Naerie Regional Scenario Summaries

Note: The way how some modules are resolved here is the most likely way things went, not how all tables did it.

NAE3-01 Daughter of Idee

Blurb: The old countly line may not be quite as extinct as once thought. What effect will this have on the tumultuous politics of Naerie? One round module for APLs-28

Series Name: n/a

Other Scenarios in Series: n/a

Author: Steven Zwanger

APLs: 2-8

Location(s): Naerie City

Plot Summary: A priest of Heironeus named Remismund had announced that an heir to the late Count Fedorik Eddri, born out of wedlock, had been found. Houses Haxx and Arxx both wanted to find her but when adventurers in their service went to see Remismund, they found that he had already been killed. Representatives of the Idee Volunteers also announced their interest for the heir apparent, a young girl named Theodora. Eventually adventurers found Theodora, guarded by thieves guild member and air elemental.

Official Results: Theodora was married to Darvander Haxx. Idee Volunteers found indiscriminating evidence about Theodora being a fake heir planted by House Haxx, but their attempts to prove it were not succesful. (6 reported tables for Haxx, 5 for Idee, 1 for Arxx)

NPCs Met, Brief Description (and Condition, if unusual):

Ludmila, female human, merchant, last seen in Star of Aerdy Tavern.

Wulfric,  male human; Owner of Star of Aerdy Tavern.

Fara, female human, agent of Idee Volunteers,  last seen in the chapel of Heironeous

Liara, female human an Agent of the Scarlet Brotherhood. Killed in battle

Gusto, Liaras Hobgoblin bodyguard. Killed in battle.

Gauterit, male human an agent of House Arxx. Still in service of the house.

Achila, male human member of Naerie Thieves Guild. Fate unknown.

Theodora Hubalt, female human a heir apparent of House Eddri. Married to Darvander Haxx.

Other NPCs Mentioned, Brief Description, Last Known Location (and Condition, if unusual):

Calico Annie, female human, a pirate hunted down by late Fedoric Eddri.

Remismund, male human, a priest of Heironeous and supporter of Idee Volunteers. Dead.

Special Items, Favors, or Influence:

Disfavor with House Arxx/Haxx/Idee Volunteers

Favor with House Arxx/Haxx/Idee Volunteers

Influence with Thieves Guild of Naerie

Other Scenarios Using Material From It:

None.

Loose Threads:

Who actually was responsible for killing Remismund? Who delivered the fiendish beast to the temple. An Arcane Mark ”P” was the only clue.

What will House Eddri do about this supposed ’heir’.

NAEI3-01 Stone Strider

Blurb: Breddol the Sage has a collection job he needs doing. Simply travel to the island of Gefjon, retrieve a statue and return it to him in Naerie city. What could be easier?
Series Name: Gefjon

Other Scenarios in Series: NAE5-02 Return to Gefjon

Author: Anders Lindborg

APLs: 2 (intro module)

Location(s): Naerie City & Gefjon Isle

Plot Summary: A group of adventurers were hired by Breddol the Sage to retrieve a statue from Gefjon Isle. This statue was actually Breddol's old adventuring companion, elf ranger named Thellesina, who had been petrified. Adventurers traveled to Gefjon Isle and braving dangerous climbs and mildly hostile wildlife, managed to recover the statue, who was then returned to life by Breddol. The island also had other statues of aquatic monsters, but they were left untouched.

Official Results: Thellesina was rescued.

NPCs Met, Brief Description (and Condition, if unusual):

Breddol the sage, male human, a collector of rare items in Naerie City. Retired adventurer.

Rhengott Fhals, male human nephew of Breddol and his ’right hand man’

Thellesine, female elf, a ranger and friend of Breddol.

Edla, female human, owner of ’Fickle’s Wares’, a shop in Gefjon Isle.

Brozar, male human, son of Edla.

Captain Valetta, female human,  a ship captain.

Other NPCs Mentioned, Brief Description (and Condition, if unusual):

Gerdan ’the lame’, male human, captain of ’Stallion’

Special Items, Favors, or Influence:

Favor with Breddol (one time use on Knowledge-History which succeeds as DC 37)

Other Scenarios Using Material From It:

None.

Loose Threads:

Who or what actually cause Thellesines statue to be located in Gefjon.

What were the other statues in the Island.

NAE4-01 The Living & the Dead

Blurb: Arriving in remote hamlet of Greenrock at the end of weary days travel, the characters encounter a group of concerned citizens of the village. A group of farmers have disappeared on their way to market in Eragern, one of the largest’s in Ingmalt’s barony. The farmers have been missing for two days and their families are running out of hope for their return. Closest aid is militia in Ekehold but their arrival could take days and farmers families turn their hopes towards characters. One round adventure for APL2-8.

Series Name: Unnamed

Other Scenarios in Series: NAE4-02 and as of yet unnamed third part.

Author: Juha-Pekka Saarinen

APLs: 2-8

Location(s): Hamlet of Greenrock and Sarwych Forest.

Plot Summary: A group of farmers had disappeared on their way to Eragern. Adventurers coming to Greenrock agreed to find them. Entering into Sarwych Forest, group meets a Grehsam, a hermit of the forest who guides them towards Satyrn’s Horn, a strange rock formation on the edges of Iron Hills. They are also asked to help Aniriel, a dryad that lives in the forest by killing a crazy troll that ravages the forest. The farmers had been captured by Ettercaps living in the Satyrn’s Horn. In the cave was also a (trapped) passageway that led into a tomb build for clerics of Pyremius. What was worse, some of the clerics were still present as undead. After the foul creatures had been put down, heroes returned to Greenrock.

Official Results: Farmers were saved, altough one had been killed by Ettercaps. Troll was killed and location to ’Venemous Temple’ discovered.

NPCs Met, Brief Description (and Condition, if unusual):

Grehsam, male human, hermit of Sarwych Forest.

Moorteeth, Grehsams animal companion (bear)

Aniriel, a dryad living the Sarwych Forest.

Westor, male human, owner of general store in Greenrock..

Other NPCs Mentioned, Brief Description (and Condition, if unusual):

Oracle. Something to do with temple of Pyremius.

Special Items, Favors, or Influence:

Suel blade of Thunder, magical blade recovered from Satyrn’s Horn.

Other Scenarios Using Material From It:

None.

Loose Threads:

What was the Oracle and ’Fiery Serpent Bride’ mentioned in the prophecy?
NAE4-02 Venemous Temple

Blub: A few months ago, a group of heroes entered the tomb of Satyr’s Horn and found instructions on how to enter an underground temple of Pyremius, which vanished long ago. So far, no one has survived while trying to pass the three deadly entrances to the temple, but now, the instructions on how to pass the entrances have been found. Great deeds, perils and treasures await heroes who dare to enter the temple. But rumors have spread far and wide...  A one-round adventure for APLs 2–8. A stand-alone sequel to “The Living and the Dead”.
Series Name: Unnamed

Other Scenarios in Series: NAE4-01 and as of yet unnamed third part.

Author: Juha-Pekka Saarinen

APLs: 2-8

Location(s): Greenrock and ’Venemous Temple’

Plot Summary: The entrance to Venemous Temple had been discovered near Greenrock. A group of adventurers agreed to pass through it’s three deadly traps to gain an entrance. Inside they found a temple of Pyremius which had been destroyed. Many undead were present, old servant of Pyremius who had been animated by fell magic. In the high priests chambers, another Suloise Blade of Thunder was recovered, along with high priests journal. This detailed cult activity up to year 6097 of Sueloise dating (582 Common Year) and attempst to summon a ‘hunter’ to catch and kill a member of the cult, named Embaud, who had betrayed them.

The main gathering hall in temple had “hunter”, a large Glazrebu in it, bound by walls of force. A balcony lead beyond the Glazrebu and from there a mad ’Oracle’ was discovered who had spent years in captivity, living on create food and water spell. He was taken into custody but a group of Scarlet Brotherhood agents waited in the entrance, trying to get him back. They were killed and agents of House Drien took the oracle.

Official Results: Oracle was taken into custody of House Drien. Glazrebu left behind Wall of Force and entrance sealed.

NPCs Met, Brief Description (and Condition, if unusual):

Cranelarn ”Beacon” Gylarden, male human,  a paladin of Heironeous

Varsarlor, male human, eldest of Greenrock.

Dolrich of Eragern, male human, an envoy of House Drien.

Westor, male human, owner of general store in Greenrock.

Shayda, female human, agent of the Scarlet Brotherhood. Killed in battle

Ari Shahmid, male human, agent of Scarlet Brotherhood. Killed in battle.

Remehr Paryeh, male human, agent of Scarlet Brotherhood. Killed in battle

”Oracle” Shesfesh At Oher, male human, mad priest of Pyremius

”Hunter”, especially large and angry Glazrebu. Still within Venemous Temple.

Other NPCs Mentioned, Brief Description (and Condition, if unusual):

Sir Guandrem I, male human, head of House Drien.

Embaud, a traitorous apprentice of Pyremius. Latest information places him in northern Ahlissa.

Special Items, Favors, or Influence:

Suel Blade of Thunder, magical blade recovered from Venemous Temple

Suel Hammer of Thunder, magical weapon recovered from Venemous Temple

Favor with House Drien (access to vicious lance)

Disfavor with House Drien (special tax to be paid while in lands of House Drien)

Niruc, local hero of Greenrock (+2 to various skill checks while in Greenrock)

Sheyda’s Spellbook.

Other Scenarios Using Material From It:

NAE4-01

Loose Threads:

Glazrebu is still in the temple. Where is Embaud?

NAE4-03 The Apprentice

Blurb: You have come to Naerie City in time of Richfest. Weather is pleasant, people are polite and there is always something new around every corner. Unfortunately it seems someone sent some uninvited quests and it will be up to you and Nasranite Watch to clear up the situation. One round regional adventure for APLs 2-10.

Series Name: Unnamed

Other Scenarios in Series: NAE6-05 (unnamed) by Matt Koebl.

Author: Anders Lindborg & Sampo Haarlaa

APLs: 2-10

Location(s): Naerie City

Plot Summary: A richfest in Naerie is interrupted by magical disturbance which causes monsters to appear out of thin air and attack the people. Adventurers were needed to go to the source of the problem while Nasranite Watch cleared the surrounding areas. An apprentice of wizard Eurynumos was the source of the trouble, after meddling with strange gem that opened a portal for fiendish creatures. Apprentice was defeated and order restored.

Official Results: The indicent was dealt, but damage to town was extensive. Cawyr was captured alive but spared because of bribes paid by Eyrynumos. The gem was sealed into the vaults of Zilchus.

NPCs Met, Brief Descriptionb(and Condition, if unusual):

Damar Rocharion, male human, second-in command of Nasranite Watch. Still in his job.

