike targets up to 16’ beyond the reach of thle blhich negates half of the
targets natural (stat and skill based) EC. The weaporsof Sight effect negates any
magical EC the opponent is benefiting from. AC i8 ati issue however.



Item: Wideshot

Weapon Type: Longbow Size Compared to Medium: Medium

Enchantment Level: 8 Enchantment Type: Wizardry

Core Effect: +35 Hit% (70c) Range: Bow, T (2c) Target: Line of Sight (3c)
Area of Effect: 20 foot diameter circle on a horizontal plane 4’ b# ground (2c)
Additional Definers: Link (3) Duration: Instant

Description: This bow enchants any arrow fired from it to bypassrmaagical EC of the
target. Only one arrow at a time can be affectedhisyenchantment however.
Additionally, everyone and everything within 10’ of the targdo are present on, or
pass through, the horizontal plane described by the Boatake damage as if they were
the one struck by the arrow. These additional targetsot benefit from EC but do still
gain the benefit of any magical or mundane AC they naaxgh They do not benefit from
any AC gained through skill with their armour, howeverth&se is no actual blow for
them to be able to use their armour to deflect. Thenafired must strike a legitimate
target however (such as a person, animal, zombie,retugler to take effect. The
ground, walls, etc. do not count and the shot will be washe energy spent.

Item: Zombie Maker

Weapon Type: Battle-Axe Size Compared to Medium: Medium

Enchantment Level: 8 Enchantment Type: Wizardry

Core Effect: +25 negative energy damage (75c) / Behavioral &o)ge: Axe (0c)
Target: Axe (Oc)Duration: Instant

Description: Any creature killed by this axe regains one HP per rountalinitiP has
been restored. Then, they return as an unintelligentadndéh only one, continuous
directive . . . “Protect the Axe Wielder”. Those capatil controlling undead may
attempt to do so with these as well, but the check demath a -80 penalty.

Tomes:

There are three tomes in this room, each in its digplay case. One is journal
written in Elven. It contains maps, descriptions ehkions and lists of books necessary
for beginning a study of Rune Magic. It doesn't providetharacter with any
knowledge about the subject itself, but does provide thexctea with the knowledge of
where to go and what to look for to begin.

The second is a thick tome detailing what an Incarsatéeir history and the
ritual and components needed to become one. The thirdcom@ins instructions on the
ritual needed to gain access to Supernatural Intelligeih@dso lists all the needed
supplies and can, if the PC is learned or clever enoughpbédied to imbue somebody
with other Supernatural Stats. Any Supernatural Stat gamidsiway starts at 1 and
from that point on can be raised with experiencedikg other aspect of the character.
The ritual in the third tome cannot be used to imbueagacher with more than one
Supernatural Stat at a time however. If the characaets more than one, they must
undergo the ritual multiple times.



Jewelry:

Item: Ring of Nigh Perfect Invisibility

Jewelry Style: Ring Material: wafer thin Jade

Enchantment Level: 8 Enchantment Type: Sorcery

Core Effect: Phys lllusion — Sight (18c), Smell (4c), Audio (9c)uth (50) — Absent
Range: Self Target: Self Duration: Until Dismissed Limit: 1 round Focus (+1c)
Description: Others cannot see, hear or smell the wearer butatieestill detectable by
magic. Additionally, the wearer can touch and be todidche those coming into contact
with the wearer are unaware of it. Their minds sing@ynot register that they touched
(or were touched by) anything . . . even if the wearerehtive person down. They may
deduce that magic is at play but they waon'’t rebaihg physically touched by anything.
Objects or others held by and brought within the aura olvdaer are affected as if
they/it were wearing the ring but do not have contr@rats activation or de-activation.
It is important to note that the wearer is not incogaband is still physically present,
illusionary magic simply makes it seem as if theyraoe

