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THE WRECKED WAGONS
The party enters Dran and crosses the 

Evenflow. Soon, two wrecked wagons, 
still burning, block the road. A few 
spectators scatter. They are nobodies and 
know nothing. There are several hacked 
bodies in the wagons and a dead horse still 
hitched to one. Nothing of value is left. It 
is easy to tell the raiders headed towards 
Ruby Town. A good roll by a Tracker will 
reveal tracks of a wagon, two horses, and 
at least eight human-type footmen. One 
set of footprints is quite large.

After a mile, a feeble effort has been 
made to create false tracks continuing 
north, but only a 3/IQ roll is needed to 
realize that. Make one roll when the real 
tracks turn aside, and another if the PCs 
follow the fakes 100 yards to their end. 
The real tracks turn aside toward a pile 
of brambles. Moving these reveals a path 
wide enough for wagons to go up the hill. 

If the party follows the trail, two 
hobgoblin guards on lookout each take 
one shot (-2 for distance) and then run 
north, uphill, to guard the cave entrance 
at B with their comrades. If the players 
avoid the trail and move stealthily, the 
hobgoblins will need to roll 3/IQ to notice 
them. This drops to 2/IQ if the lead PCs 
are wearing metal armor and/or talking. 
To detect a single stealthy scout, they’d 
need 4/IQ or better. If the party is not 
detected, they get a turn of surprise. The 
foes will try to flee; roll randomly for 
direction. Only if at least one runs NW 
will the two at B have warning.

The wagon tracks continue up the hill. 
Following, the adventurers will find six 
mules and four horses along with a small 
wagon housed in a rude corral in what 
appears to be the ruins of a fortification. 
(If they happen to have a good map, they 
will know that this is in fact an old keep, 
long abandoned.) They are at A.

Shawna Alestrom, human, age 26
ST 11, DX 14 (11), IQ 11, MA 10 (8) 
Talents: Alertness, Carousing, Dagger, 

Fencer, Literacy, Quick Draw (Dagger), 
Quick Draw (Sword), Silent Movement, 
Streetwise, Thrown Weapons, Toughness x2

Language: Common
Weapons: Dagger (four!) (1d-1), rapier 

(fine +1, 1d+2), main-gauche (1d)
Armor: Leather stops 2 hits, main-

gauche stops 1 hit, Toughness stops 2  hits
Equipment: Pouch with 2d gold and 2d 

silver, and an odd key like Brum’s
Shawna is a street bravo from Tro. 

She did not know Brum well before he 
recruited her, but now she distrusts him 
deeply. She doesn’t think she can take 
him by surprise, nor does she know the 
full secret of the Gate. She is ready to flee 
overland with her life, before she joins 
the bodies at F. She would be delighted to 
betray the big orc, but that does not make 
her trustworthy. Quite the contrary! 
Orc Warriors

ST 11, DX 13 (11), IQ 10, MA 10 (8)  
Talents: Ax/Mace, Bow, Brawling, shield
Languages: Common, 

Orcish
Weapons: Longbow 

(1d+2), small ax 
(1d+2)

Armor: Leather 
armor stops 2 hits, small 
shield stops 1 hit 

Equipment: 4d silver
Hobgoblin Archers 

ST 11, DX 10 (9), IQ 7, MA 10
Talents: Bow, Sword
Languages: Common, Goblin
Weapons: Shortsword (2d-1), small 

bow (1d-1)
Armor: Cloth armor stops 1 hit 
Equipment: 2d silver, 1/6 chance of a 

silver bracelet ($10)

This is an adventure for four or five 
experienced adventurers between 34 and 36 
points. A wizard will be useful! 

RUMORS
Master Millerson wants the PCs to leave 

now so he can be seen to have acted, but if 
he paid advance money he’ll want to be sure 
it is spent (he will send an assistant with 
them, to make sure they get fair deals). If the 
PCs talk to townsfolk, they will learn that 
Master Millerson is considered honest. Roll 
a d6, or just pick one rumor to give them. 
On a reaction of “Friendliness,” give them a 
second rumor. For “Great Friendliness,” they 
get two more rumors.

