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CHAPTiR �lii: A�ViliTURi �ACK6R�Ul1� 

The Fires of Mount Surtur is an adventure for 

4-6 characters of levels 3-5. During the course

of this adventure, the player characters will delve

into the depths of an ancient fire giant fortress

built into a redoubt of the volcano, Mount Surtur.

Seeking to discover the fate of villagers captured

by a tribe of kobolds that inhabit the fortress ruin,

the characters will run afoul of a cult of Duergar
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worshiping the deceased fire giant king Hadel, 

who once claimed the ruin as his stronghold. As 

they delve the depths of the fallen fortress, they 

will have the opportunity to stop the cult's ritual, 

which the Duergar believe will restore their fallen 

patron and trigger the beginning of Ragnarok. 



TM� CI!IL ,- t� HAi>�L 

The Fire of Mount Surtur centers around 

the activities of a Duergar cult called The Cult 

of Hadel. As detailed in The Ice Kingdoms 

Campaign Setting, the Duergar ofEordan are the 

descendants and followers of the dwarven lord 

Umlo, who held dominion over the fire cliffs 

below Mount Surtur. Legend says that Umlo 

made a bargain with a being of shadow and 

darkness in order to learn the secrets of magic 

and sorcery. Umlo taught his newfound secrets to 

his followers, and then used his magic to craft a 

bridge to Valagard and lead his forces in an assault 

to overthrow Uthin himself. It was the dwarven 

god, Grugnar, who defeated Umlo, and hurtled 

them deep into the bowels of the earth, declaring 

them to be Duergar. These fallen Duergar turned 

to new patrons for protection from the wrath of 

Grugnar and Uthin. Many turned to Hefreya, 

Uthin's queen, and declared their loyalty to her. 

Others turned to Grugnar's brother, the fire giant 

god Heimnir and vowed to serve him. Some small 

sects turned to other patrons for their protection. 

The Cult of Hadel is one such group. 

According to cult legend, the god Heimnir 

was originally the shadow of Grugnar, given 

form and body as the dwarven god sought to 

purge any impurities from within himself in an 

effort to master the lore of the runes that Uthin 

taught to him. Heimnir became the exact twin of 

Grugnar, though a fire giant as opposed to a god 

such as Grugnar. Heimnir remained an important, 

if controversial figure in the dwarven and giant 

pantheons, until he drew the ire of Hefreya for 

attempting to use Uthin's lust to sway the king 

of the gods in Heimnir's favor during a contest 

between Heimnir and Grugnar. Uthin's queen 

enacted a curse upon Heimnir that stripped him of 

his godlike essence, splitting him into a being of 

shadow and darkness such as he had been before 

his "birth," and a fire giant titan-still a mighty 

being in his own right, but lesser than what he 

had once been. 

The Cult of Hadel claim that it was the 

dark essence of Heimnir, separated from his 

fire giant form, that struck the original bargain 

with Umlo, and helped to birth the Duergar. 

When the founders of the Cult turned to Heimnir 

for protection after Umlo's defeat, they were 

surprised to find that the god instead directed 

them into the service of another being: the fire 

giant demigod, Hadel, whom Heimnir claimed 

was the rightful successor of his godly power. 

As explained in The Ice Kingdoms Campaign 

Setting, Titans are the siblings and offspring of 

Ymir, the first being. The gods of Valagard, as 

well as all of the other gods of the setting, are 

either Titans in their own right (such as Uthin and 

possibly Grugnar), or the descendants of Titans 

with giants or mortals. 

Hadel was a mighty fire giant, who was 

possibly just below the status of a full Titan for 

most of his life. He commanded many followers 

such as other giants or similar servitors, but was 

not truly an immortal being, at least according the 

Duergar cult in this adventure. At some point after 

Hefreya cursed him, Heimnir chose Hadel as his 

successor, and granted him a measure of his lost 

essence and power, raising Hadel to the status of 

a full Titan, and granting him other abilities of 

the gods of the setting, such as the power to grant 

spells to worshipers and immortality. 

Hadel's fall came when he engaged in a war 

with the frost giants commanded by Gjillthrym. 