Apprentice Cawyr, male human, servant of Eurynumos. Still alive, location unknown. either Naerie City or Irongate.

Seraster of House Heshun, male human, a heir to House Heshun.

Fogaln Daveras, male human, a ’Follower of the Wave’ (monk)

Umorak, male human, a Flan tribe member from Felten.

Royal Guard Brienn, male human, member of Prince Barzhaans bodyguard.

Rindana, female human, druid from Menowood

Delras Ulquand, male human, ranger from Onnwal

Other NPCs Mentioned, Brief Description (and Condition, if unusual):

Captain Belva, female human, leader of the Nasranite Watch. Still in her job.

Eurynumos, male human, a powerful wizard. Still has a house in Naerie city.

Special Items, Favors, or Influence:

Favor with Damar Rocharion (item/spell casting access)

Winner of Richfest Archery/Melee/Spellcasting/Unarmed fighting competition

The Calling (Spell-Like ability and wisdom drain after touching the gem)

Other Scenarios Using Material From It:

TSS3-06 For the Familys Honour (Delras Ulquand) by Karl. J. Goodjohn.

ONW4-01 Prisoner of War by Paul Looly (Richfest games)

Loose Threads:

What was the Gem? Why there was a female form visible inside it?
NAE4-04 Prince of Idee

Blurb: There is anarchy on the borders of Barony of Menst: bandits on the highways, humanoids riding mining settlements, peasants planning revolt. Can heroes be found to restore order and root out source of the unrest before the barony’s eastern-most county is lost? One round adventure for APLs 2-8

Series Name: n/a

Other Scenarios in Series: n/a

Author: Dan Hass

APLs: 2-8

Location(s): Baronetry of Copperfeld

Plot Summary: The so called ‘Prince of Idee’ plants his flag to Barony of Menst and starts robbing caravans (as ‘Road Tax’). Situation is not help by incompetent ruler Zaran. Fortunately he has a capable Senechal Selnor who is dealing with the situation by hiring adventurers. A group of Idee Volunteers flocking to Uram’s banner is succesfully prevented from doing so. Uram himself is killed after attacking a group of envoys sent by Senechal Selnor. His followers suffer similiar fate or abandon him. In a twist of fate, goblin activity in the hills threathens a miner clan. Adventurers succeed in driving them back and many marriages are formed between grateful Clan members and adventurers. Selnor saves Zaran’s reputation and is rewarded, but somehow the whole process seemed to happen so conviniently...
Official Results: Uram was killed, his followers scattered and order restored. Aishiak Clan saved from Bloody Blades Goblin Tribe.

NPCs Met, Brief Description (and Condition, if unusual):

Uram aka ”The Prince of Idee”, male human, bandit, thief, scroundel, crazy as a rapid badger. Killed in battle.

Selnor, male human, Senechal of Count Zaran.

Zaran of House Arxx, male human,  leader of Copperfeld.

Rosch, priest of Wee Jas, male human, leader of Bloody Blades goblins. Killed in battle.

Bloody Blades Goblin Gang: Large number of goblins, killed in battle.

Ardl, Zassle, Stran, Evasel, Farn, Cailee, Golna, Pris, human female/male, Idee Volunteers. Killed in battle or gone from Copperfeld. Ultimate fates unconfirmed.

Kail, Barshee, Shia, female humans, Followers of Uram. Killed in battle

Unnamed Matriarch of Aishiak Clan

Other NPCs Mentioned, Brief Description (and Condition, if unusual):

Kerish the Bard of Minetha, femalte human, Idee Volunteer sympathiser

Sir Knost, male human, previous leader of the guards.

Special Items, Favors, or Influence:

Member of Aishiak Clan (marriage)

Banished from Baronetry of Copperfeld

Favor with Kerish the Bard

Wanted in Ahlissa

Other Scenarios Using Material From It:

NAE3-01 (Favor/Disfavor with Idee Volunteers)

Loose Threads:

Goblin activity is still high? What caused it? Why was Selnor so knowledgeable about Uram and vice versa? Kerish was organising Idee Volunteer cells in Minetha. What will come of this?

NAE5-01 When Nightingales Sing...

Blurb: Baron Berik Oedil is re-marrying and the barony of Ingmalt is preparing for the festivities. However, it seems someone does not like the idea and suddenly you find yourself drawn into a web of intrigue. One-round adventure for APL 2-8 party who are skilled in both diplomacy and swordplay.

Series Name: -

Other Scenarios in Series: -

Author: Sampo Haarlaa

APLs: 2-8

Location(s): Ekehold & Sarwych forest

Plot Summary: Berik Oedil and Aeslith Euric of House Arxx were about to get married. Adventurers were on their way to Ekehold to take part of the festitivies when they were passed by a rider, carrying the symbol of Trithereon on him. Adventurers did not care much about this and ignored the rider but not long afterwards, they found the same rider dead on the road, with several bandits intent on looting his body. 

After bandits were destroyed, a letter to someone named Traneth was found among the riders possessions. Apparently a group of tritheronites were surrouded by hobgoblins in Iron Hills but had uncovered some sort of scheme going on in Ekehold. Following this clue, adventurers made their way to Ekehold. Soon afterwards, they were pickpocketed by one of the thieves working in Ekehold. Black Bird (so named because of shield with Rookroosts coat of arms functioned as it's logo) tavern was a quality establishment but Traneth was not there. Asking around, tavern of "Lords Delight" was mentioned. Before going there, adventurers enjoyed a performance by a bard named Adolin, who told stories of Berik Oedils exploits during the war, specifically the battle of Eragern where "Kesh" Nishar was killed.

There was no sign of Traneth in Lord's Delight either but the owner did seem to conceal some information. Finally they agreed to fetch Traneth while adventurers waited. Food was served which turned out to be poisoned and the persons running the bar attacked, some of the demonstrating exceptional skill in unarmed combat which revealed them to be Scarlet Brotherhood agents. In the ensuing chaos, commoners rushed out of the tavern with cries for help. The battle in the inn was quick and brutal, with three of the agents killed and one escaping. As adventurers fled the taverns before local authorities entered, they were stopped by a man in blue cloak who presented himself as Traneth.

Traneth was a member of Knights of the Chase. He explained that despite Tritheronites hatred for Ahlissa, they would rather see moderately just ruler, Berik Oedil, in Ekehold than whoever else that might his place. Traneth had information of possible assassination attempt that would need to be stopped. He wanted adventurers to go to nearby brewery where he would soon join them. Adventurers said they would rather do something useful first so Traneth told them to watch "Lords Delight" in case someone would come back. Somebody indeed came, a local drunk named Brenk who took a leak at the corner. He was followed by messenger pigeon which the adventurers promptly shot and took a letter tied to it's leg. After this they headed to brewery.

The brewery was ran by "Old Man" Braegan, who allowed adventurers to enter after they gave him the password that Traneth had revealed. Night passed uneventfully except for a military patrol which was searching the areas around Ekehold for suspected rebels. As the adventurers were hiding in the basement, no combat ensued.

In the morning Traneth came back with further information and it was clear that Brymar Thoniad, the guard captain of Berik Oedil was somehow involved with the assassination plans. Traneth asked adventurers to go to Ekehold and try to get message to Berik somehow. He could not be involved as he would be executed if he came forward with what he knew.

In Ekehold, adventurers had some trouble finding help as guards could not necessarily be bothered due to Brymar finding it out. However, with few choice words they managed to win an audience with Lord Euric who agreed to arrange a meeting with Berik. He warned PCs to find concrete evidence about his involvement. In a daring plan, the adventurers decided to search Brymars residence, where they found his diary, full of anger of towards Beriks marriage (it seems Brymar had feelings for Aeslith as well). Armed with this information, adventurers put on their best clothing for an audience with Berik. The information was solid and Berik ordered Brymar arrested. However, he killed several of the guards who were sent to apprehend him and Beriks household guard, accompanied by adventurers went after him. 

The trail eventually led to Sarwych Forest but Brymar had been too fast. At the edge of the Iron Hills, adventurers ran into a group of orcs and ogres who were in Brymars service. They were all killed but of Brymar there was no sign. 

Adventurers returned to Ekehold to enjoy the marriage celebrations. During this time they also informed authorities of the safehouse and as a result Traneth Etali & Braegan were captured. 
Official Results (6 reported tables): Brymars current location is unknown (in fact, only the playtest table was succesful in apprehending him) though his hired fists were killed near Iron Hills. Safehouse was found by authorities. "Old Man" Braegan died of a heart attack during imprisonment and Traneth Etali was apparently hanged though many say that there was something not quite right with the execution, including the fact that the person hanged was considerably shorter and slightly fatter than Traneth. 

NPCs Met, Brief Description (and Condition, if unusual):

Ceard & Prieta, male humans, farmers living in Dumyr.
Yeif, male human. Tritheronite agent. Killed by Aday and his men.
day, male human, bandit leader & army deserter. Killed in battle

Payrid, male human, a Sunndian pit fighter and right hand man of Aday. Killed in battle.

Sargh, male human, a hepmonalander pickpocket. Still at large in Ekehold.

Adolin, male human, a bard & orator.

Sister Jolana, female human, Scarlet Brotherhood monk. Killed in battle.

Dradan, male human, Scarlet Brotherhood agent. Killed in battle.

Nera, female human, cleric of Suryl. Escaped and still alive.

Astalic, male human, a collaborator in service of Scarlet Brotherhood. Killed in battle.

Traneth Etali, male human, member of Knights of the Chase. Executed (apparently).

Brenk, male human, commoner who likes to drink and beat his wife. Still alive unfortunately. 

"Old Man" Braegan, male human, agent of the Jade Mask. Died while in prison.

Berik Oedil, male human, ruler of Barony of Ingmalt. Married to Aeslith Euric

eslith Euric, female half-elf, daughter of Lord Euric Arxx. Married to Berik Oedil.

Lord Euric Arxx,  male human, leader of House Arxx.

Brymar Thoniad, male human, ex-guard captain of Berik Oedil. Whereabouts unknown.

Sister Jolana, female human, Scarlet Brotherhood monk. Killed in battle.

Dradan, male human, Scarlet Brotherhood agent. Killed in battle.

Other NPCs Mentioned, Brief Description (and Condition, if unusual):

"The Hand", Scarlet Brotherhood assassin. Whereabouts unknown.

Trea Oedil, female human, wife of Berik Oedil. Killed by Scarlet Brotherhood agents after battle of Eragern.

"Kanghes Oedil, male human, son of Berik Oedil. Currently learning military skills in northern Ahlissa.

Kesh Nishar, male human, Scarlet Brotherhood "Kesh" during the occupation of Idee. Killed by Berik Oedil.

Sevrus, Tritheronite agent. Killed or captured by Hobgoblins.

Sares, Errol, Reysey. Tritheronite agents. Dead.

