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Introduction

The Eamonvale Incursion is designed for a party of 4 or more
characters of at least 7th level. It leads the heroes through
uncharted wilderness, rustic villages and politically charged mar-
ket towns. It requires diplomacy, investigative instinct and a
ready sword throughout. Eamonvale is a long fertile valley that
holds one of the few trade roads across the Stoneheart
Mountains. The Grey Citadel of Dun Eamon remains a bastion
against the sinister machinations of greedy merchant empires,
but the river town of Broadwater at the mouth of the valley is a
tempting target for opportunistic commercial interests. An
unnatural wilderness war, a plague of highwaymen and a rising
criminal underworld mark the beginning of dark days for
Broadwater and all of Eamonvale, unless the heroes can connect

the chain of events and unlock the secrets of the mastermind

behind them.

Adventure Background

The events of this module have their origins in the early days
of settlement in the valley of the River Eamon. Centuries before
the present day, Eamon Angus founded a small trading post at a
critical ford deep in the Stoneheart range. As it became appar-
ent that the trading post and the growing community on the ford
were in a position to influence trade across the mountains, the
community attracted the attention of a number of merchant
families from the more civilized lowlands. As the number of car-
avans moving across the ford and stopping to trade within the
walls of the city grew steadily, the merchants sought a toehold in
the thriving economy. Angus and his descendents forbade their
emporiums in the city that would become Dun Eamon, so the
merchants were forced to barter their goods and collect their tar-

iffs before the caravans entered the valley.

At the mouth of the valley where the River Eamon calmed
and widened into a navigable waterway, the tent cities and cara-
van camps of the traders grew into the town of Broadwater. It
was here that the powerful merchant house of Drenwal was able
to establish an emporium and dominate the smaller independent
traders. With total control of the movement of goods up the val-
ley, House Drenwal taxed goods so heavily that they became
unmarketable in the frontier communities. The merchant
dynasty bought out caravans of certain critical supplies to deny
the settlers the tools for their survival. When Eamonvale had
been weakened by their actions, a scion of the Drenwal empire
led an army of mercenaries upriver to sack the Angus trading
center at the ford and seize the lucrative position on the trade
road for themselves.

Angus and his supporters raised an army of woodsmen and set-
tlers and engaged the merchant prince with a ferocity and tenac-
ity that surprised even the seasoned mercenary generals. The
battles of the Frontier War were hard-fought and costly, but the
people of Eamonvale drove the army of House Drenwal from the
valley and back across the lowland plains, securing their eco-
nomic freedom and gaining effective control over the trading
center of Broadwater. House Drenwal withdrew from the eco-
nomics of the region, but has never forgotten the chagrin of their
defeat in the campaign and still covets the valley’s flourishing
economy.

In the centuries following the Frontier War, House Drenwal
made regular attempts to destabilize and usurp control of the
region, most notably during an orc invasion of Eamonvale when
they managed to deny the Angus clan the military support of the
lowland cities through their political influence. This and all
other attempts met with failure... and now the leaders of House
Drenwal have decided that it is time to assert their claims to
Eamonvale for the last time. The have dispatched a ruthless and
ambitious member of the Drenwal family to attack the infra-
structure of Eamonvale’s economy and to pave the way for an
invasion of even greater magnitude. With the help of a gang of
highwaymen, a powerful wizard, a religious cult, a lycanthropic
slave trader, a notorious river pirate and a greedy doppleganger,
House Drenwal has set in motion a chain of events that is sure
to result in trouble for the residents of Eamonvale... unless the
heroes can discover the truth of the matter and expose the true
intent of the merchant house that is behind The Eamonvale

Incursion.

How To Use This Module

This adventure consists of several parallel plot threads, each of
which is connected to a specific region of Eamonvale. These
regions are fully developed for extended play, with the events
specific to this module set apart in a separate section. After the
events of The Eamonvale Incursion are completed, the detailed
regions remain for future adventuring and development.

Investigation should play an important part in the party’s
strategy, as a great deal of information is available if the right
questions are asked. Some of the conflicts can be resolved
through negotiation and subterfuge as easily as by combat.

Because of the numerous opportunities to move from one
event to the next, the party can visit the various regions in any
order, and with any amount of time between them. The book has
been organized into a sequence of events that promotes linear
development and escalating action (first Broadwater, the largest
community and most likely portal to Eamonvale for a band of
adventurers, with its seedy underworld, then the Trade Road and
the vastness of the Bleak, and finally the village of Fagan’s
Hollow and the adjacent Elfwood).

Several possibilities await a party passing through Broadwater.
They might immediately stumble onto a critical key in the cen-
tral plot, but it is more likely that they stay a few days, provision
themselves and listen to the local scuttlebutt. Moving up the
valley, perhaps with an outbound caravan, might lead the party
into a brigand ambush. Seeking a base of operations and a source
of more information might lead them to Fagan’s Hollow, where
numerous interconnected plot elements await. Having investi-
gated both the brigands and the feral elves, the party might then
discover that all story threads lead back to Broadwater and return
there for more adventuring leading up to the final conflict.

One unique element of this module is that it culminates in an
event that the party ultimately has little direct control over: a
massive battle. They do, however, have many opportunities to
affect the outcome of the battle. The party’s actions in each of
the events described in the module have the potential to shift
the outcome of the battle in one direction or another. These
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opportunities are summarized in Chapter 10. The mechanism
for tracking the party’s degree of success, using a system of
points, is presented in that chapter as well.