In a climactic battle that took place at Mount 

Surtur, Gjillthrym struck a blow that pierced the 

heart of Hadel. While the frost giant Titan could 

not kill Hadel-who at that time was immortal, 

Gjillthrym was so powerful that his attack 
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severed much of Hadel's own power, lessening 

the fire giant and robbing him of whatever power 

he had obtained from Heimnir. Hadel proved 

victorious in the battle, slaying Gjillthrym, but 

the cost of the victory made it a hollow one for 

the Titan. Later, the Thanic hero, Arfhrd, would 

lead a new assault on Hadel's fortress in Mount 

Surtur, and would finish what Gjillthrym began, 

slaying Hadel. 

When the Duergar approached Hadel, they 

found that the fire giant was dismissive of their 

offers of worship and service. Hadel, it seemed, 

saw little use for the diminutive creatures that 

came before him, begging for his protection 

while claiming that they had been sent to him by 

Heimnir. The Cult's oral histories offer several 

differing accounts as to what caused the fire giant 

king to change him mind; some accounts claim 

that the shadowy essence of Heimnir interceded 

on behalf of the Duergar, promising Hadel even 

more power ifhe accepted the Cult as his servants, 

while others claim that Hadel saw the potential in 

the Duergar's sorcery as an aid in the campaign 

he was planning against the frost giants. 

Regardless of his reasons, Hadel did not keep 

the Duergar close to him. Instead, the fire giant 

sent them into the deep tunnels beneath Eordan's 

surface, ordering them to carve out temples and 

fortresses in his name. The Duergar did as they 

were commanded, and practiced rituals and rites 

in honor of their patron. Whenever possible, 

the Cult's warlocks engaged in study of their 

dark magics to find new ways to bring greater 

power to their lord, and greater favor upon the 

Cult as a whole. From time to time their actions 

in Hadel's name brought them into conflict 

with other Duergar clans or other denizens that 

dwelt beneath Eordan's surface. Each victory 

was dedicated in Hadel's name, and any defeat 

resulted in a doubling of their rites and sacrifices 

to appease their patron Titan. 
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The Cult claims that its members knew of 

Hadel 's death at the hands of Arfhrd immediately, 

that the death throes of their patron echoed in 

their dreams and his death rattle shook the very 

caverns of their temples and fortresses. Some of 

the Cult's legends say that the high priests and 

warlocks of the cult were visited by the shadow 

of Heimnir, who taught them a method by which 

the Duergar might restore the slain fire giant's 

life and power, bringing back Hadel at a level of 

power that would allow the Titan to challenge 

Uthin himself, and finish what Umlo began, 

casting the gods from Valagard and bringing 

about Ragnarok itself. Spurred by their zealous 

ambitions to bring about a world where Hadel 

ruled all of the planes from the top of the World 

Tree to the bottom of its roots, the Cult began the 

long journey back to where their patron ruled and 

fell: The Keep at Mount Surtur. 

As this adventure begins, the Cult has returned 

to Hadel's former fortress, forcing any creatures 

that dared to occupy the fortress in interim to 

serve them and their goals. The Cult has been 

working toward their goal of preparing their ritual 

to restore Hadel to life and bestow even greater 

power upon the Titan than he had before. If the 

Cult's research and ritual are correct, then they 

are very nearly ready to see their goals completed. 

The current high priest of the Cult, the Duergar 

warlock known as Hlevang, is willing to sacrifice 

everything, down to the very last member of his 

cult, to see their goal through. 

Hadel 's redoubt fortress has fared surprisingly 

well, considering the time that has elapsed since 

Arfhrd slew the fire giant, and the fact that it is 

built into a volcano, which is not as dormant as 

the mortals who build villages near to it believe. 

Several creatures and groups have laid claim to 

the upper levels of the keep throughout the years, 

changing hands fairly frequently as time has gone 



on. The lower level of the keep has remained 

largely in the control of the Azer that dwelt within 

it, until the Cult of Hadel reclaimed the keep and 

forced the Azer to serve them. 

At the present time the major denizens of 

Hadel's Keep, aside from the Duergar, are the 

Ice Fang Kobolds, the Azer, a small tribe of Lava 

Children, and a single dragon egg that is very 

close to hatching, and has become the focal point 

of the Cult's rituals. 