Darvander Haxx, male human, cousin of Princre Barzhaan. 

Lady Theodora, female human, wife of Darvander Haxx.

Special Items, Favors, or Influence:

Favor of House Oedil

Favor of House Arxx

Safehouse Reported - favor with any noble house, permanent hatred of Jade Mask & Knights of the Chase

Traneth - influence point with Knights of the Chase

Tested by Braegan - influence point with Jade Mask

Wanted in Ahlissa

Access to medium spider venom from Scarlet Brotherhood agents.

Other Scenarios Referenced/Used in the module:

NAE3-01 Daughter of Idee

NAEI3-01 Stone Strider
NAE4-03 Apprentice - Favor of Damar enabled adventurers to receive an automatic audience with Lord Euric.

SND3-02 Harsh Words - 

Loose Threads:

Brymar is still at large and most likely planning his vengeance.

There are hobgoblins in Iron Hills. They might have taken Tritheronites prisoner.

NAE5-02 Return to Gefjon

Blurb: Breddol the Sage once again needs someone to visit the caverns of Gefjon Isle and the sleepy village of Bandhar. It's been nearly two years since previous time but surely things haven't changed that much. Or maybe they are.... Either way, it's time to board a ship and return to Gefjon. One-round scenario for APLs 2-8, follow up to NAEI3-01 Stone Strider.

Series Name: Gefjon

Other Scenarios in Series: NAEI3-01 Stone Strider

Author: Sampo Haarlaa

APLs: 2-8

Location(s): Naerie City & Gefjon Isle

Plot Summary: Adventurers meet Rhengott Fhalls in the Coast Road Inn which is located between Gornors Cove & Naerie City. He hired adventurers to go to Gefjon and retrieve another statue for Breddol and for a few nightingales (currency unit), adventurers agreed to do it. 


Since they needed a ship, adventurers headed to Gornors Cove and bought some supplies for the island, including a coffin for a "body" so they would have something to carry the statue in. A ship named "The Stallion", captained by Gerdan "The Lame", was on it's way to Irongate but would be stopping to Gefjon first and he agreed to let adventurers board the ship. They would need to book the return passage some other way.


Gerdan sailed to Bandhar, the islands only settlement and quickly unloaded his cargo. Adventurers looked around a bit and noticed that a palisade had been constructed on around Bandhar, except for it's "docks". Apparently the villagers had spotted ships with crimson sails in the immediate vicinity. However, a storm had blown in from the south and it had not been seen after that. Villagers were nonetheless worried about strange sounds that were carried from the northern parts of the island every now and then.


Adventurers also met with Redasi of Sulward, an exiled wizard from Lordship of the Isles and talked to resident cleric of Procan who told that lord Procan had sent the storm and the mysterious ship was now destroyed, though other villagers had a hard time believing it. After securing help from a local guide named Atorr, adventurers headed out. When adventurers were camping during the night, a loud howl was heard nearby but other than that, nothing else happened.


Next morning, adventurers came to one of the caves that housed the statues. It took some effort to rappel into one of the caves but ultimately they were succesful. Unfortunately, there were no statues, only large round marks in the floor. Apparently something had taken the statues out and down to the Azure Sea. There was no other choice than to head to other set of caves which Atorr mentioned. 


Sometime later when adventurers were heading north, a large flock of sea gulls was spotted in the distance. They decided to investigate and came upon a beach which was littered with debris and bodies; those of Suel & Olman descent. Rummaging through the remains, few items of value were found but a waterproof container resting in shallow waters contained something interesting. Apparently it was from a ship named Red Wind which had been dispatched to Scant*, capital of occupied Onnwal, under command of Ashrou Ner. Along the way he was to occupy Gefjon with some of his troops and then drop some items to his agents in Naerie. It also listed some sort of creature manifest consisting of Krenshars and Mazchedeen, the former were apparently for breeding program in Scant while others were to be used as tunnel fighters against Dwur of the Headlands in Onnwal.


Two set of tracks leading to north & east were discovered. Eastern ones led to nearby hill which had a tunnel for a dog sized creature. Entering the tunnel, adventurers found one of the Krenshars hiding within, which had apparently managed to swim ashore after the ship was wrecked. One of the adventurers noticed that said creature was pregrant and rather than killing it, it was subdued and left behind for Atorr to take care of it.


North tracks lead to another cave, which according to Atorr was actually a nest of an Ettercap. Apparently it was very old and only things it could catch were seagulls that stuck it's nest. The said webs had been ripped to pieces though and inside the cave were said ettercaps remains. As adventurers searched further, lizardlike shapes emerged from the ceilings and walls of the cave. The Mazchedeen (tunnel-fighters) lizards that had survived had taken refuge in the cave and attacked the intruders. Wounds were suffered as the lizards climbed the ceiling and walls while blasting adventurers with acid or pushing them down ledges but ultimately all the lizards died. Nothing further was discovered in the cave.


With their side treks finished, adventurers continued further to north and cave with the statues. As they neared it, they spotted a group of creatures standing in the shore. A disgusting frog-like creature (Kuo-Toa) was apparently issuing threats to shark-like humanoids (Sahuagin), not that the adventurers actually understood what was being said. Few seconds after adventurers saw this, Kuo-Toa swam back to water and disappeared, leaving Sahuagin behind.


Suppressing their natural urges, adventurers approached the sahuagin peacefully and talked to their leader Krusxha. It soon became clear that Kuo-Toa were coming to defile Sahuagins holy ground and that Sahuagins had statues that adventurers were looking for (and which Kuo-Toa considered sacred). A deal was reached and adventurers agreed to defend the holy ground of Sekolah against the upcoming horde. The attack would come at nightfall and adventurers set up defensive positions with sahuagins (who occasionally immersed themselves to a pool of water in their sacred ground to keep themselves from drowning). Atorr agreed to stay for the fight for increased pay and also put some of his traps to the beach for an extra aid.


Seconds after Pelors light disappeared behind the horizon, Kuo-Toa** rose from the sea and charged. A brutal fight raged for a long time until at last, Kuo-Toa were slaughtered. Sahuagin were true to their word, if slightly bitter and allowed adventurers leave with the statue they had promised. They also allowed PCs to take a crate of ceremonial weapons they had discovered near a ship wreck. They had been mentioned in Ashrou Ners letter but another, much more intriguing box which was said to contain several magical items had not been discovered by Sahuagin. 


Adventurers returned to Bandhar the next day and as luck would have it, a ship named "Albatross" was docked ashore, captained by an oeridian man named Naser. Only stopping to give proof to Fregn abouts ships destruction, the adventurers boarded the Albatross and headed back to Naerie City.

Upon arrival to Naerie, adventurers saw Sunndian soldiers boarding a nearby ship, supposedly for some important battle about to take place in Onnwal. Adventurers did not waste time and quickly arrived to Breddols house without delay.***

Breddol was most pleased of what adventurers had done and rewarded them handsomely. After enjoying a feast given by Breddol, adventurers headed out and gave documents of Ashrou Ner to Nasranite Watch who quickly brought them to attention of House Haxx. Sending spell to Barony of Foelt allowed Annarin Heshun and half-orcs in service of House Heshun to apprehend Scalet Brotherhood agents waiting for Ashrou Ner's ship.

Sometime later, Atorr informed adventurers that Krenshar which was left behind on the island had given birth to cubs and Atorr did not know what to do with them. Adventurers were only too happy to take a Krenshar cub for themselves. The adult Krenshar was left to Atorr (and recent rumor indicates it escaped from him...)

*Scant was destroyed in a magical catastrophe at the end of 595 CY when forces of Free Onnwal, supported by Ahlissan & Sunndian armies attacked it. Longbride on the shores of Dunhead Bay is current capital of Onnwal

**APL+4 encounter.

*** Not quite true. Large number of groups actually walked the street without concealing the statue which was both disturbing and contraband and were apprehended by Captain Belva of the Nasranite Watch. Most of these groups managed to talk their way out by giving her the documents of Ashrou Ner or using "Favor of Damar Rocharion". Couple of groups were actually busted and their statue confiscated. 
Official Results (6 tables reported): Mazchedeens were all killed after being tracked to the cave (5 tables out of 6). Half of the groups killed Krenshar while other half caught it peacefully. As result it has escaped Atorss custody and might still be in large at the island. Documents of Ashrou Ner were given to House Haxx (4 tables for Haxx, 1 table for Arxx, 1 table used them so Belva would let them off the hook). No Kuo-Toa survived their encounter with Sahuagin (5 tables out of 6). 

NPCs Met, Brief Description (and Condition, if unusual):

Breddol the sage, male human, retired adventurer and  collector of rare items in Naerie City.

Rhengott Fhals, male human nephew of Breddol and his ’right hand man’

Gerdan ’the lame’, male human, captain of ’Stallion’

Edla, female human, owner of ’Fickle’s Wares’, a shop in Gefjon Isle.

Brozar, male human, son of Edla.

Fregn, male human, cleric of Procan.

Bettel, female human, cleric of Procan.

Redasi of Sulward, male human, wizard refugee from Lordship of the Isles.

Anig, barkeep, female human, owner of the waterfron bar in Bandhar.

Atorr, male human, local hunter.

Krusxha male sahuagin, cleric of Sekolah. Still alive.

Captain Naser, commander of the Albatross.

Captain Belva, commander of the Nasranite Watch.

Other NPCs Mentioned, Brief Description (and Condition, if unusual):

Annarin Heshun, "the White Lady", female human, commander of House Heshun troops.

Ashrou Ner, Scarlet Brotherhood agent. Suspected to have drowned to Azure Sea

Brother Farrid. Scarlet Brotherhood agent.

Sister Iresa, Scarlet Brotherhood agent

Special Items, Favors, or Influence:

Favor with Breddol (learning skills to gain permanent +2 circumstance bonus to knowledge-history checks while in Naerie).

Krenshar (succesfully taming Krenshar allowed PCs to gain Krenshar as a regular adventuring animal, as animal companion or wizards familiar).

Favor of Krusxha (unspecified favor with Sahuagin)

Documents of Ashrou Ner (giving them away earned a favor with either House Haxx or Arxx)

Favor Fregn (Free spellcasting service with church of Procan, Osprem or Velaeri)
Kuo-Toa Statue (PCs had option of taking a Kuo-Toa statue for themselves. This could be kept as souvenier or sold as contraband using 1TU and making profession-merchant or profession-smuggler skill check to earn Dc score x 10 in gold coins. This also negated any favors with Breddol) 

Wanted in Naerie (Permanently wanted in Naerie for murder. This was for those groups who were apprehended for carrying the statue and wanted to attack Belva. If they actually survived this untiered EL 11 encounter, they would have been permanently wanted in Naerie)

Other Scenarios Referenced/Used in the module:

NAEI3-01 Stone Strider

NAE4-03 The Apprentice

Loose Threads:

What becomes of the statues now they Sahuagin have them?