Encounter Types: Keyed, Timed, and Random

There are three different ways that encounters are handled in
this module. Random Encounters can be selected or randomized
from the Random Encounter Tables whenever appropriate.
Even when these encounters have little to do with the greater
plot, they may be used to deliver rumors or other information. A
separate table is provided for each region detailed in this adven-
ture. Most Timed Encounters happen at specific times in the
storyline or are triggered by the party’s actions, although they
can be modified, rescheduled or cancelled without disrupting
the plot. A typical Timed Encounter might be a villain who can
be encountered in numerous locations and who is driven by his
own agendas. These encounters are detailed in the Mystery
Elements sections of each chapter. Keyed Encounters take place
at certain locations. Permanent Keyed Encounter locations (like
taverns and farms) are described in the chapters describing each
region, while those Keyed Encounters that pertain specifically
to this adventure (like an ambush site) are described alongside
the Timed Encounters in the Mystery Elements sections.

Using This Product without The Grey
Citadel

The Eamonvale Incursion is set in the same locale as The
Grey Citadel, the

Necromancer Games, and is written for a higher level party,

author’s previous release from
as if the same party were continuing from one module to the
next. While Citadel was set primarily in the city of Dun
Eamon, this book explores the rest of the river valley, its.
inhabitants, attitudes and politics. This module assumes that
Lord Arb Angus and his brothers (or a similarly aligned fac-
tion) still rule the valley, and the setting is still a forested,

temperate river valley bordered by plains on one end and

mountains on the other. Like in Citadel, most of the people
‘of the valley are hardy homesteaders and bold traders, brav-

ing the hazards of the frontier to live by their own terms.

However, this is where the book’s connection to Citadel

ends. At a basic level, the events of this module have only a
few prerequisites. It should be set near the edge of the realm

of a well-meaning but distant lord. A great bog and a dense
forest are key locations. On the edge of the lord’s domain
should be some sort of trade crossroads, ideally on the water.
A small village is located somewhere between the crossroads
and the far-off center of government. An ambitious mer-
chant empire hopes to dominate trade in the region, and the
distant ruler is slow to respond, putting the party in a posi-
tion to investigate the events that have transpired.
Alternatively, the party might be contracted by the lord to
investigate the disturbances, or perhaps some other mecha-
nism will draw them to the plot. Once the heroes are in serv-
ice to the people of the valley in some fashion, the lord and
the seat of government are immaterial to the plot. The Grey
Citadel will add character and background to The
Eamonvale Incursion, but is certainly not necessary to run
this adventure.

DM’s Background

The real facts behind the mystery are best understood by read-
ing the entire adventure carefully, and possibly re-reading the
Mystery Elements chapters. Here are a few facts to keep in mind
as you do so:

-The powerful merchant empire of House Drenwal has three
important agents in the Eamonvale region: a doppleganger mas-
querading as a village magistrate, a wizard manipulating
Broadwater’s Council and a powerful rogue directing the efforts
of a gang of highwaymen.

-The magistrate is fabricating a war between the soldiers of
Eamonvale and the wild elves of the valley to distract the sol-
diers from their duties.

-The wizard is diverting the attentions of the Council away
from acts of sabotage, kidnapping and treason to prepare the
town to fall under siege.

-The brigand and his men strike at caravans along the Trade
Road, discouraging merchant traffic and seizing select supplies
for the invading army.

The Rule of Three

In this module, things have been arranged in groups of three
to make tracking the heroes’ progress easier. There are three
locations involved in the action: the town of Broadwater, the
village of Fagan’s Hollow, and the Eamonvale Trade Road run-
ning the length of the valley and connecting the two settle-
ments. Each of them is described in its own chapter. Each of
these is followed by a Mystery Elements chapter, which describes
encounters and events that pertain specifically to the events of
this adventure, including rumors and connections to the greater
plot. Each region also has a secondary location of some impor-
tance to the plot: the slave warrens of Underbluff beneath
Broadwater, a brigand’s swamp kingdom off the Trade Road, and
an elven forest nation near Fagan’s Hollow. The storylines in
these secondary locations much more linear in nature than the
complex and twisting plots in Eamonvale.

There are three principle villains to be defeated: Uthno the
Wizard, Gurvan the Magistrate and Rolant the Brigand Prince.
Each is tied to one location, but might have connections to
other regions, secondary villains or parallel plot elements on
several levels, all of which are revealed in the Mystery Elements
sections. Also, there are three roaming ‘troubleshooters’ in the
employ of House Drenwal whose entire mission is to harass the
heroes at every turn: Timac Donne, a master horseman; Harm,
an acrobatic rooftop marauder; and Rachman, an assassin with a
fearsome ranged attack method.

Finally, the ways in which the heroes are able to affect the
final outcome of House Drenwal’s plans to seize the valley are
grouped in threes. Each of three regions has three potential ways
in which the party can shift the outcome of the Battle of

Broadwater. These contributions are tracked with a point system
described in Chapter 10.

Using Rumors

In this adventure, the success of the party, and even the diffi-
culty of achieving it, is directly related to the depth of their
investigation. The heroes should be prepared to ask lots of ques-
tions, follow up on answers and constantly weigh the worth of
the information they receive. The DM must likewise be pre-
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pared to adapt to unforeseen questions, make up answers and
humor the characters as they pursue fruitless dead-ends. The
rumors described in each Mystery Elements chapter will help
make this easier. The rumors on the tables are general rumors,
phrased as the population of that region understands them, with
a parenthetical note on their veracity. More specific facts on
each subject can be found elsewhere in the Mystery Elements
chapters. Most of the rumors included in this text are true, or at
least mostly so. Feel free to create your own false rumors to lead
the party astray.