The kobolds of the Ice Fang tribe came to the 

Fortress of Hadel over two kobold generations 

ago. They quickly discovered that travel to the 

third level of the Fortress was hazardous, both 

because of the unpleasant heat from the lava 

bed on that level, and because of the Azer who 

controlled it. This did not bother the Ice Fang 

kobolds, as the second level made for the finest 

lair that the kobolds had ever had before, and 

the Azer did not leave the third level, leaving 

the kobolds seemingly safe from approach 

from below, while allowing them access to the 

Fortresses main entrance to come and go as they 

needed. With several Thanic villages near to 

the Fortress, the Ice Fang kobolds had plenty of 

opportunities to raid for anything they could not 

obtain from the wild. Life for the kobolds was 

good. 

When the Cult of Hadel returned to Mount 

Surtur, they took the kobolds by surprise. Not 

only did the Duergar's legends inform the Cult 

of Hadel secret means of travelling between the 

second and third levels of the Fortress, but the 

Cult's ability to conquer and command the Azer 

robbed the Ice Fang kobolds of the security they 

had once counted upon. The Cult proceed to cut 

off the kobolds' avenues of retreat while using 

the Azer to assault the Ice Fangs from below. 

With no other option left to them, the kobolds 

threw themselves upon the mercy of the Duergar. 

"Mercy" and "Duergar" are words that rarely 

appear together, and their occurrence is even 

rarer when discussing the Cult of Hadel, but 

Hlevang saw a use for the surviving kobolds. The 

Duergar cult leader wanted to prevent word of 

their rituals from spreading, fearing that the gods 

ofValagard might take note and mount an attack 

to stop the Cult's efforts at starting Ragnarok. By 

making use of the Ice Fang kobolds as guards, 

servants, and warriors, the Duergar could gather 

what they needed from the area around Mount 

Surtur without revealing their presence. Hlevang 

offered the kobolds their lives in exchange for 

their unwavering loyalty to the Cult, and the 

kobolds were quick to offer it. 

Despite their oaths of loyalty, and the fact 

that they have followed every command made by 

the Cult thus far, the Ice Fang kobolds are not 

happy with the situation. If a clever party could 

convince the tribe of their ability to defeat the 

Duergar and allow the tribe to retake the Fortress 

of Hadel for themselves, it is entirely possible to 

turn the kobolds against their Duergar at least to 

the point of inaction against the player characters. 

If the characters are capable of persuasion on a 

truly epic scale, they might even convince the Ice 

Fangs to take up arms against the Duergar at the 

PCs' sides. 

After Hadel was robbed of much of his 

power during his battle with the frost giant king 

Gjillthrym, the fire giant sought for a means to 

hide how weakened he had become from the rest 

of his forces. After searching through records of 

summoning rituals and other sorceries that might 

allow the fire giant to appear to still retain his 

lost power, Hadel learned of a the mighty warrior 

slaves who once served Heimnir, the Azer. These 

Azer now served a chieftain who had bound 

his troops to his service with eternally-strong 

spells. Seizing upon this opportunity, Hadel, 

with the aid of the warlocks of his Duergar 

cult, summoned the Azer chieftain Thordrain to 

Eordan and magically bound the Azer into the 
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service of Hadel. Thordrain in turn summoned 

his followers, and used their oaths to him to force 

them to serve the fire giant king. 

As time went on, Thordrain began to chafe 

under the magic compelling him to serve Hadel, 

and slowly sought to break the mystic chains 

that bound him to the fire giant. Hadel, realizing 

that the Azer would eventually free himself and 

pose a threat to the fire giant, instead slew the 

chieftain. The remaining Azer, seemingly freed 

from their service to Hadel, rose up against the 

fire giants of Mount Surtur, leading to titanic 

clashes in the lower halls of the Fortress. Hadel, 

ever a force to be reckoned with, even in his 

weakened state, used the lava of Mount Surtur to 

melt several magical weapons that the Azer had 

forged for him, casting the skull of the murdered 

Thordrain in the enchanted molten metal. Carving 

necromantic runes into the cooling metal, mixed 

with the names of every Azer that had sworn to 

eternally serve Thordrain, Hadel summoned the 

spirit of the slain Azer chieftain and bound it to 

his skull, forcing it to pledge to continue serving 

whoever possessed the skull. Hadel's magic 

worked as intended, and the remaining Azer were 

again forced to serve him due to his ownership of 

Thordrain's Skull. 