Is Ashrou Ner dead or did he survive the crash?

What will Prince Barzhaan do now that Scarlet Brotherhood has showed interest for acquiring Gefjon? avor with Breddol (learning skills to gain permanent +2 circumstance bonus to knowledge-history checks while in Naerie).
If some monsters survived the shipwreck, could there be some more lurking in the island?

NAE5-03 Heart of the Wood

Blurb: Sapling Wood is haunted by a curse that terrifies the folk of Falenthorpe. All attempts to lift the curse have failed and the people themselves are being taken by the spirits in the wood. Can the heroes find the woods' secret or will they perish like so many others before them? One-round scenario for APLs 2-8.

Series Name: -

Other Scenarios in Series: -

Author: Nick Silverstone & Sampo Haarlaa

APLs: 2-8

Location(s): Poelitz & Falenthorpe

Plot Summary: A half-elf trader named Darnus hires a group of adventurers to accompany him to Iron Hills. On the way he will stop at a thorp of Falenthorpe to get new shoes for his horn as it will be cheaper there than in Poelitz. 


When Darnuses wagon arrived to Falenthorpe,  a group of children were playing nearby and singing a rhyme telling a story about an old vengeful tree that swore revenge on those who cut it down. They playing was interrupted when a wounded boar ran from a nearby field and turned towards. Adventurers sprang into action and quickly shot the boar to death before it could trample over the kids. When boar was investigated, a wooden branch was found stuck at it's side.


Grateful people of Falenthorpe soon came to get their children to safety while village headman, Pol Unterson approached PCs as he felt that thorp was in danger. Pol asked adventurers to accompany him to local tavern (which he owned). Darnus did not mind adventurers taking a side trek since he would be staying in Falenthorpe for a day anyway.


Pol then explained that the local sappling wood was cursed because it had housed a Scarlet Brotherhood work camp and the people who were worked to death by Brotherhood now haunted the forest. Boar had been a latest in a string of offerings given to the wood in hopes it would not harm Falenthorpe. A local swineherd Raddel had been taking the boar but something had obviously happened to him. The practice of sacrifices was started by a local druid named Urnan. However, he sold all his possessions and left the thorp few months ago. Pol could not tell further but instructed adventurers to talk to local forester named Yarrit and perhaps look into Urnans cottage.


Adventurers headed to Urnans cottage where a large but hungry dog was residing inside a kennel. Apparently Urnan had left his dog behind and villagers had kept it alive by throwing food over the fence for it to eat. It was easy enough to make the dog "hund" friendly and gain entrance to the hut. Inside they found Urnans message where he instructed villagers to give away his house and sell whatever little possessions he still had and taking care of Hund in case he did not return. He was going to take care of "that unnatural blight" and had bought some items from Nockmottins (gnome alchemists in Poelitz) to help him out. In the note was also some writing in druidic where he regretted not going sooner to lay his old adventuring companions Anarthul & Eadrin to rest who tried to end the curse two years ago and that Yarrits tale had much truth in it.


After this adventurers decided to talk to Yarrit and found him overseeing a construction of new road. Twenty prisoners, overseen by four Ahlissan soldiers, were building the road. Yarrit revealed that talk of spirits was nonsense. The forest itself terrorised Falenthorpe because the Brotherhood had felled an ancient Treant that guarded the forest during the occupation. Apparently Yarrit was one of those who cut it down and was also the only survivor of the work camp. He did not want adventurers to venture into the forest as it could make forest even angrier.


Adventurers headed to Sappling wood on the overgrown trail which led to old work camp. As they searched the edge of the forest, they found a green cloak with bloodstains on it. Apparently something had been dragged into the forest. Rather than staying on the trail, adventurers headed to the forest itself. Not long after this, the trees itself came alive around them and attacked. Small trees which seemed to be animated by some malignant energy hacked at them, causing wounds and filling the adventurers veins with poison. After destroying a seemingly unending horde of creatures*, the attack stopped. 


Rather than continuing further, adventurers went into labor camp that they could see over the tree canopy. The camp was badly overgrown and the buildings in danger of collapse. Unfortunately an assassin vine had taken residence in the camp and attacked the adventurers**. Other threats were present as well but these were dealt it.


Near the assassin vine, a rusted sickle was found, along with a scroll case and a ceramic bottle (which instructed to take a gulp and spit, rather than swallowing) and remains of a a half-elf. Other than that nothing of value was found in the camp. However, remains of letter were found in the main office of workcamp. In it an overseer named Nasek told Kesh Nishar that Yarrit was showing lots of promise and might be worthy of citizenship in Shar. Some of the adventurers knew that Nasek was a local overseer in Falenthorpe during the occupation of Idee and that Kesh Nishar was ruler of Ingmalt during occupation. Letter had been dated mere days before Reydrich invaded Idee which probably explained why letter was still there. It was also known that Naseks ultimate fate was unknown while Kesh Nishar was killed by Berik Oedil during battle of Eragern.


The overgrown trail continued further into the forest and in there the adventurers found a small clearing. What must have once been a massive tree was laying on the ground which was covered in leaves and decaying organic matter. Three branches grew from it. One sickly, one lush and one normal looking one.


The lush branch pleaded adventurers to end the curse of the forest by killing the sickly branch which had cursed the forest. However, adventurers sensed that something was amiss and used the scroll found on Urnan to communicate with sickly branch who told adventurers to kill the lush branch. This angered the lush branch it it started it's attack by slamming adventurers and throwing sharp needles at them.


Despite a formidable challenge, the lush branch was destroyed. This enabled the sickly branch to make it's case for the forest. All branches represent parts of neutral alignment with lush one bieng neutral evil, sickly one neutral good and regular branch being true neutral. It told that it could now instruct the forest to return to it's original form. Villagers of Falenthorpe could harvest parts of the forest as long as they did it within reason.


Adventurers bid goodbye to Garnath, the good aligned branch (NE was Vylis while N was Allambar) and headed back to Falenthorpe where they told Garnaths message to Pol who agreed to follow it.


Before heading to sleep and leaving to Iron Hills, adventurers headed to an undescript cottage on the edge of Falenthorpe. They found Yarrit having a supper with his wife and kid. Seeing adventurers, Yarrit commanded his wife and child to other room. Adventurers talked to Yarrit long and hard about events in labor camp and what he had really done. Yarrit eventually said that he only did what was necessary to surive even if it was evil and that adventurers could easily find themselves in the similiar situations. Yarrit was not proud on what he had done but neither was he willing to roll in the ground and beg for forgiveness for surviving and that adventurers could do whatever they pleased. Thinking on this, adventurers bid him good night and headed out, ripping the letter to tiny pieces and scattering them to the ground.

* There were about 10 twig blights or advanced twig blights at each APL, along with Shambling Mounds on higher APLs. This module had no less than 6 possible encounters on each APL, causing quite a bit of trouble with PCs who were used to 3 x APL+2 fights in modules.

**This was single most deadliest encounter in Naerie module so far. No less than three character deaths were caused during one game when no group member had ranged weapons and PCs did not wish to leave the assassin vine alive.

Official Results (6 tables): PCs did not kill Garnath but in his weakened state the N alignment of Allambar might become dominant (4 tables did not kill Garnath, 2 tables killed Garnath though only one of them eventually let Vylis to live as he managed to bluff them.). Yarrits secret was kept (3 tables out of 5) and message of Garnath was brought to Pol (4 tables out of 6)

NPCs Met, Brief Description (and Condition, if unusual):

Darnus, male half-elf, trader from Poelitz.

Pol Unterson, male human, tavern owner and "leader" of Falenthorpe.

Olla Unterson, female human, wife of Pol.

Tommas, male human, a local woodsman and tanner (his help could be secured in calming Hund)

Kaethyn, male human, local blacksmith and manufacturer of "illegal weapons"

Yarrit, forester and Sonderkommando of the Scarlet Brotherhood labor camp. Still overseeing prisoners.
Yohann, male human, child of Yarrit and a junior sorcerer.

Marra, female human, wife of Yarrit.

Vylis/Allambar/Garnath, guardian of the forest.

Other NPCs Mentioned, Brief Description (and Condition, if unusual):

Raddel, male human, swineherd. Killed by the spirits of the wood.

Urnan, male human, local druid. Killed by assassin vine on his way to kill Vylis.

Anarthul & Eadrin, adventuring companions of Urnan. Killed by Vylis.

Special Items, Favors, or Influence:

Gratitude of Falenthorpe (Three free upkeeps in barony of Foelt)

House in Falenthorpe (A house in Falenthorpe which grants free upkeep and some bonuses)

Curse of Garnath (If PCs killed Garnath, they were cursed with -1 penalty to all attack, damage & skill rolls in wooded areas for 1 year)

Blessing of Garnath (For ending the curse of Sappling wood, adventurers received +1 bonus to survival checks in Naerie. Druid PCs could also take the remains of Vylis and make it into wood armor)

Treachery covered/uncovered (Keeping Yarrits secret safe gave bonus to profession & sleight of hand rolls done after module. Uncovering it granted a house favor with House Heshun)

Other Scenarios Referenced/Used in the module:

NAE5-01 When Nightingales Sing

Loose Threads:

What happened to Nasek?

For readers pleasure, here is the stablock for Vylis/Allambar/Garnath as he appears on APL4

Vylis, Allambar & Garnath (Drd2): CR 6; large plant; HD 6d8+18; hp 51; Init +0; Spd 0 ft; AC 17 (-1 size, -2 special, +10 natural), touch 7, flat-footed 17; Base Atk +5; Grp +13; Atk: +9 melee (1d8+6 plus poison, slam) or +5 ranged (1d4+4 plus poison, needles); Full Atk +9 melee (1d8+6 plus poison, slam) or +5 ranged (1d4+4 plus poison, needles); Space/Reach 5ft./10ft.; SA needles poison, SQ Nature Sense, Wild Empathy, Woodland Stride, Trackless Step, DR10/Slashing, immobile, plant traits, vulnerability to fire; AL NE, N, NG; SV Fort +10, Ref +0, Will +8; Str 19, Dex 10, Con 17; Int 12, Wis 14, Cha 12.

Skills and Feats:  Bluff +4, Concentration +5, Intimidate +6, Knowledge (Nature) +7, Listen +7, Sense Motive +6, Spot +7; Iron Will, Weapon Focus (Slam), Weapon Focus (Needles)

Spells Prepared (4/3); base DC = 12 + spell level): 0—Create Water, Flare, Read Magic, Guidance; 1st— Cure Light Wounds, Entangle, Obscuring Mist.
Immobile: Each branch is fixed to an immobile trunk and although the branch can twist, it suffers a –2 penalty to AC and reflex saves as it cannot dodge effectively. This is included in the profile above.