Merchants and Caravans

Merchant ventures are common traffic on the Eamonvale
Road, and they play an important role in this adventure. They
vary in size from single wagons to caravans of dozens. Some opt
for light carts for speed and flexibility, while others choose larg-
er, slower wagons and invest in a heavy guard. Many take pas-
sengers as well. Guards are frequently hired for only a portion of
the route, based on perceived hazards, but some caravans have
full-time guards under contract to the merchant empires that run
them. Many of the caravans have some pertinence to the plot of
this module, either in their origins or in the fate that is to befall
them, while others are unconnected to the saga taking place in
the valley.

Caravans and other merchant traffic dominate the Trade Road
chapter, but are present in Fagan’s Hollow and Broadwater as
well. A Caravan Generator is provided in Appendix 1: NPCs to
facilitate expansion and development of these and any future
caravan encounters.

Timeline

Very few of the events of this adventure hinge on a strict time-
line save for the final battle. In general, the heroes should have
as much time as they need to investigate each of the three areas
of interest, discover the opposition that awaits them and act to
resolve it. However, the more that is allowed to pass, the further
the various villains progress in their agendas. Use the following
guidelines to gauge the effect of the passage of time on the events
of this adventure. Keep in mind that because of the distances
involved, the party may spend considerable time in transit
between locations.

Phase 1: The heroes become aware of the disturbances in
Eamonvale on their own, or are contracted by some other agency
to investigate. At this time, the villains are already firmly
entrenched and putting their plans into action. The party prob-
ably views whatever disturbances they encounter as isolated inci-
dents.

Phase 2: The party has investigated at least one of the
regions, and has probably attracted the attention of that area’s
principle villain at a minimum, prompting more aggressive
action in future engagements. Citizens are just beginning to feel
the effects of Drenwal’s plans; supplies are becoming short, and
fears are on the rise.

Phase 3: The party has investigated two or possibly three
regions by now and are able to piece together some of the con-
nections. The citizens are almost universally suffering from the
activities of the agents of Drenwal, though they do not yet rec-
ognize that war is on the horizon.

Phase 4: The party has become aware of the presence of the
greater threat of Drenwal, and may have made it know to certain

authorities. Sometime during this time frame, the citizens of
Broadwater become aware of a fast-moving mercenary army
moving across the plains towards the city. The characters have
little time to wrap up their investigations and interventions and
prepare for the siege.

Each of these phases may represent a few days of game time, or
a week, or more. Details on the changes each area undergoes as
the plot progresses are presented in the Development section of
each chapter. It is ultimately up to the DM when to advance to
the next stage of the plot and its effects on the population and
setting, based on how quickly the characters are progressing and
how must enjoyment the players are deriving from the adven-
ture. If the heroes spend several days resting with the elves, or
become disoriented in the bogs, they may also be slowed in their
investigation. Also, many unrelated plot hooks are present, and
may draw the heroes temporarily away from their goal. It may
even become necessary to pursue a resurrection or seek other
forms of assistance from Dun Eamon or further away. Regardless
of the reason for their delay, it should not undermine their
chances of averting disaster for Eamonvale.

Replacement Characters

Many adventure modules include pre-generated characters,
either for players use or to give an idea what types of hero the
adventure was written for. This module is no exception, but the
pre-generated characters have been written into the story as
NPCs, evenly distributed throughout the module. They are not
intended to be the starting party. They can provide substitute
characters for a party whose numbers are dropping, or perhaps
extra support for a small or underpowered party—but they are
not high-powered heroes. Most of them have small roles to play
as NPCs, so handing them over too early might require some
adjustment. See the Appendix 1: NPCs for a summary of poten-
tial replacement and supplemental characters.

Adapting the Adventure

It should be pointed out that this adventure differs from other
fantasy D20 products in yet another way. It is a common trend
for mid-to-high-level adventure modules to revolve around pow-
erful, fantastic creatures, alien races and planar entities. With
The Eamonvale Incursion, the author hopes to revisit an old foe,
one that the characters should remember from before they
fought their first giant or demon, from their earliest days of
adventuring: men. While there are plenty of strange beasts and
memorable freaks in this book to keep the fantasy properly fan-
tastic, the ultimate driving force of the plot is men, and lots of
them. There are several occasions on which the party may have
to stand against a dozen men, or dozens of men... perhaps more
than 80 at one time! Other villainy takes the form of highly
skilled individuals who may be several levels higher than the
average party level; even some of the underlings in the opposi-
tion may have a CR that approaches twice the party’s starting
level!

For these reasons, the DM should be prepared for the party to
be outmatched from time to time. An example is Rath Rolant,
the brigands’ swamp stronghold. For a party of five to engage its
80+ defenders is a gamble, even for the most potent combatants.
Resorting to diplomacy to gain support troops, stealthy infiltra-
tion of the fortress, or an alliance with powerful rival groups
might all suit the occasion, and require less expenditure of
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resources to reach the same goal. Parties that customarily kick in
the door and accept the consequences should expect large and
potentially devastating battles.