Item: Circlet of Perfect Falsehood

Jewelry Style: Circlet Material: Silver

Enchantment Level: 6 Enchantment Type: Sorcery

Core Effect: Phys lllusion — Sight (18c), Smell (4c), Audio (9c) syalized Person /
Detect Thoughts (4c), Detect Deep Thoughts/Knowledge &kijl/bonus: Detect
Thoughts 20% (20c), Skill bonus: Detect Deep Thoughts/Knowl@88o (20c)

Range: Self Target: Self Duration: Until Dismissed Limit: requires 3 skills
(+15) / 4 round focus (+4)

Description: In order to properly utilize this item the wearer musb &ave the skills
Detect Thoughts, Detect Deep Thoughts/Knowledge and Vzsuglerson). All three
are Active NCS. Upon focusing their thoughts for fownds, the wearer is able to
activate the circlet and cause themselves to look hbady they can visualize.
Additionally, they will also sound and smell like thatgmn, thus fooling any methods of
detection save magical or being examined by touch. Tihaidlusion, the circlet also
provides the wearer with the ability to Detect Thougktsall as Deep Thoughts (or
information known by the target, such as their nammentown, etc.) and gives them a
slight skill boost in both of these areas to aithmir use.

The character appears to be wearing whatever cloteakuion is to wear,
whatever weapons or armour the illusion should or shoot have, they appear to have
or not have. If the character draws a weapon th&ialh does not have, then it becomes
visible and disappears again when put away.

Item: Amulet of the Ether

Jewelry Style: Amulet Material: Gold with a Fine 8 karat Diamond
Enchantment Level: 4 Enchantment Type: Sorcery

Core Effect: Veil Crossing Material to Ethereal (40c) [and vice versa]
Range: Self Target: Self Duration: Instant



Description: The wearer of this amulet can step, at will, fréve Material to the
Ethereal plan as well as back again. If in combat¢hiagacter must spend an Action to
activate the amulet.

Item: Bracelets of Magic Ward

Jewelry Style: Bracelet Material: Mythril

Enchantment Level: 7 Enchantment Type: Sorcery

Core Effect: 140 point Ward vs. Magic (70)

Range: Self Target: Self Area of Effect: 16’ Diameter sphere surface (4c)
Duration: While held Limit: 4 round focus (+4)

Description: When pressed together for 4 rounds by the wearer a 16 eberaisphere
encases them and all within range. No spell of Arcaere of less than 141c can
breach it’s shell. However, no spell of less thahcldan cross out of the shell either.
The bracelets must be in contact constantly in cimezmain active and must be worn on
the character’s wrists.

C- This is a small library, apparently mostly for persaealding based on the books that
would be on the shelves. There are enough books of meéreaterial for magical
theories or alchemy to fill one or two shelves but nasstfiction or mythology with a
few exciting sounding history titles about battles ogieh. Several of the shelves have
been pulled down and the books scattered around the rabpiled in corners. A once
comfortable chair lies smashed on the floor, theismfiom the seat cushion torn out
and strewn about.

It would probably take up to four hours to put this small fpitzack in order.
Once in order however, a character could gain up to 60% kiigory and
K: Mythology, up to 40% in K: Religions and up to 30% in Wiry and K: Arcane.
Because of the way the Research skill works, it woakeé them quite some time to gain
these skills but should the opportunity present itHedf,n umbers are there for their use.

D- This appears to be a workspace of some sort. A couple taltkealchemical

supplies stand against the near wall, a chest that nergdew spare roots and herbs sits
between two surprisingly intact shelves. The contehtee shelves, parchment, a couple
books, crystals, etc. have been ransacked and movedzhagligado the bottom two or
three shelves. Against the west wall, sitting in a Aiowesturdy throne of rocks, animal
bones and books, is a goblin Shaman flanked by two “gi®lin warriors. An
apprentice huddles in the corner. If the fight goeslgdor the goblins the apprentice

will join and attack the Shaman. If the Shaman diesapprentice will snatch its staff
and flee the tower.