Needles (Ex): As a standard action, Vylis can launch a volley of needles and berries as a ranged attack with a range increment of 20 feet.  This ranged attack triggers attacks of opportunity as normal.
Poison (Ex): Injury, fortitude DC15, initial damage sickened for 10 rounds, secondary

damage 1d4 Con. The save DC is constitution-based. 

Plant traits (Su): A Twig Blight is immune to poison, sleep, paralysis, stunning and polymorphing. It is not subject to critical hits or mind affecting-effects. It also has low-light vision.

Vulnerability to Fire: Vylis takes half again as much (+50%) damage as normal from fire attacks, regardless of whether a saving throw is allowed, or if the save is a success or failure.

NAE6-01 Danour

Blurb: The future of Naerie is threatened when an old enemy appears amongst the waves of a raging storm. An adventure of challenging combats geared towards stealthy characters for APL 2-10, with possible optional encounter.

Series Name: 
Other Scenarios in Series: 
Author: Warren Banks

APLs: 2-10

Location(s): Stormhaven and surrounding.

Plot Summary: PCs are in Stormhaven and witness worshippers of Procan sailing into the Azure sea, despite a storm which is raging. It is explained that it is a form a worship by the locals and that usually they come home safe.


As the evening passes, PCs are summoned to meet Braiqem, leader of the "Stormseekers" (as locals are called). He tells that he saw a ship in trouble during the storm and that a person named Ker Nasek was aboard. He explains that Nasek is a Scarlet Brotherhood sorcerer who did experiments in Obelstone Keep in Onnwal. Obelstone was a place where Braiqem was also imprisoned but managed to escape.


Braiqem asks PCs to help taking out the ship. Maridin, local cleric of Procan, then attempts to locate the ship through magical means and he eventually succeeds. Stormhaven gives out supplies and boats to location where the ship has laid it's anchor.


Danour, the Scarlet Brotherhood vessel, has lost it's mast and crew is making a new one at the beach. Half of the crew is ashore, others are in the ship and Danour is further protected by few sharks circling the boat, which are regularly thrown few treats by cook.


Through various means, PCs manage to take out the crew of the ship but Nasek was nowhere to be found, evidently having teleported away when PCs were getting close. Ship is also full of wounded sailors and broken summoning circle. Apparently ship was carrying a creature from Far Realm to augment defenses of a new naval base but during the storm the circle was broken and creature started a rampage. Fortunately a wave washed it overboard.


As Ahlissan navy gets to scene (alerted by Stormhave) to take custody of Danour, PCs return to Stormhaven. However, things are not well as Braiqem has fallen into catatonic state, mumbling something about the "cold dark void" (according to Maridin). However, Braiqem suddenly screams "it is here" and indeed, the Far Realm monstrosity crawls from the sea and heads straight at temple of Procan, dragging a trail of burning slime behind it.


Despite it's powers, PCs stop it from retrieving Braiqem and manage to put the menace down. 


Official Results (4 tables): Danour was captured three times out of four. In one case Brotherhood scuttled the ship. In second case they started it but PCs managed to take control of the ship and steer it to shallow waters. Braiqem was never captured by the Far Realm creature. 

NPCs Met, Brief Description (and Condition, if unusual):

Braiqem, male Oeridian human, refugee from Onnwal and leader of the Stormseekers.

Maridin, male Oeridian human, high priest of Cleric in Stormhaven.

Paten Ahress, male Suel human, onwner of "Undertow" taven.

Auren. human Suel male, first mate of Danour. Killed in battle.

Gantin Rhoss. male Suel  human, captain of Danour. Killed in battle

Xhanthan & Yurkon, male Suel  human, bodygguards of Ker Nasek. Killed in battle.

Cannor & Yeran, male Oeridian human, prisoners from Onnwal. Released.

Towrin Ghan, male Oeridian human. Head of the Royal Guild of Merchants of Aerdy.

Gemalen, male Suel human. Representative of the Naerie navy.

Yonar & few other crew members of Danour. Taken prisoner.

Other NPCs Mentioned, Brief Description (and Condition, if unusual):

Ker Nasek, male Suel human, Scarlet Brotherhood sorcerer who specialises in Far Realm. Escaped.

Special Items, Favors, or Influence:

Partners in Trade - share in trade route extending from Naerie to Hardby (To members of Royal Guild & privateers only)

Danour, Scarlet Brotherhood ship, available for purchase.

Nasek's notes. Access to alienist prestige class.

Gratitude of Stormhaven.

Other Scenarios Referenced/Used in the module:

NAE5-03 Heart of the Wood

Loose Threads:

Nasek escaped.

A Brotherhood is equpping a naval station near Spine Ridge. How will Barzhaan react?

NAE6-02 First Bite

Blurb: The wild yearly carnival of Felten sounds like a fun time. It is a chance to relax, drink heavily, and enjoy the best that the Barony of Schwente has to offer. What could go wrong? One round Principality of Naerie regional module for character levels 2-8 (APLz-8).
Series Name: -

Other Scenarios in Series: NAE6-03 Legacy of the Serpent

Author: Keith McCall

APLs: 2-8

Location(s): Felten & Jagged Hills.

Plot Summary: PCs are in Felten, enjoying the aftermath of yearly carnival in a tavern called Grenak's feathers when they see a a young man getting into trouble with four tough looking ruffians who accuse him of cheating. However, they are easily dealt by few smacks into the head or harsh words (succesful intimidate) and celebrations can continue.


The next morning PCs are waken by members of the Felten Guard who wish to have few words with them. Apparently the ruffians were picked up by the guards and were members of Serpent Guard, a mercenary gang who had became bandits. Serpent Guard members had given some information about their hideout in the hills. However Felten Guard were needed to escort the guests leaving Felten and commander Ottolon was bit unsure about the validity of this information and asked PCs to see if they could find the hideout and then come back to report this information to him. 

Further questioning in the town reveals that quite a few merchants have been hit by Guards. In addition, Thell, young man who got into trouble with Serpent Guard to in Grenak's Feather gives out further information about them, hinting about his possible connections to Idee Volunteers. In addition, it was revealed that Serpent Guard were originally in service of Mendaos Radoc during the war with Scarlet Brotherhood but were later sacked. 


PCs head out, accompanied by a local guide Pehren. First target is the most recent campsite reported by the captured guard members. The camp appears deserted but when PCs enter, they find themselves hit repeatedly by snakes which have been locked up into crates, poison which has been smeared into various tools and so in. In the end, few guardian beasts are released upon them.


Once the creatures were dealt with, it was possible to find further tracks which lead onwards to the hills. Here, PCs meet the leaders of the Serpent Guard. After a pitched battle in the dark (where Serpent Guard are greatly helped by their wizards wand of darkvision), PCs find notes which detail an imminent attack on a caravan leaving Felten and that 50 more guards will be in position in few hours. 

In addition, Raustus was carrying a scroll from someone named Emeria where she talks about some of her research into "five sisters" and other such subjects in Jagged Hill, along with possible connection to cult of Pyremius in Ekehold.


PCs race back to warn Ottolon and make it on time, which allows Felten Guard and 3rd army of Naerie to set-up a trap for Serpent Guard and easily crushed. 

Official Results (5 tables): PCs stopped the attack. However, the wizard who was with Serpent Guard managed to escape, thanks to combination of flight and/or invisibility.

NPCs Met, Brief Description (and Condition, if unusual):

Commander Ottolon, male Sueln human, leader of Felten Guard.

Thell, male Suel human, son of Ottolon. Idee Volunteer agent.

Malfeus Anydyvania, human Oeridian male, cleric of Wenta and onwner of "Grenak's Feathers" taven.

Ewa, female Oeridian male, bar maid of "Grenak's Feathers",

Pehren, male Flan human, local guide. Still residing in Felten

Verith, male human Oeridian, scout for Serpent Guard. Escaped from PCs but killed in battle with 3rd army.

Raustus "fang" Dolcheml, male Oeridian human, leader of Serpent Guard. Killed in battle..

Merkiss Telath, male Oeridian human, bodyguard of Raustus Dolcheml. Killed in battle.

Keln Vriss, human Oeridian male, Serpent Guard wizard. Escaped and was not captured.

Other NPCs Mentioned, Brief Description (and Condition, if unusual):

Emeria, female, an associate of Serpent Guard. Location unknown.

Special Items, Favors, or Influence:

Songbook of Shale Weisparkel: Among the serpents guard loot was a songbook by a famed Ideean bard. What could it mean?

Commander Ottolons influence

Influence point with House Eddri

Serpent Scale Mottled Chainmail. Trademark of Serpent Guard, this chainmail armor grants +2 to hide checks.

Spellbook of Keln Vriss.

Other Scenarios Referenced/Used in the module:


Loose Threads:

Keln Vriss escaped

Who is Emeria?

NAE6-03 Legacy of the Serpent

Blurb: A trip to Gornor’s Cove lets you see some old and new acquaintances. But is there something darker going on in the town than everyone knows? A one-round Principality of Naerie scenario for characters of level 1-11 (APL 2-8). This module is a follow-up to NAE6-02 First Bite and it is recommended that you have played that module first.

Series Name: -

Other Scenarios in Series: NAE7-05 Trail of the Serpent

Author: Sampo Haarlaa

APLs: 2-8

Location(s): Gornor's Cove.

Plot Summary: PCs are on their way to Gornor's Cove, traveling as single group as local soldiers are still hunting down Serpent Guard stragglers. Few miles before Gornor's Cove, they come across a wagon which has been attacked. Two dwarves and several bandits are dead on the ground while a terrified passenger Ellisir is hiding in the wagon. She was on her way to Gornor's Cove with wagon and the bandits and dwarves killed each other. Examination of bodies reveals that this appears to be true. In addition, the wagon has documents showing that it is carrying silver to merchant Ludmila Uirten in Gornor's Cove. PCs decide to return it there.


Entrance into Gornor's Cove takes some time as temple of Osprem has been a target of sabotage and guards are on alert. Fortunately Ludmila comes along to help PCs and takes them to her warehouse while Ellisir goes on her way. Ludmila treats PCs for a lunch, along with her "servant" Korwil Zan who is revealed to be ex-Scarlet Brotherhood member. Ludmila offers PCs a job as guards so that nothing happens to her silver. PCs agree and decide to check out Gornor's Cove before the night, heading first to church of Osprem.


Church has taken some damage and Gornorites are on the scene, along with high priestess Nuran and few nobles who are out to get some attention from the church. Saron, captain of Gornorites is also carrying the remains of a strange metal snake which he says was wandering in the aftermath of the sabotage. PCs decide to offer their aid and head off to investigate.


They are soon met by a group of people who turn out to be Idee Volunteers. They saw PCs entering the town with Emeria, a known bandit and enemy of Ideeans, and are eager to capture her before Gornorites do since they want to have some information from her. (note: In case PCs have previous disfavors with Ideeans, they might also be after certain PCs). The encounter with Ideeans is resolved one way or the other.