Padding the party with cohorts, followers and hirelings is a
good way to insulate them from the masses and allow them to
single out enemy leaders in battle. The DM might also choose
to reduce the opposition in the name of streamlining an other-
wise cumbersome battle, but remember, 4th level human fight-
ers need large numbers to be a viable threat to an 8th level party.
An efficient party must choose their battles wisely, avoid invest-
ing unnecessary resources and refrain from engaging opponents
en masse.

Lower level parties will almost certainly find the volume of
opposition overwhelming. A party of 5th to 6th level is capable
of carrying out a thorough and effective investigation, but they
are not likely to survive storming the river pirate stronghold, the
slave warrens or the brigand’s swamp kingdom. Such a party
should count on political maneuvering, favors and a massive
outpour of wealth to compensate for their weaknesses.

Larger or higher level parties may actually find that they are
capable of wading through the throngs of opponents. If this is
enjoyable to them, then by all means, let them cleanse the wilds
of low-level NPCs. If the challenge proves to be insufficient,
supplement the enemy with monstrous humanoids, summoned
elementals and wizardly constructs to provide an adequate chal-
lenge for the party.

Setting

As mentioned above, The Eamonvale Incursion is set in the
lower reaches of the valley of the River Eamon, known as
Eamonvale. The upper part of this valley and the principle city
of Dun Eamon are described fully in the adventure module The
Grey Citadel, available in print and PDF formats from
Necromancer Games. This and other setting regions are sum-
marized below.

Eamonvale

The River Eamon flows down out of the Stoneheart
Mountains, first through snow-fed mountain streams, then
crashing down through rocky gorges and finally calming and
widening as it flows across the lowland plains towards the sea.
This river valley, the forested mountain slopes that flank it, and
its deep swamps and boggy moors, are governed from the Grey
Citadel of Dun Eamon. The authority of the Lord of Eamonvale
extends from the mountain passes near the river’s headwaters to
the trading center of Broadwater at the edge of the foothills of
the Stonehearts.

The frontiersmen of Eamonvale have fought for generations
to preserve their rights in the valley, first wresting their suste-
nance from the untamed wilds, then defending their homes
against humanoid onslaughts and, most recently, dealing with
the political machinations of greedy merchant empires. The
people of Eamonvale are hardy and self-sufficient, hardships are
taken in stride and respect is reserved for those who have earned
it. Two dominant social groups exist in the valley, and are usu-
ally at odds with each other. The woodsmen who people the fer-
tile slopes and forested glens of the valley regard the merchant
class as arrogant foreigners from pampered lowland cities; the
merchants regard the woodsmen as savages whose uncouth
lifestyle they tolerate only in the interests of profit.

The Grey Citadel of Dun Eamon

The city of Dun Eamon is the center of government for
Eamonvale. Located high in the mist-shrouded mountain crags
of the Stoneheart Mountains, it is a city like no other. Locally
known as the Grey Citadel, it is an important trading city and
the only viable crossing of the River Eamon in the Stoneheart
Mountains. The citadel sits on a broad ford at the base of one
plunging waterfall and at the head of another. Midway across
the ford, a huge slab of bedrock divides the river into two chan-
nels. On the island between, many generations ago, Eamon
Angus staked a claim and founded a tiny trading post. Now, cen-
turies later, expansion of the duchies and kingdoms on either
side of the Stoneheart Mountains and development of trade
between them have caused the tiny trading center and way sta-
tion to grow into a heavily fortified citadel, with the charter and
lordship still in the hands of the Angus family. Three brothers of
the Angus Clan rule over the city and valley with strictness and
compassion, and have seen it flourish under their authority.

More than 5,000 citizens dwell within the city walls. The Grey
Citadel is renowned as the location of the finest forges in the
land. Nearly any tool, weapon or other metal item can be craft-
ed there, and the quality of their alloys and strength of their cast-
ings are unsurpassed. Due to its critical location at the ford and
its safety relative to the perils of the frontier, the Grey Citadel is
a popular stop on the route to the passes of the Stonehearts. It is
a hiring point for caravan laborers and guards for the dangerous
journey over the mountains to the distant kingdoms beyond.
Many hunters and trappers pass through the gates every season to
sell their pelts and to re-supply for another trip into the wild
mountains beyond. Traveling minstrels, adventurers and high-
waymen all call the city home from time to time.

A rampart wall surrounds the entire island, with watchtowers
evenly distributed along it, and a massive gatehouse guards each
entrance where the road rises up from the ford. Where the divid-
ed channels of the river spill over the lower falls, the island rises
steeply to a flat-topped promontory. On this slab of rock sits the
upper city, consisting of the craftsman’s district, the vast market
and the largest taverns. The stone buildings are quarried from
the same grey basalt as the bedrock they sit on, as are the city
walls and keep. The rest of the buildings are half-timbered two
and three-story structures, with roofs of thatch or shingle. The
cobblestone streets and alleys are always shiny and damp, and
everything in the city hosts at least a thin sheen of green moss;
many buildings have thick clumps of ferns growing on the roof.
Amid the green-forested slopes and drifting grey rain clouds, the
grey-green edifices of the Citadel blend right in.