1 – Foresters have seen blazes on trees 
near the ambush sites.

2 – Funny how no goblin caravans have 
been attacked.

3 – I’ve heard that many of the horses and 
mules have been sold in Trews.

4 – I wonder if maybe gargoyles are flying 
off with the trade goods? How else to 
get them to Tro without wagons?

5 – I bet the bandits are holed up in one of 
the old keeps that guarded the road.

6 – There must be someone here in town to 
spy for these raiders.

It will take the party a few hours to reach 
the raid site. If they are on horseback, and 
do their shopping the evening they sign the 
contract and leave that night, they’ll be there 
around sunup. All rolls to detect the trail will 
get a +2 bonus, and all enemy rolls to detect 
them get a -2 (the bandits are tired and did not 
expect such a quick response). If they spend 
the night in Kel and leave the next day, they 
won’t get those bonuses.

CHARACTERS
During the course of this adventure, the 

players will meet a number of people, none 
of them any better than they should be . . .

Brum Brokenose, huge orc, age 28
ST 18, DX 13 (10), IQ 9, MA 10 (8)
Talents: Brawling, Cestus, Toughness 2
Languages: Common, Orcish
Weapons: Cestus (1d-1) (1d+5 in HtH), 

Club (1d+4)
Armor: Heavy furs stop 2 hits, Cestus 

stops 1 hit, Toughness stops 2 hits 
Equipment: A leather thong around his 

neck holds a black onyx stone with “Maise” 
inscribed on it. In his pouch are an odd key 
with a round shaft, a duplicate of the onyx 
stone, 3d gold, and 5d silver.

Brum is over 7 feet tall and has giant (or 
ogre) blood in him somewhere. He thinks 
he is clever; he is wrong. He was recruited 
by an honest and unwise wizard to guard 
the Gate at N. None of the wizard’s powers 
protected him against a ST 18 sucker punch 
from behind, and then Brum had his own 
Gate . . . but the best he can think to do with 
it is to rob a half-dozen caravans, withdraw 
through the Gate to Tro, and live in ease. He 
plans to murder the rest of the gang, except 
for his useful sergeant. The human, Shawna, 
has been a disappointment.

If the orcs are clearly overmatched by the 
party, start by upping their DXs by 1 each – 
that will make a big difference.

Sergeant Lyrka, orc, age 34
ST 14, DX 13 (10), IQ 9, MA 10 (8)
Talents: Brawling, Silent Movement, 

Sword, Thrown Weapons (Dagger), Tough-
ness

Languages: Common, Goblin, Orc
Weapons: Broadsword (2d), Dagger (1d-1)
Armor: Leather stops 2 hits, large shield 

stops 2 hits, Toughness stops 1 hit
Equipment: 4d silver pieces, tusk-

embedded emerald worth $100, a round key 
like Brum’s

Lyrka is a thuggish orc who commands 
the bandits. He does what Brum says. Other 
than Brum, he is the only one who knows 
where they actually are.

was before dawn this morning; a small 
caravan was attacked about halfway to 
Ruby Town in the foothills of the Gar-
goyle Mountains, by humans, hobgob-
lins, and an ogre, who fired bows from the 
woods and then charged, overwhelming 
everyone. The two rear guards used their 
own bows a few times and then fled. They 
are the only known survivors of the raids.

The Guild is offering you $500 per 
PC for the elimination of the bandits plus 
10% of the value of any recovered items. 
Millerson will not offer any advance 
money, but he can be talked into $200 
apiece if the party asks for it.

“Welcome, friends!” The big, bearded 
man gestures expansively. “I’m Jedric 
Millerson, master of the Merchants’ Guild. 
I’m sure you’re wondering why my man 
intercepted you as you left our lovely town, 
hmmm?” He pulls a paper from his desk. 
“How’d you like to be heroes and fill up 
your purses? I need troubleshooters right 
now, and I’ll put it in writing.”

Master Millerson tells you about three 
recent raids on caravans between the duch-
ies of Kel and Dran, near Ruby Town. 
Some loot from the second raid was found 
for sale on the other side of Dran, in the 
city of Tro; in fact, it seemed to arrive al-
most before it was taken. The third raid 
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