PCs continue their investigations and also locate some more clues in the town, meeting certain merchants in the process. Clues also point out towards the docks where some strange activity has been witnessed (such as sea gulls flying in and out of a solid rock wall).


Warehouse is discovered and PCs also discover an illusory wall which covers a tunnel leading under the warehouse. This ebnables a convinient & discreet access with a boat. However, a closed trapdoor prevents entry through this side. PCs  force their way in from the side door and are attacked by several constructs(Iron Cobras or even a golem) but PCs deal with them, some of the constructs even end up to the sea when PCs open the trapdoor with constucts standing on top of it.


Inside are several crates for building golems as well symbol showing the coat of arms of House Devnor. A half-finished golem is also discovered. Gornorites take control of the location, thanks the PCs and start tracking down the owner (whose name is found but whose whereabouts remain a mystery).


PCs return to Ludmila's compound and during the night, Emeria/Ellisir comes to compound to steal the silver. However, PCs easily repel the attack, with aid of Korwil Zan and Ludmilas Guard. Emeria is captured and tries to buy her freedom with information regarding what she knows about "Riven" who had some dealings with Serpent Guard and who Raustus Dolcheml (leader of Serpent Guard) delivered material for constructs. PCs don't make a deal and let Emeria be taken by Gornorites, who later execute her for her crimes. 

Official Results (5 tables): Emeria was captured and later executed for her crimes. Idee Volunteers residing in the town managed to evade capture or were helpful in regards to PCs.
NPCs Met, Brief Description (and Condition, if unusual):

Emeria, female Suel human, sorcerer. Captured by PCs, later hanged by Gornorites.

Grigor Saikon, male Suel human, sorcerer. Captured by PCs, later hanged by Gornorites.

Ludmila Uirten, female Oeridian female, merchant.

Korwil Zan, male Suel human, servant of Ludmila. In reality, her bodyguard. Korwil is also part of the old Scarlet Brotherhood community in Naerie.

Tilvor Redu, male Suel human, a local noble (minor).

Erun Feldor, male Oeridian human, local noble (minor).

Nuran, female Suel human, high priestess of Osprem.

Captain Saron, male Suel human, captain of Gornorites.

Turas Atana, female Suel human, local alchemist.

Qita, female Aaracockra, powerful local wizard. Her origins are somewhat shrouded in mystery. 

Marpo, male halfing, owner of "Bird's Nest" tavern.

Other NPCs Mentioned, Brief Description (and Condition, if unusual):

Melas, owner of the warehouse. Location unknown.

Special Items, Favors, or Influence:

Favor of Ludmila

Favor of Church of Osprem

Favor of Emeria

Favor/Disfavor of Idee Volunteers

Ideean Brooch. A symbol showing wearers allegiance to Iron League.

Noticed by Riven. A mysterious individual operating in Gornor's Cove has seen PCs snooping around.

Contemplative of Osprem.

Other Scenarios Referenced/Used in the module:

NAE4-01 Living & The Dead

NAE6-02 First Bite

Loose Threads:

Why were the constructs in the warehouse? What does house Devnor have to do with it?

Serpent Guard were originally stationed in Radoc. Perhaps this requires investigation. 

NAE6-04 A Fair Amount of Intrigue

Blurb: To celebrate the tenth anniversary of Naerie’s liberation Prince Barzhaan has announced a Royal Fair and Tournament to be held near Naerie City. Anytime everyone ends up at the same event, something interesting is probably going to happen. A role-playing intensive Naerie adventure for characters of level 1-13 (APL 2-10).

Series Name: -

Other Scenarios in Series: 
Author: Dan Hass

APLs: 2-10

Location(s): Fairground near Naerie City

Plot Summary: PCs are attending a fair near Naerie City (sent by various organisations or on their own). As they go around various pavillions erected by various churches and local vendors, they hear that a Hextorite soldier was murdered and that a local boy, suspected Idee Volunteer, named Kal has gone missing.


Soon PCs see a Hextorite cleric Hanzor using heavy handed techniques to look for the murderer. Target of his ire is a local food vendor Eber, chosen apparently at random. PCs intervene and manage to talk Hanzor down on taking Eber to local magistrate for proper questioning, which most likely saves his life. Eber is soon let go and PCs continue their exploration.


Later, after few stopping few brawls getting out of hand and signing up for Nightingale Tournament (NAEM6-01 Fun Fair) PCs are summoned by Ornish Haxx, organiser of the fair. Two Heironeans have been found murdered and someone is spreading rumor that Hextorites are to blame. He wants to keep it under wraps and solve the case. Unfortunately, word has leaked out and Heironean paladin Patran challenges his leadership. PCs again intervene and confrontation is avoided. However, Patran insists that Ornish does not take part in investigation so that neutrality is maintained and Ornish does not try to conceal the truth, no matter it is.


PCs must solve the murders and finally they discover that gnomish potters in one of the stalls which they visited earlier have something to hide. In fact, they are hired kobold assassins. A fierce combat ensues where one of the kobolds escapes while other is killed. Nonetheless, this is enough to defuse the tensions between church of Heironeous & Hextor, at least for time being and let the fair conclude in peace.  

Official Results (4 tables): PCs stopped the assassins, though one of them managed to evade capture. Tensions between churches of Heironeous & Hextor were stopped from getting too bad.
NPCs Met, Brief Description (and Condition, if unusual):

Pimbroke, male Oeridian human, commoner.

Jain Nockmottin, male gnome, Master of Ceremonies for Nightingale Tournament (NAEM6-01 Fun Fair) 

Pellidon of Minetha, male Oeridian human, knight protector.

Annarin Heshun aka The White Lady, female Oeridian human, heir of House Heshun. 

Istivian, male Oeridian human, cleric of Zilchus

Munra, Eligo, Kevellis, Bruda & Utir. Clerics of Atroa, Phyton, Sotillion, Velnius & Wenta.  

Yara Pimble, female halfling. Expert cook.

Junior Magistrate Gelbon, male Oeridian human.

Shaladar Hawking, male Oeridian human, local merchant of exotic goods..

Richtover, male Suel human, local advisor. 

Eber, male Oeridian-Suel human,  meat vendor.

Hanzor, male Oeridian human, Hextorite fanatic (not the smartest individual around)  

Ornish Haxx, male Oeridian human, fair organiser.

Kimdal, male Oeridian-Suel human, local guard.

Patran, male Suel human, Heironean fanatic (not the smartest individual around)

Svar & Mzeev, male kobolds, assassins behind the murders. Svar killed, Mzeev escaped.

Other NPCs Mentioned, Brief Description (and Condition, if unusual):

Calmor, worshipper of Heironeous and veteran in fights against Idee Volunteers. Assassinated

Heinzior, aide of Calmor. Assassinated.

Einhor, worshipper of Hextor and veteran in fights against Idee Volunteers. Assassinated but later returned to life. 

Kal, a known Ideean. Suspected of taking part in the assassinations.

Special Items, Favors, or Influence:

Breaker of Prince's peace

Favor/Disfavor with Church of Heironeous/Hextor

Favor of Idee Volunteers

Helped Assassins

Favor of House Haxx

Favor of the Royal Army

Other Scenarios Referenced/Used in the module:

-

Loose Threads:

Who hired the assassins?

Where is Kal and did he had anything to do with the assassinations?

NAE6-05 Sharafon

Blurb: You rarely notice them. Sometimes you see them in the streets or on the docks. Many remain in labor camp servitude. Others have made the Menowood their new home. Hepmonaland warriors rampaged through Naerie in the service of the Scarlet Brotherhood, but now they are slowly becoming part of the population. Will they always remain on the fringes of society? You will help decide. A Naerie regional adventure for character levels 1-11 (APL 2-8). This module will have important effects on future plotlines. Parties that share an ideological point of view are recommended for this module.

Series Name: Strangers in a Strange Land

Other Scenarios in Series: NAE7-03 Incognito, NAE7-06 And All the Princes Men...

Author: Sampo Haarlaa & David Howard

APLs: 2-8

Location(s): Naerie City, labor camp of Okalasna & thorp of Zagsmar.

Plot Summary: A call has gone out that army of Naerie needs some extra help in patrolling the borders of Menowood. PCs take part of this, either sent by few organisations or motivated by money. Orders are to attempt to capture some prisoners if possible. PCs patrol route takes them near a farm where a group of Hepmonalander raiders are attacking. The fight ends quickly in PCs favor and they end up with prisoners. Farmer and his wife are grateful and offer to help PCs transfer prisoners to labor camp of Okalasna.


In labor camp, prisoners are taken into custody and PCs meet with commander Tamnis who offers them a chance to see how Hepmonalanders and Scarlet Brotherhood prisoners are "taken care off". Labor camp is an appaling place where church of Lydia attempts to offer some aid to Hepmonalanders, Brotherhood Suel and local dissidents who have been all thrown together into the walled compound of Okalasna. During the visit, PCs help some of the prisoners and meet few old faces that they helped to put into the camps. Tamnis also requests PCs to take a message to Captain Belva to Naerie City, releasing them from their army duties.


In Naerie City, PCs happen upon a gathering near temple of Lydia where a person is making a speech about the labor camps and trouble which will ensue if Hepmonalanders/Scarlet Brotherhood members are forever kept as underclass of the society. Crowd does not readily agree and things threathen to turn bad when a hepmonalander street sweeper happens on a scene. Lynching is prevented by arrival of Nasranite Watch. However, at the same time a group of rabble rousers arrive to stir up the mob. In the chaos that ensure, PCs rescue Hepmonalander and prevent rabble rousers from hurting members of Nasranite Watch (which would provoke lethal response from them).


Sertern Embric thanks PCs for their aid and they keep on going to Nasranite Watch compound. However, on the way they have a meeting with a rolling cart which is aimed at Nasranite Watch agent Walennor. It is revealed that group called "Patriotic Knights" are causing a lot of trouble in Naerie City lately.


As PCs get into Nasranite Compound, they are met by Captain Belva and later Damar Rocharion who require their aid in looking at possible weapon smuggling which is arriving to Hepmonalanders. Rumor is vague and Nasranite Watch is needed to keep the city peaceful. PCs agree and are later approached by various factions who wish to turn the arriving items to their own use.


The shipment is arriving to thorp of Zagsmar and PCs arrive to witness as two groups, one serving House Eddri and other consisting of Hepmonalanders are facing off with each other. The shipment, as it turns out, are religious artifacts which would be taken to ghetto of Nahuatls near Minetha.


Things come to a blows and Eddri agents have to be subdued. Short while after this Gauterit, an agent of House Arxx, arrives to take the artifacts and takes them to Minetha, thanking PCs for their action which will have long term effects for the good of Naerie.