The Town of Broadwater

Broadwater, a thriving crossroads town of over 2,000 citizens,
guards the mouth of Eamonvale and provides a fortified trading
center at a nexus of trade routes. The Eamonvale Trade Road,
the River Eamon and two other busy trade routes meet in
Broadwater, bringing with them trade goods, foreign travelers,
fighting men, ambitious merchantmen, fortune seekers, intrigue
and adventure. The walled town is divided into four quarters,
and additional communities have sprung up outside the gates.
The town of Broadwater, its criminal underworld and its ruling
Council are principal elements in the plot of The Eamonvale
Incursion. Complete details are provided in Chapter 1.
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The Eamonvale Trade Road

Winding a course of over 100 miles through Eamonvale’s
mountainous wilderness, the Trade Road is the chief artery of
transit for the valley. It runs from the Valleygate of the Town of
Broadwater, past Fagan’s Hollow, through the gates of the Grey
Citadel of Dun Eamon and beyond, until it slips through the
snow-clad passes of the Stoneheart Mountains. Its traffic consists
of mercantile enterprises ranging from massive caravans to tiny
farm carts, as well as travelers, military forces, homesteaders, pil-
grims and indigenous creatures. The Trade Road, its traffic and
the realm through which it winds are central to the plot of The
Eamonvale Incursion. Additional details are provided in
Chapter 4.

The Village of Fagan’s Hollow

Home to 500 farmers, craftsmen and entrepreneurs, Fagan’s
Hollow is representative of the communities that line the banks
of the River Eamon. Hosting the religious institutions, markets
and social centers for the surrounding farms, the village has both
a vibrant population and a steady stream of visitors. Its residents
have a critical interest in the tide of trade on the Eamonvale
Road, the hazards of a frontier existence and the reverberations
of conflict elsewhere in the valley. Fagan’s Hollow, its temporary
and permanent residents, its leaders and its nearby neighbors are
important elements of the story of The Eamonvale Incursion.
The village is fully described in Chapter 7.

The Hamlet of Glitterburn Glen

Glitterburn Glen is a tiny pastoral community typical of those
scattered throughout the Eamonvale highlands. Its inhabitants
rely on herding and crofting and are far removed from the daily
events of the Eamonvale trade corridor. These simple folk live
their lives in relative isolation, perhaps venturing only once or
twice to the town of Broadwater or to the Grey Citadel.
Glitterburn Glen is described in the free web enhancement
Temple of the Azure Eye, available from the Product Support
page of the Necromancer Games website at http://www.necro-
mancergames.com/prod_support.html. This was the free product
support release for The Grey Citadel and requires a password
found in that product.

Web Support

Several web enhancements supplement the content of this
adventure, including a document detailing additional locations
and encounters for Eamonvale. In addition to any support mate-
rials that are provided on the Product Support page of the
Necromancer Games website at  http://www.necro-
mancergames.com/prod_support.html, the author of the adven-
ture maintains a web site dedicated to the Eamonvale campaign
setting. Visit Dark Loch Creative Enterprises at http://www.dark-
loch.com. Though this is not official product support, it should

prove to be a useful resource for those using this adventure!
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Chapter One: Broadwater

The town of Broadwater marks the lower end of Eamonvale
and the point where the River Eamon, having frothed and
plunged its way down from its mountainous origins, finally
becomes navigable by watercraft. It also represents the extent of
the influence of the Angus clan, where the rule of the Lord of
Eamonvale gives way to the authority of scattered tribes of horse-
men and lowland merchant empires. Broadwater is a town of
twisting streets, of crowded markets and of whitewashed sand-
stone walls. The cries of merchants ring in the cool breezes that
blow in off the River Eamon, and great white clouds drift in from
the grasslands to shade the wooden docks.

In addition to the adventures that abound in the mercantile
hustle and bustle of Broadwater’s day-to-day life, the city has been
touched by the ambitions of the merchant empire of House
Drenwal. Complete details on Drenwal’s agendas for the town are
provided in Chapter 2, but the permanent locations are described
separately here to facilitate the use of Broadwater as a setting for
future development. Also, Broadwater is the setting for the final
scene of this module... a valiant defense against a mercenary
army funded by House Drenwal. The threats that Drenwal repre-
sents in this final engagement come from both within and with-
out the city’s walls. Refer to Chapter 10 for details on the merce-
nary army, its leaders and tactics and the changes that the city
undergoes in the final hours before the siege.

Broadwater

Broadwater (large town): Conventional, currently
Nonstandard (council manipulated by merchant dynasty); AL
LN (free-willed council members), LE (usurpers); 3,000-gp limit;
Assets: 337,050 gp; Population: 2,268; Mixed (80% human, 5%
dwarf, 3% gnome, 4% half-elf, 3% halfling, 3% elf, 2% half-orc).

Authority Figures: Council Chairman Alfgar (Ari5);
Councilman Drust of the Militant Quarter (Ftr9); Councilman
Hereward of the Mercantile Quarter, Master of House Gastone
(Ari5); Councilman Thorald of the Artisans’ Quarter (Exp9);
Councilman Galfridous of the Paupers’ Quarter (Rog7).

Major Villains: Constable Maehil (Rog3/Ftr3); Constable
Menwaed (Rog3/Ftr3); Odair the River Pirate (Rog8); Uthno
Abecar (Wizl4); Ciaran (Cle9); Harm (Mnk8/Shd4); Okas
(Ftr8); Kalil (Rgr6/Asn4).