Goblin Shaman Xp value: 38

Str10 Con25Chal0HP 6 / 6 [/ 6
Spd 16 Int 26 Stun6 / 6 [/ 6
Dex 16 Per 27 AP 6 / 6 | 6

EC +1 (Dex) +5 (Per) +10 (Small) +10 (Dodge) = -1
AC 3 (armour) + 6 (spell) = 9 (when spell active)
Hit% 32% (base) + 5 (Per) +10 (Staff/Touch Skill) = 47%



Arcane% 52 (base) + 26 (Int for Ivl 1 spells) = 78%

Damage vs. Medium: 1d6 (Staff)
Luck: 1 Actions: 1 Initiative: 3d8

All skills below include the bonus from the relevaninkry Stat.

Weapon Proficiencies: Defensive PCS: Magic Related:

Staff 40%, Touch 40% Dodge 40% Detect Magic 67%
Offensive ACS: Standard NCS:

Interrupt Movement (Spell) 80% K: Arcane 65%, Conceat6%

Interrupt Melee Atk (Spell) 80%

Non-Standard NCS:
Goblin speak 93%
Common (S/R/W) 39%

Extraordinary Abilities:
Casting Aid — Level 1
Spell Components — Level 1

Gear:

4’ tall x 1.5” thick Wood Staff (720c valuapt a Master Component)
Leather Armour 2AC (Style) + 1AC (base material)

Loose dingy brown robes under the armour

Spells:

Name: Apprentice Telekinesis

Level: O Type: Sorcery Ranks: O

Core Effect: 20 Ibs of force (4c)

Range: Touch (1c) 8’ (2c) Target: Line of Sight (2c)

Duration: Concentration (0c)

Description: Caster is able to levitate up to 40 Ibs of material wighiof themselves
and move it at a speed equal to 20 — (half the object’'dWyei&o, a 30 pound object
could be lifted and moved at a speed of 5’ per round (30lbs¥2.= . 20 — 15lbs = 5).

Name: Phase Step

Level: O Type: Sorcery Ranks: O

Core Effect: Line of Sight Movement 4’ (9¢)

Range: Self Target: Self

Duration: Instant

Description: Upon casting this spell the caster is teleported up ito@ny direction as
long as they have an unblocked path. Unblocked is relatmever since the caster



(while in this state of teleportation) can pass thraagy space that air could pass
through.

Name: Ignite

Level: O Type: Sorcery Ranks: 0

Core Effect: 1d4 Fire (6¢)

Range: Touch (1c) 4’ (1c) Target: Hit% (1c)

Duration: Concentration

Description: The caster must roll their Hit% to hit their targat Ib successful may deal
1d4 fire damage to their target each round they maintain@oncentration. Objects
that actually catch on fire do not need to be Concmttran to maintain the fire.

Name: Harm Ward

Level: 1 Type: Sorcery Ranks: 0

Core Effect: 6 AC vs. Kinetic (24c)

Range: Self Target: Self

Duration: 6 rounds (6¢)

Description: For the duration of this spell the caster gains 6AC vsadardealt from
kinetic sources (falling, sword/mace/fist/etc. blowsekic damage spells, etc.).

Name: Life Wall

Level: 1 Type: Sorcery Ranks: 0

Core Effect: Ward vs. Life -16 (8c)

Range: Self Target: Self Area of Effect: 9’ Diameter 7’ Tall cylinder (1c)

Limit: blocks only animate life only +5 (i.e. not undead, trets)

Duration: 6 rounds (6¢)

Description: Upon completion of this spell a cylinder 9’ wide andall forms with the
caster at the center. The wall is invisible but debdetby magic and no living object
may pass it without first succeeding at a Con Checkavitt6 penalty. Due to it's
diameter, the cylinder protects the caster from anywaemawhose blades/haft/etc is
shorter than 4.5 feet. Because it is centered oradtercit moves with him.