Official Results (4 tables): PCs handed the materials to representative of House Arxx & Idee Volunteers. Olman eviction from Nahuatl and renaming it Shar Hesiyev. Temples for Bralm & Llerg established.
NPCs Met, Brief Description (and Condition, if unusual):

Zhentrinn Haxx, male Suel human, commander of the 1st army of Naerie

Candarvas, male Suel human, Hepmonalander raider. 

Zorzant, male Suel human, farmer.

Marna, female Oeridian human, wife of Zorzant. 

Commander Tamnis. male Oeridian human, commander of Okalasna labor camp

Tenilna, female Oeridian human, child of Tammnis. 

Athania, female Suel human, cleric of Lydia.

Serten Elren, male Oeridian-Suel, a guard in Okalasna. Eager to avenge the suffering of occupation.

Ardl, Zassle, Cailee. Group of Idee Volunteers in Okalasna.

Traneth Etali, male Oeridian-Suel human, Knight of the Chase. "Most dangerous man" in Okalasna labor camp. Imprisoned after events in NAE5-01 

Sahar Regor Ka, male Suel human, respected Scarlet Brotherhood elder. As of 597 CY, no longer imprisoned in Okalasna.

Xarchtalon, male Olman human, Olman slave & barbarian imprisoned in Okalasna  

Aval Ren-Sen, Heka Sen, Ihilin Sen. Hepmonalander family in Okalasna.

Sheyda, female Suel human, priestess of Wee Jas. Imprisoned to Okalasna since events of NAE4-02

Eliaste, Broujos Zan, Kobasin & Danvir Rensha. Guards met in Okalasna labor camp.

Kossoth Sotesh, male Oeridian human, worshipper of Dalt and sympathetic about Hepmonalanders problems.

Sertern Embric, male Oeridian human, well known Hextorite worshipper & member of Nasranite Watch

Bogtruus, Fickrel & Morjana, rabble rousers and members of Patriotic Knights 

Jokki, female Oeridian human, local kid

Walennor, male Oeridian human, agent in service of Nasranite Watch & Damar Rocharion

Captain Belva, female Suel human, commander of Nasranite Watch.

Damar Rocharion, male Oeridian human, second in command of Nasranite Watch.

Durotin, female Oeridian human, Idee Volunteer agent.

Korwil Zan, male Suel human, ex-Scarlet Brotherhood member.

Ensha, female Oeridian human, paladin in service of House Eddri. 

Unnamed priest of Llerg, male Suel human, currently resides in Shar Hesiyev.

Devven, male Suel human, local smuggler. Current whereabouts unknown.

Gauterit, male Suel human, agent of House Arxx.

Other NPCs Mentioned, Brief Description (and Condition, if unusual):

- Ement Naersaul, captain of Peryton which brought the artifacts to Naerie. Evaded capture.

Special Items, Favors, or Influence:

Helped Prisoners

No Mercy!

Ties that Bind (Ex-Scarlet Brotherhood only)

Disfavor with House Arxx/Eddri

Favor of House Arxx/Eddri

Favor of Damar Rocharion/Gauterit

Other Scenarios Referenced/Used in the module:

- NAE3-01 Daughter of Idee

- NAE4-02 The Venemous Temple

- NAE5-01 When Nightingales Sing

- TSS5-04 The Sun & The Nightingale

- TSS3-07 Lance of Osson

Loose Threads:

Will the establishment of the temples lead to integration or to further division within Naerie?

ESA6-05 A Point of View

Blurb: Since 590CY, the Ahlissans have worked to build a fortification to guard the Adder’s Pass that separates Principality of Naerie from the Kingdom of Sunndi. The work is nearing completion but acts of sabotage have hindered the progress. Perhaps you can discover what is really going on? A one round meta-regional set in Principality of Naerie for character levels 1-11 (APL 2-8). Recommended for groups of adventurers who do not have conflicting loyalties.

Series Name: None, though ties in with both NAE6-04 A Fair Amount of Intrigue, NAE6-05 Sharafon and metaregional series dealing with Calling Mines & Hollow Highlands. 

Other Scenarios in Series: See above

Author: Sampo Haarlaa

APLs: 2-8

Location(s): Adderstone

Plot Summary: PCs have been asked to travel to Adderstone, near Hollow Highlands, and look into sabotages that happen there. Some earthquakes, on Sunndian side of the border, have also caused trouble and indeed, the moment PCs arrive there is a slight tremor which collapses a scaffolding and drives few burrowing monsters to the surface. PCs and Ahlissan guards take however take out the monsters quickly.


Another caravan arrives in the aftermath, led by Annarin Heshun and accompanied by Walennor from Nasranite Watch. Annarin bitterly comments the capabilities of garrison commander Benrad Lyrthi and how he needs adventurers to sort out his mess. Meanwhile, Walennor is carrying the head of a Killoren, a strange Fey creature of Menowood. Apparently it was killed by Damar Rocharion who "leaped out of a cloud of shadow" and was acting pretty strangely.


When caravan leaves, it's intention to take a hundred or so workers to Shar Hesiyev, Benrad Lyrthi asks if PCs could help him to guard the towers as some of his men will be leaving with the caravan to make sure workers don't escape. In addition, tower four has a prisoner which has not been moved out yet by the orders of Beddas Haxx, ruler of Adderstone. 

PCs agree and go around the Adderstone for a while. Near the abandoned temple of Velaerie, a talking Raven attempts to get them to help his master against the Ahlissan oppressors. Raven says that his master is in service of Idee Volunteers. PCs decline and raven flies away. Further information gathering reveals a halfling named Derwin Proudfoot in tavern called Serpents Bite. He was tracking an old Idee Volunteer named Kal but he was poisoned, perhaps by Kal itself, lost his sight and was then robbed of his possessions. PCs agree to help him later.


PCs set themselves up in one of the tower four. Their prisoner, Elrac Unner appears to be servant of Nerull but further interrogation is left until later. in the night, the tower is stalked by a summoned outsider (Storm elemental, Bralani Eladrin or Slaad) who attempts to get into prison of Elrac. Thanks it it's abilities, it managed to destroy the door to Elrac's cell and hand him a scroll of word of recall which he activates and gets to safety. However, secondary target of the elemental, half-finished tower is saved as outsiders are killed before the support beams are broken.


Next day, Kal makes his last move against the tower as he infiltrates inside, dressed as worker. In addition, he has some grimlocks as his minions to keep PCs busy. While Kal gets into the tower and manages to set it alight, PCs manage to climb the support beams and drag him down. As final act of defiance, Kal breaks the poison capsule in his mouth to avoid humiliating capture and execution, all while uttering praise to Kurell for enabling him to have vengeance.
Official Results (7 tables): PCs captured Kal and did not go along with his plans and towers were saved. However, Elrac Unner was succesfully rescued by the outsider. Beddas Haxx was visited shortly afterwards by his brother Barzhaan Haxx and then died mysteriously. Benrad Lyrthi was then given full command of Adderstone. Only one reported table went along with Kal's plan and destroyed the towers, ending wanted in Ahlissa.
NPCs Met, Brief Description (and Condition, if unusual):

Towrin Ghan, male Oeridian human. Head of the Royal Guild of Merchants of Aerdy (Naerie)

Cecila Avon, female half-elf, loremaster of Queens Halls (Sunndi) 

Lieutenant Anshal, female Oeridian human, Ahlissan guard and worshipper of Stern Alia. 

Annarin Heshun aka The White Lady, female Oeridian human, heir of House Heshun.

Aerdan Garasteth, male Oeridian human, an associate of Annarin Heshun. A sorcerer with draconic heritage 

Walennor, male Oeridian human, agent in service of Nasranite Watch & Damar Rocharion

Benrad Lyrthi, male Oeridian human, garrison commander.

Matron Nelrana, femal Oeridian human, high priestess of Stern Alia.

Witigan, male dwarf, construction overseer. 

Elrac Unner, male Oeridian human, member of Midnight Darkness. Executed.

Erlinja, female Oeridian-Suel human, owner of "Serpents Bite" tavern. Hates Hepmolanders who are used to build the fortifications. 

Derwin Proudfoot, male halfling, member of Iron Brand Contraband Cartel. Cured by PCs and returned to Sunndi. 

Kal, male Oeridian-Suel human, half-mad Idee Volunteer and worshipper of Kurell. Became mad in Calling Mines and escaped in 594CY. Commited suicide when faced with capture.

Bousse, half-orc ranger from Sunndi. 

Barzhaan Haxx, male Oeridian human, ruler of Principality of Naerie. 

Other NPCs Mentioned, Brief Description (and Condition, if unusual):

- Beddas Haxx, ruler of Adderstone, Brother of Barzhaan Haxx. Died under mysterious circumstances. Was not resurrect by House Haxx.

- Captain Nerslan & sorcerer Erax, commanders of "tower 4". Not present in Adderstone.

- Damar Rocharion, second in command of Nasranite Watch. According to Walennor, he has been acting bit strangely lately.

- Callisto Grimwold, member of Nasranite Watch.

Special Items, Favors, or Influence:

Pardon of the Prince

Betrayed!

Favor of Derwin Proudfoot

Prisoner escaped/prisoner did not escape

Atonement (Stern Alia)

Favor of Benrad Lyrthi

Other Scenarios Referenced/Used in the module:

- NAE6-04 Fair Amount of Intrigue

- TSS6-05 Sharafon

- TSS4-04 Crossfire

- TSS5-01 Ten Minutes

- TSS5-03 Seeds

Loose Threads:

What happened to Kal in Calling Mines?

This module does not happen in Naerie but was done by Triad member so it's inclusion here is justified.

TSS5-04 The Sun & The Nightingale

Blurb: The strength of Ahlissa rests in the hands of the Great Guildmaster and his formidable merchant vessels. Sometimes these ships have more than bounty of Ahlissa in them and trouble ensues. Now a merchant is dead, his secrets with him but some loose ends remain.... One round investigative scenario for APL 4-10. 

Note, see Oerth Journal 21 (www.oerthjournal.com) for Trennenport town article. 

Author: Nick Silverstone & Sampo Haarlaa

APLs: 4-10

Location(s): Trennenport in the United Kingdom of Ahlissa

Plot Summary: Note: What follows is merely one of the routes possible in solving this module and not necessarily what usually happened in it. For example, module has three factions to work for, each which contacts different PCs if they are members of Scarlet Brotherhood for example and module also allows an outright evil action in siding with Pomarj Slavers though to authors knowledge no party ever did that.

A group of adventurers near Zelradton were alerted by a courier bringing them a message from church of Zilchus (though because of rain, the sender of the letter was undetermined) which told them to seek out Haragern in the temple of Zilchus at Trennenport on 12th of fireseek.