Minor Characters: Cubbin (Rgr9); Clan Headsman
Marcomir of the Grass Sailors (Bbn9); Dockmaster Seagram
(Ftr2/Exp2); Jake Finnegan (Com3); Master Hallorum of House
Headwater (Rgr3/Exp3); Abner Crookfoot (Exp3); Holyoof
(Exp6); Wendel (Exp3); Audrey Alva (Exp7/Rgr3); Pavel
(Exp5); Finster (Brd5/Exp3); Hollister (Exp4); Loremaster
Laphroaig (Exp10); Elgin Boffworthy (Exp6); Culver Marshroy
of the Brotherhood of Mercenary Engineers (Ftr6/Exp4); Bilfram
Jubble (Exp2); Meg (Adp5); Napolan (Brd5); Gudric (Ftr5);
Silvie Aeriuth (Enc5); Mellec (Exp4); Edgar Cavelar (Exp4);
High Priest Delac of the Temple of Commerce (Cle6); Master
Groeg of House Oron (Exp7); Master Kajir of House Drenwal
(Exp9); Master Vigaer of House Wreldan (Exp8); Master
Pulhraim of House Elwood (Exp8); Master Jase of House Madoc

(Exp10); Limcheck (Exp3); Lady Ovek (Brd6); High Priest

Runiek of the Temple of Revels (Cle8); Janus Fengle,
Commander of the Broadwater Guard (Ftr8); Warwick (Exp5);
Padrisco (Ftr7); Kristoff of Kleve, Commander of the White
Dragon Company (Ftr9); Franco the Dark, Commander of the
Steel Brigade (Ftr9); Saul Mithrum (Com2); Amber Spinsom
(Coml); Lewic Brevin (Brd1); Marsa Sedge (Com1); Lund Wilk
(Coml); Glabwright (Brd2); Gilstock (Brd2); Gambol (Brd2);
Pym (Brd2); Linford the Cooper (Exp4); Farlon the Apothecary
(Wiz9); Atran the Smith (Exp6); Thamos the Baker (Exp2);
Gregor the Cleaver (Expl); Ervin Folster (Exp3); Kyle Duggins
(Exp5); Helmut (Exp2); High Priest Gadron of the Builder’s
Temple (Cle6/Exp3); Vadamerca of the Grass Sailors (Clr7);
Sammel (Ftr4/Rog2); Juren (Rog8); Sharp (Fer2/Exp2);
Gullwing (Exp3); Sid (Exp3); Ragnar (War4).

Others: Constabulary—Exp6 (3), War2/Exp2 (40);
Broadwater Guard—Ari8 (4), Fer5 (12), Ftr3 (188); River
Pirates—Rog3/Ftr4 (4), Rog4 (24), Ftr4 (51); adventuring class-
es—Bbn5 (6) Bbn4 (9), Bbn2 (11), Bbnl (8), Brd9 (1), Brd5
(2), Brd3 (4), Brdl (8), Clt6 (1), Clt3 (2), Clrl (4), Drd9 (1),
Drd5 (2), Drd3 (4), Drdl (8), Fer5 (17), Ftr3 (35), Ferl (65)
Mnk5 (1), Mnk3 (2), Mnk1 (4), Pal4 (1), Pal2 (2), Pall (4),
Rgr5 (20), Rer3 (32), Rgrl (16), Rog4 (6), Rog3 (9), Rog2 (12),
Rogl (24), Sor5 (1), Sor3 (2), Sorl (4), Wiz6 (1), Wiz3 (2),
Wizl (4); mercenaries, merchants, commoners, laborers and
peasants —Adp8 (1), Adp4 (2), Adp2 (4), Adpl (9), Ari5 (4),
Ari3 (7), Aril (12), Com8 (4), Com4 (8), Com2 (16), Coml
(835), Exp6 (1), Exp5 (16), Exp4 (18), Exp3 (25), Exp2 (30),
Expl (59), War4 (157), War3 (212), War2 (65), Warl (48).

Like Dun Eamon, Broadwater sits at a key position on the
trade corridors of the foothills. From its walls, four gates open
onto the world. One gate leads up the Eamonvale Trade Road to
the Grey Citadel and beyond. Another opens onto vast grass-
lands, where huge caravans haul goods overland to distant cities.
A third gate opens onto a pontoon bridge across the River
Eamon that provides access to the road that winds its way along
the foothills of the Stonehearts. The fourth and final gate opens
not onto a road, but onto Broadwater’s docks, where all manner
of oarboats, keelboats and barges ply the smooth expanse of the
River Eamon, its tributaries and confluences.

The city sits partially on top of a high sandstone bluff, and par-
tially below it on the banks of the River Eamon. The High Town,
as the upper portion is known, is the location of the Mercantile
Quarter, where representatives of numerous trade emporiums
maintain a presence for all or part of the year and where agents
of Lord Angus operate a customs house for the oversight and tax-
ation of trade in the region. Also in the High Town is the
Militant Quarter, which holds a garrison of Lord Angus’ troops
to safeguard the mouth of the valley, and the adventurers’ dis-
trict, where sell-swords and roustabouts of all sorts offer their
services as caravan guards. The Low Town houses the Artisans’
Quarter, which produces some goods for trade, but mostly caters
to the shipping industry by selling and servicing everything from
bit and bridle to wagon wheels. The Paupers’ Quarter shares
space in the Low Town as well, and is home to beggars, thieves,
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failed merchants and industries of pleasure catering to the men
who live their lives on the trade roads.

Trade in the city is closely monitored on several levels.
Opverseers at each gate inspect every wagon, cart and handbar-
row that enters the city. The only streets wide enough for dray
traffic lead to the trade grounds, where additional agents review
and tax the cargoes passing into the market. All the other streets
of the city are intentionally narrow and winding to prevent mer-
chants from avoiding tariffs and trading volume goods in back
alleys. In addition to legitimate commerce, a thriving under-
world deals in less-than-legal goods by cover of night.