Name: Lightning Toss

Level: 1 Type: Sorcery Ranks: 0

Core Effect: 2d10 Lightning damage (26¢)

Range: Touch (1c) Target: Line of Sight (2c) Area of Effect: 10’ x 10’ Cone (1c)
AC: Yes Duration: Concentration Limit: component(s) worth 20c
Description: Upon casting this spell a cone of Lightning 10’ long weithase diameter
of 10’ blasts forth from the caster’s outstretched hahdose within its effected area may
make a Dex or related resistance Check at -26 to estipey succeed and have
enough remaining Movement for that round they are abledavtthemselves to safety.
Those caught within the effected area take 2d10 Lightning damfag®ur is effective
against the damage but it can bypass metal armour.



Shaman Tactics:

Give the Shaman and his two bodyguards Notice and L{staelated stat)
Checks at no penalty if the PC’s are not trying to baldty. If the PC’s are trying to be
stealthy then have each one role their Urban Steallbex and apply the worst roll's
Degree of Success or Failure to the Goblins’ roll as alpear bonus (respectively).

If they are aware of the PC’s approach the two Bitblin Guards will flank the
door (which opens out) and attack the first PC through (gamsgprise round).
Because the Goblin Guards have Tactical Combat andtarepaing to fight intelligently
they get +14 to their Hit% on the Surprise round. The @&Haman will cast Harm
Ward on himself during the Surprise round. Once initiasw®lled the Goblin Guards
will attack the weakest player/try to block the door. Tlodkd Shaman will cast Life
Wall on his second round and on the third will commandwalit until after his Guards
have both taken their Actions and then command thenot® mside as he casts
Lightning Toss (consuming 20c of his Staff) at the PC’s. vl attempt to maintain
Concentration on the effect for as long as possibkepikg it focused on the largest
grouping of PC’s or the strongest among them.

If they are unaware of the PC’s presence then egdgylolls initiative as soon as
the door is open. The Goblin Guards rush forward to us&ackies in the previous
paragraph while the Goblin Shaman ducks behind his throneefdiréhtwo rounds to
cast Harm Ward and Life Wall (In that order).

Elite Goblin Guards:

For these two guards, raise their Base Hit% fronRieaissance: The Rebirth
manual by 10, add 30 to all their combat skills and adjustE@& AC, Hit% and
damage accordingly. Also, because of their increasedgiaaral defensive skills
upgrade their xp value to 25 each. Additionally, increaseweapon qualities to
Common.

Goblin Shaman Apprentice:

As mentioned above, he will stay huddled in the coamerout of combat until
the Shaman is defeated, at which point he will sndtelstaff and run. Assume the
Apprentice has the same Stats as the Shaman, usenbeskills at half and give him
only the Apprentice (0) level spells listed above.

Items in this room:

Advanced Alchemy Sgt45 bonus)

7 Sheets of Parchment

1 Level 9 Wizardry manudliseless to somebody who doesn’t have the level 8riviza
Formula Extraordinary Ability)

1 Good 7 karat Sapphire

1 Common 8 karat Emerald

1 Fine 4 karat Ruby

1Rough 10 karat Topaz



6 Good 10 karat Quart@vorth only 230 GP each due to the commonness of Quartz)

E- This is a once nice living quarters. A defiled bed restiercenter of the south-east
wall, an armoire stands against the north wall whi@elf and small table sit against the
west wall with a simple, full length mirror hangingtiveen them. The clothes from the
armoire and the boots, belts and other clothing fronsiiedves have been scattered
about the floor, torn up, etc. The mirror is brokemptetely and hanging askew, a
Common Throwing Axe jutting from the center of it.

Third Floor:
The stairs up to this floor are blocked by a door with a 13@&l Armour
enchantment on it and a Grand Master Difficulty lock.