They reached Trennenport during the evening of 11th and took residence in well-off tavern named "Scales". In the morning they talked to locals and to owner of the inn named Grawlor, a friendly dwur. Apparently there had been a murder nearby. A well-liked merchant had been killed on his way home and everyone was scared. A  rugged looking Oeridian man (eating his porridge) sitting in the corner who had a longbow and several weapons caught their attention. He told his name was Walennor, a mercenary and scroundel for hire and soon learned that this man was on his way to Principality of Naerie to meet his friend. He had seen the dead merchant, Nurriev, on the night he was murdered. Apparently he was ordering lots of alcohol but discreetly dumping it to a nearby grille. Walennor wondered why the guy was wasting perfectly good alcohol but did not think much of it, it was his money. In the end the guy left the bar, quite drunk looking and was killed on the street by a gang which threw alchemist fire on him, causing Nurriev to burn to death. Apparently a merchant from Hardby named Sirdis Turrindal had also come around and asked for the dead merchant, whose name was Nurriev.


Sirdis was at his ship, named the Grey Gander that was docked at the harbor. He was of course agonised by his friends mysterious death, even though he had know that Nurriev sometimes dealt with questionable persons. If adventurers could solve the case, Sirdis would be happy.


Adventurers decided to head to temple of Zilchus where they met with Haragern, assistant to high priest Remmannen (who was visiting Overking Xaveners court in Kalstrand). Haragern informed PCs that a merchant named Nurriev had been killed few days ago outside his house, possibly because of his connections to Pomarj slavers. Apparently he had ran some business near the coast of Nyrond but had obviously angered them somehow. Envoys from Nyrond were on hand to oversee his magical interrogation so they could find where allies of Pomarj slavers were hiding and if raise dead was necessary (though Nurriev had instructed that such thing should not be done). A cleric of Procan named Olrusen was also present as neutral observer and adventurers were asked to be such as well.


Haragern casted the spell but the body uttered no words when questioned about the slavers. As final trick Haragern attempted to raise the body from the dead, for no avail. Nyrondese envoys erupted in protests and eventually stormed of, angry of an obvious Ahlissan deception. Haragern was desperate and asked adventurers to look into the death of Nurriev. The body had been left untouched for the spellcasting to avoid any accusation of interference. While the face and the upper torso of the body had burned badly, it became apparent that a deep stab wound to the spine had probably been the cause of death. Some sort of black susbtance was discovered in the mouth and a tattoo showing the gauntlet of Hextor discovered, which was strange as Nurriev had been a member of Royal Guild of Merchants of Aerdy.


It was time to search around with the leads. Adventurers asked for permission to look into Nurriev's house and warehouse and Haragern was more than happy to allow this.


Adventurers examined various leads and following things soon came clear: The body in temple of Zilchus was not Nurriev. It was that of a Hextorite soldier whose body had been stolen from a graveyard. He had been killed by a knife stab at the back. Body had obviously been animated by necromantic energies: A burned out onyx was found near the scene of the attack and the mouth of the body had black reside from it. A hidden message had been left for Sirdis not to depart Trennenport too hastily. Obscure reference to some kind of Chamber of the Ancients was discovered as well as Nurriev's association with Jorannara Tannax, an ambassor of the waves who acted as envoy between the Ahlissans and Sahuagin at the bay. Some sort of "great project" was also hinted at Nurrievs journals.


Soon after they had done investigations, adventurers were contacted by a group of people from Nyrond and asked to meet in local tavern called Mermaid's legs. Their leader Ansis told that Nurriev had engaged in slave trade along the coast and that Nurriev could reveal the slavers pick-up points, something that Nyrond was eager to put a stop to. However, with few questions it soon became apparent that Ansis was not quite truthful and in the end she became hostile and told she would be leaving and if adventurers tried to stop her, the people in the inn would get hurt. Ansis backed away with two of her associates and once out of the door, a wizard in the corner casted a gaseous form and retreated through a crack in the floor. Adventurers could not track them down.


In the end the adventurers went to Jorannara's house and asked for permission to enter. A butler and group of Sahuagin opposed them but were willing to listen what PCs had to say. In the end they directed adventurers to follow them through a set of stairs the descended below Trennenport and into a water filled tunnels which had barely enough room for adventurers to keep their head above the surface. The sahuagin kep close eye on them with several sharks lurking nearby.


Adventurers swam through a large chamber, covered by strange looking flan runes and soon they went up another set of stairs. There they found Nurriev. He explained that he had been forced to do slave runs for Pomarj slavers but had managed to betray them in the end. Now they were after him, as well as Nyrondese and Ahlissan authorities, since Nurriev had obviously caused an embarassment to Royal Guild of Merchants. Nurriev managed to convince adventurers that he only wished to flee Trennenport and go to a place where neither Pomarj, Nyrond or Ahlissa could touch him. In return he could leave some of his notes which might help Nyrond and Ahlissa to combat against Pomarj. Adventurers agreed.


At nightfall, adventurers went to Grey Gander to keep an eye on Nurrievs arrival. The Sahuagin swam into the bay with Nurriev in tow, thanks to potion of water breathing. Unfortunately, the adventurers had not realised to arrange for the drop off the happen off-shore since at this moment, Ansis and others, who were really in service of Pomarj slavers launched their attack with summoned creatures and other spells. Fortunately, this somewhat big display of magic soon attracted attention from local soldiers who helped the adventurers to defend the Grey Gander by shooting supporting fire from nearby fortifications. Several sailors were killed or wounded but Sirdis managed to get Grey Gander off the pier. Remaining two slaver agents escaped, leaving the dead behind.


Next morning the adventurers left Nurrievs documents to Haragern who was pleased on what they had done, as it would enable him to get the Nyrondese off his back. He could quess that everything what adventurers told him was not true but the end result was satisfying nonetheless and Haragern rewarded them with coin.


Much later, a thank you message was received from Sirdis, telling the Nurriev was heading to Ekbir and that he had used his remaining contacts in Hardby to arrange a special help from them. 

Official Results: The module has no official campaign consequences (it was done as one-shot module to use Trennenport, originally visited in COR4-16 Frozen Spire) but based on authors observations and results which were being sent anyway, the outcome above is the official result. In other words, Nurriev was succesfully taken out of Trennenport. Two of the slaver agents survived the scenario as many tables reported some of them escaping and Walennor did not die when he was a hireling. As result he is now in Naerie and will make future appearances in Naerie regionals. 

NPCs Met, Brief Description (and Condition, if unusual):

Grawlor, male dwarf, innkeeper of "Scales".

Harnly, male human, assistant to Grawlor. A bit of a simple minded.

Walennor, male human, ranger, bounty hunter & scroundel. Gone to Naerie

Sirdis Turrindal, male human, merchant from Hardby, owner of Grey Gander. Still runs business his business.

Ansis, female human, cleric of Kurell. Killed in battle

Draban, male human, mercenary in service of Ansis. Survived.
Shargut, male half-orc, agent of Pomarj slavers. Killed in battle

Wyrca, male human, necromancer. Survived.

Haragern, male human, assistant to high priest Remmanen.

Bortwimm, male human, ruler of Trennenport (hard to receive an audience. No group ever did)

Olrusen, male human, high priest of Procan

Coralla Corkbottle, female gnome, an alchemist.

Entwis Hannah, female human, jeweler.

Giffard Wenwick, male half-elf, scribe.

Taymanna, female human, Herald of the Scourge of Battle. High priestess of Hextor

Salzar, male human, a butler of Jorannara

Nurriev, a merchant, currently in self-imposed exile in Ekbir.

Other NPCs Mentioned, Brief Description (and Condition, if unusual):

Remmannen, high priest of Zilchus in Trennenport.

Jorannara Tannax, female Malenti (sahuagin), an "ambassador of the waves".

Special Items, Favors, or Influence:

Favor of Nurriev Patricho (A custom weapon/armor could be made, up to 10000gp in value for this PC or an existing item could be upgraded)

Emnity of Sirdis Turrindal iRumors spread about you in Hardby & Greyhawk cause authorities to hassle you for one extra TU at each core module starting in domain of Greyhawk until a total of 2TU were lost this way. This was earned if PCs turned Nurriev to Ahlissans and left Sirdis alive)

Favor of Zilchus (Once in the future, PCs could sell a single magical item at full price instead of usual half-price or it could be used to cancel "wanted in Ahlissa" Members of the Royal Guild gained access to heroic destiny feat)

Favor of Slavers (PCs earned gratitude of Pomarj slavers. This earns him free upkeep in modules happening in Pomarj. Said PC could also commission slave labor to give himself 10% discount on items he buys in the future, for up to three times. Members of the Scarlet Brotherhood gained access to heroic destiny feat)

Atonement (Battle school of Hextor housed a shrine to Stern Alia which was offering Atonement for potential recruits)

Other Scenarios Referenced/Used in the module:

NAEI3-01 Stone Strider

NAE5-02 Return to Gefjon

BMNI4-02 Badlands

COR5-09 Gateway to Bright Sands

COR4-04 Redtide

COR4-16 Frozen Spire

Loose Threads:

What was the great project that Sahuagian were supposedly building?
Quick summary of other metaregionals taking place in Naerie

TSS4-07 Cats Grace by Rainer Nagel: Aerdy Re-Enactment Company disappears and they must be found. Trail takes PCs to village of Denshaw near the border of Naerie. It becomes evident that members of ARC killed a few Tressyms (intelligent, flying cats) and as result, Cat Lord himself has punished them. PCs must enter Cat Lords realm and convince ARC to be let away. PCs must alo fight harpies that threathen Tressyms near Denshaw. In the end, an Ahlissan army marches on location and comes to enjoy the show.

TSS5-01 10 Minutes by Pierre van Rooden: The Nasranite Watch transports 

Spannek, a dangerous prisoner from Sunndi to Naerie City.


Spannek was a Scarlet Brotherhood agent who became a bandit and caused much hardship in Sunndi. In Naerie he is a wanted war criminal who has 

been sentenced to death.


Spannek knows the location of a man who may be a lead to a double-agent within the Scarlet Brotherhood forces - someone who made an attempt to 

warn Irongate of the brotherhood's attack of Scant.


He leads the heroes to the village of Alymport to recover the body of 

that man.


However, a mysterious curse has fallen on Alymport and the group must 

deal with masses of undead, find a mad gnome wizard who is re-building 

his dead son into a half-golem, and hole up in an abandoned building in 

this homage to old and new horror films.


Eventually the armies of Naerie ride in from Minetha and the slaughter 

zombie horde.


A name is retrieved form the dead man's lips, but it finds its way to 

the Iron league before the Nasranites learn of it.

Note: while some forces worked for the Ahlissans, or worked for both 

Ahlissa and Sunndi, most parties worked for the Iron League. It is 

assumed at this point that information passed to the Nasranite Watch was 

not acted upon (at least, not by the Watch...).