Random Encounters in Broadwater

These encounters should be used to provide action, inspire
role-playing and develop the unique character of Eamonvale’s
gateway community. They can also be used to heighten sus-
pense, divert the heroes’ investigations or develop the plot with
the delivery of an important rumor at the right moment.

Roll 1d8 to determine a random encounter:

1 Constable Patrol (2 male human War2/Exp2; CR 3;
hp 20, see Appendix 1: NPCs for full stats). The city is usually
peaceful during the daylight hours, but lawmen are always on
the lookout for wanted criminals, pickpockets, and other nefar-
ious activity. Their initial attitude is indifferent to the party.
Since they operate only in pairs, they never hesitate to summon
aid with their signal horns.

2 Pickpocket (N male human Rog4; Dex 14; Sleight of
Hand +12; Skill Focus [sleight of hand]). One of the local
thieves makes an attempt on the wealthiest party member. They
move in for the attempt when the mark is involved looking at
merchandise, or in a conversation. There is a 50% chance that
the rogue is affiliated with Juren’s organization and proceeds to
the pawnshop at Sharp’s (Location NN) to cash out his goods.
There is a 25% chance that the man is one of Odair’s river
pirates looking for a bit of extra cash while ashore and returns to
the Long Dock (Location E) with his take. Only 25% of
Broadwater’s cutpurses are independent. If caught, they are
openly hostile in attitude.

3
Information +6, Disguise +4) Many of Broadwater’s beggar’s are

Professional Beggar (N male human Rogl; Gather

legitimately stricken, but just as often are lazy alcoholics and
information gatherers. They take a friendly attitude towards vis-
itors in hopes that it may eventually favor them. Most report to
Juren, Low Town’s premier crime lord, at The Drifter’s Den
(Location LL). They have a great store of low DC rumors, many
of them fanciful, that they readily disperse in hopes of soliciting
information that can be traded to Juren for food, drink and other
amenities.

4 Streetwalker (N female human Brdl; Cha 15;
Diplomacy +5, Perform [dance] +7). These heavily perfumed
and scantily clad women are often (60% chance) seeking clients
for brief encounters in a cheap boarding house or even a back
alley. The rest of the time (40% chance) they are offering invi-
tations to bawdy houses and taverns where they and their asso-
ciates can solicit business from multiple clients. In the Low
Town, they usually draw clients to the Tinted Torch District
(Location MM). In High Town, they may represent the
Broadwater Gentlemen’s Club (Location P); if a party member
maintains a conspicuous display of wealth or taste (but not nec-
essarily both), they may even receive an entrance token that
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waives the 10-gp fee at the door. All of them adopt a friendly
attitude in hopes of getting what they want from the party, and
they may have a rumor to share as well (usually about a previous
client).

5 Madman (CN male human Ari2 or Exp2; Craft or
Profession [varies] +5). The tragically insane are all too common
in a merchant town; failed business ventures, cold-hearted
betrayal and the ready availability of illicit drugs may all rob the
sanity from a man. Such a gibbering lunatic might be helped by
delivery to a local temple, and his attitude is initially indifferent
but may jump suddenly to one extreme or the other. He may
pass on a garbled version of a local rumor. During the events of
The Eamonvale Incursion, this may also be a man whose mind
was shattered by Ciaran’s pain cult (see Broadwater Keyed
Encounter: Den of Depravity) or one whose spirit was crushed
by Uthno the sorcerer’s powerful magic (see Broadwater Keyed
Encounter: The Puppeteer).

6

quarter of Broadwater is a larger than normal party of the local

Local Traffic (varies). A common encounter in any

population. In the Mercantile Quarter, this is almost always a
caravan or foreign trade delegation arriving and causing a stir
(2d6 Exp3 or Ari3). In the Militant Quarter it is commonly a
mercenary guild or a large detachment of the Guard arriving
from or departing for their duties (2d10 War3). In the Artisans’
Quarter it may be a large parade of laborers bringing raw mate-
rials into or finished goods out of the neighborhood (2d4
Coml). In the Paupers’ Quarter it could be anything from a
large drunken rabble to the crew and passengers of a newly
arrived riverboat (2d10 Com1 or Exp2). In each case, the com-
position of the party and the degree of catastrophe or good for-
tune that accompanies them is left to the DM’s discretion.
During the events of The Eamonvale Incursion, this is an oppor-
tunity to introduce merchant houses, craftsmen, mercenaries or
criminals who might factor into the party’s investigation.

7
the Council Representative for the appropriate quarter (70%),
Council Chairman Alfgar (20%) or Alfgar and the local
Representative (10%). They are on a routine tour of the town,

Council Member (varies). This encounter is either

speaking with residents, viewing civic improvements and dis-
cussing other matters of government. Regardless of the combi-
nation, they are always escorted by a unit of the Broadwater
Guard consisting if 4 Guardsmen (male human Fer3; CR 3; hp
24) and 1 Sergeant of the Guard (male human Ftr5; CR 5, hp
42; see Appendix NPCs for complete stats). They are indifferent
until approached, whereupon they take a friendly political atti-
tude. A DC 20 Diplomacy check is required to broach a politi-
cal subject in the streets; usually they gently rebuff the petition
and refer the citizen to the formal approach at the Council
Chambers (Location L). Refer to the Council section in
Chapter 2 for guidelines on interactions with the Council.