This floor is completely open. A desk
with a chest beside it sits facing the stairs with
a comfortable chair facing the desk, its back to
the stairs. Other than this, an occasional
comfortable chair placed strategically about
the floor and a trapdoor and small ladder
leading to the roof, this floor is entirely filled
with one bookshelf after another with about 3
feet between each. Each shelf is completely
full of books with topics ranging from simple
alchemy and spell casting to histories long
forgotten and lost with an equal number of
books devoted to religion, philosophy and, possibly (dependinbeoworld setting) a
few books on early, rudimentary science. Also soatt@bout this floor are chests and
glass cases with a few potions and a lot of powechdllls and spell casting implements.
Those chests and glass cases with scrolls in therspail trapped with level 11 or 12
spells and are locked with Master level locks. In addito the spells protecting the
doors to this room/floor, the walls, ceiling and floor als® enchanted with 120% Spell
Armour and Warded at 120 points against living creatureseoNidterial and Ethereal
planes.

Your PC’s should not be able to access this top flitds the personal library,
collection and study of the Wizard who actually ownsttweer. However, in the event
that your PC’s do manage to somehow access it (not amuman occurrence for PC’s,
blast their inventiveness) below is a brief list lvé types of things they can find on this
floor.

Twelve Level 11 and 12 scrolls

8 Master Components worth up to 100c each

3 Artifacts (greater than level 15 spell equivalents)
Fifteen potions imbued with level 10 spells



Cleaning Up

After the characters have stormed the tower anddkiie goblins they’ll want to
return to the Mayor for their reward. The Mayor Wil to convince them to stick
around a few days to make sure the goblins are gone but hepagpmany extra for them
to do so and let’s them go if they refuse. If therabters wish to sell any of the loot
from the tower in town, remember that it's a smathfing community. It's unlikely that
anybody (including Wizard Thran) will be able or willinggay more than 2 gold for
anything the characters will have brought back from the towe

Regardless of whether the PC’s stick around or not, drddigt 3, if you prefer)
days after they receive their reward from the Mayooldngray haired man walking
upright but leaning slightly on a twisted staff will appcbahem. What he is wearing is
up to the GM but his name Mikolai Katzevand introduces himself and Nickohlahs. He
tells the PC’s (truthfully) that he is the ownertloé tower they recently cleared and
appreciates their aid in finding and clearing it of the pegiylins. He asks them to give
him a few days to clean up and then come by his towerehddward them for their
efforts. (The GM may give the PC’s something fromrtsem on the %' floor or simply
give them some gold. If giving out items from the toviteis advised that no more than
1 item be given out, due to their power and the factthimgis intended for early
characters).

If the PC’s ask how his tower came to be in the village in the possession of
the goblins Nickolai is willing to part with the followirigformation:

He has been a Wizard for many years (he appears twmhe 28) and has
acquired much power and skill in that time. Despitg,this true love is walking and
traveling. As aresult, he crafted an Emerald ObelkEound it to his tower and to it
Bound many spells, primarily of which was a Gateway spEtiis enabled him to
teleport his tower wherever he wished to go and thus prd\ige freedom of travel in
life that he desired. He forgot to lock the door whehHaswent out for a walk and the
goblins must have come upon his tower while he was gones thathselves at home
and then accidentally activated the Obelisk. The tasveaspable of having a basement
by simply shunting anything in its target location to thieeEeal Plane for the duration of
its stay.

On one final set of notes, Wizard Katzev (Nikolai) wdtjuest the PC’s return anything
they've taken from the tower (and will know if theyeadone so). If they refuse he will
put them all to sleep and reclaim without error all thas taken (but nothing more). He
would not, however, cancel his offer of a reward but d@e less than originally
planned. Any scrolls the PC’s may have taken and siseé he will simply request their
creation value in gold or silver.

Nikolai Katzev:

The GM should assume that Wizard Katzev has at ¥ast each stat, double
that in any skill he may need to use and should remernaeWizard Katzev is capable
of casting up to level 12 spells as a Wizard. If attackethddy?C’s or challenged in a



similar fashion he will not kill but rather temporaritycapacitate them and then leave
since they are beneath the effort it would require for o actually fight them. He is not
evil and Detects exactly as he seems, a kindly old@haarprising skill, intelligence and
wisdom.