8
town, and the world is never as big as it seems. Select an NPC

Familiar Face (special). Broadwater is a crossroads

from a previous adventure or create a short background for a
connection with one of the characters. The familiar face might
be some the party has aided in the past, a business associate, a
henchman of a defeated foe or a rival adventurer. They might
come bearing a warning, have a useful rumor to relate, or be on
similar business, but they could just as easily have fallen in
league with the villains of The Eamonvale Incursion.



THE EAMONVALE INCURSION

After nightfall, roll 1d8 to determine a random encounter.

1-2  Constable Patrol (2 male human War2/Exp2; CR 3;
hp 20, see Appendix 1: NPCs for complete stats). The city is a
dangerous place after dark, and lawmen are always on the look-
out for criminal activity and disorderly drunks. Their initial atti-
tude is unfriendly until the party proves themselves non-threat-
ening. Since they operate only in pairs, they never hesitate to
summon aid with their signal horns. In the Mercantile and
Artisans’ Quarters, they are much more suspicious of people on
the streets after dark, since few businesses are open.

3-4  Street Fighters (2 or more War2, Expl, Coml1 or
Ari2). This late night squabble could represent anything from
laborers arguing over gambling debts or bar tabs to noblemen
dueling over affairs of the heart. In any case, intervention is
rarely welcomed unless the parties are unevenly matched. 2d6
rounds elapse before a constable patrol responds. Street fighters
are indifferent to the party until they intervene, at which point
the combatants become unfriendly.

5.6 Goods Fence (NE male human Rog3; Cha 14;
Appraise +8, Bluff +8, Diplomacy + 10 Sense Motive +8;
Negotiator; goods worth 3d6x10 gp). These characters often hail
passers-by from a shadowy alley and offer to sell them an item
that ‘fell off the back of a wagon’. These goods may be fake,
stolen, pawned or illegal, and are usually offered below their
value (20% or more) out of necessity. They might be conspicu-
ous items that appeared in Sharp’s pawnshop (Location NN),
items acquired by Juren in a business deal or items stolen during
a burglary by an independent thief. The fence’s attitude is indif-
ferent beyond wanting to move his goods and get off the street.
Use the following table to establish the item for sale (note that
trade bars have some relevance to the events of The Eamonvale
Incursion; see Broadwater Timed Encounter: The Cash Flow in
the Caravan Encounters section of Chapter 2).

Gems or marked trade bars
Art object

Poison or narcotic

Minor magical item

-2
-4

oUW =

7 Back Alley Shakedown (Rog2, 5 Warl, Com2). A
small-time moneylender and his goons pay a visit to a delinquent
account. There are very few independent criminals of this caliber
in Broadwater; the moneylender is allied with either Juren or
Galfridous (50% chance of either). They are unfriendly to the
party, except for the subject of the shakedown who begins as
indifferent and easily progresses to helpful if the party gives aid.
During the events of The Eamonvale Incursion, this encounter
may be replaced with a party of Odair’s river pirates in the act of
removing stolen grain from a sewer drain. See Broadwater Keyed
Encounter: Flour Power in the Sabotage section of Chapter 2.

8 Rooftop Burglar (N male elven Rog4; Climb +9,
Hide +9; masterwork thieves’ tools, climber’s kit). The heroes
spot a cat burglar on his way to or from a heist. His movements
across the rooftops are difficult to track, and if confronted he is
evasive and hostile to the party. He may be an independent thief
(25%), an agent of Juren (50% on a specific mission, or have
something other than burglary in mind, such as commercial sab-
otage (10%), espionage (10%) or assassination (5%).

During the events of The Eamonvale Incursion, consider sub-
stituting Harm, an agent of House Drenwal who monitors the
interests and enemies of his employer from the rooftops. See
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Broadwater Timed Encounter: In Harm’s Way in the Villains sec-
tion of Chapter 2.

Authority Figures in Broadwater

Broadwater is officially under the rule of Lord Arb Angus of
Eamonvale. Due to the distance separating Dun Eamon from
Broadwater and the complexities of the city’s population, the
Angus clan has instituted a system of council government to
handle day-to-day business. Unlike smaller communities, which
are usually governed by a set of codified laws enforced by a mag-
istrate, Broadwater’s government offers more representation to
the local population while entertaining the agendas of the pow-
erful merchant families who have influence there.

The city is divided by terrain, economics and social class into
four quarters, and each quarter holds a seat on the Council. The
head of the Council holds a fifth seat. The Council Chairman is
chosen by the Angus clan and may be replaced at will by the
Lord of Eamonvale. Each of the other Representative seats is
held for four years, and an election for one of the four seats is
held each year. Each representative is elected by the population
of the quarter represented.

At the time of these events, the Council is as follows (com-
plete stats and backgrounds for each of these NPCs are available
in Appendix 1: NPCs):

Alfgar (male human Ari5; CR 4, hp 24; see Appendix 1:
NPCs for complete stats), a veteran of mercantile enterprise and
a wise man, is the head of the Council. He represents the inter-
ests of Lord Angus and the people of Eamonvale with fairness
and firmness. Alfgar is perhaps the most important victim of
House Drenwal’s treachery; he has been magically dominated by
Uthno the Sorcerer.

The Militant Quarter is represented by Drust (male human
Fer9; CR 9, hp 58; see Appendix 1: NPCs for complete stats), a
former mercenary commander and veteran of the trade road. He
has the respect, albeit grudgingly given in some cases, of the mer-
cenaries and adve