When Arfhrd slew Hadel, Thordrain's Skull 

was seemingly lost. The Azer, lacking the magic 

to travel between the planes, were stuck on 

Eordan, and resigned themselves to living out 

the remainder of their nearly-eternal lives in 

the bowels of Hadel's Fortress. They tolerated 

the various creatures that took control of the 

upper levels of the keep, so long as they did not 

intrude on their territory, but warred with the lava 

children that naturally dwelt within the lava bed 

of Mount Surtur. 

When the Cult of Hadel returned to Mount 

Surtur, Hlevang somehow located Thordrain's 

Skull before the Cult came upon the Azer, and 

used the relic to command the obedience of the 

Azer. While Hlevang does not keep the Skull upon 

him constantly, it is always in the possession of 
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either Hlevang or one of his lieutenants. Should 

the player characters manage to take control of 

Thordrain's Skull, they will have the allegiance 

of the Azer against the Duergar. They should 

take care in how they treat the Azer, however; 

should Hlevang's ritual conclude, the eldritch 

energies that will be unleashed will destroy the 

enchantments on the Skull, potentially leaving 

a host of abused and hostile Azer to seek their 

revenge on the player characters. 

LAVA C:IHLi>ll�N 

Lava Children have always naturally occurred 

and dwelled within Mount Surtur, as the volcano 

serves as something of an entry point between 

Eordan and the fiery region of the Abyss known 

as Flamnagard. Many of the Lava Children once 

served Hadel in some capacity, but those were 

largely wiped out during their battles with the 

Azer. 

When the Cult of Hadel returned to 

Mount Surtur and found the dragon egg that 

would become the focus of their ritual to restore 

Hadel, the Duergar knew that they would need 

an additional layer of protection around the egg 

and the ritual site, one that could easily survive 

in the hostile environment of the lava bed. 

Hlevang and the other warlocks of the Cult came 

together and summoned several Lava Children 

through the elemental rift at the heart of Mount 

Surtur. The Cult agreed to offer a portion of 

any sacrifices or captives to the Lava Children 

for their amusement in exchange for their help. 

The Lava Children eagerly accepted the offer. Of 

all of the Fortress of Hadel's denizens, the Lava 

Children are perhaps the only one who would not 

potentially turn on the Cult. 



Duergar legend claims that many of the 

parents of dwarven and Thanic gods were 

dragons. These primordial creatures, the Cult 

believes, took on an appropriate form, such as a 

giant or other Titan, and lay with their prospective 

mate, seeking to create powerful progeny that 

they could use against their rivals. 

This belief, and the Cult's research into 

the matter, has lead them to the theory that a 

dragon would be the perfect vessel to place the 

essence of Hadel; a powerful body to protect 

and shelter their nascent god until he is able to 

restore himself to his true form and take back his 

throne. This theory drove the Cult to hunt for the 

unhatched egg of a red dragon, believing that a 

newborn dragon hatchling's mind would easily 

be overcome by Hadel's own mind, allowing the 

fire giant to return and resume his reign. 

At the start of this adventure, the time of 

the dragon's hatching nears, spurring the Cult to a 

new frenzy of rituals and rites. Should the player 

characters breach the depths of Hadel's Fortress 

and assault the Duergar Cult in an effort to stop 

their ritual and save their victim's, they will be 

present to witness the birth of the red dragon, and 

will need to contend with the primal instincts and 

hunger of a newborn red dragon that has been 

permeated with the arcane energies harnessed by 

the Cult. 

It may seem curious that the Cult so firmly 

believes that Heimnir relinquished control of this 

particular sect of Duergar while keeping others 

in his service, while also apparently giving Hadel 

a measure of his own power rather than seeking 

a means to restore himself to full strength. The 

answer to this is simple: If Heimnir really did 

send the Duergar to Hadel, he did so as part of a 

plan to thwart Hefreya's curse. 

With the legends of the shadowy being 

that first taught Umlo the secrets of magic in 

exchange of his soul, it is not hard to extrapolate 

that the entire Duergar race might have been 

part of Heimnir's plans and deceptions. This 

adventure does not explore this possibility 

directly, preferring to leave the ultimate veracity 

of the Cult of Hadel 's beliefs to individual 

Game Masters and the needs of their campaigns. 

However, for a Game Master interested in telling 

a story about Ragnarok, using this adventure as a 

means to restore Heimnir to life and his original 

status as a god is certainly a good start. 

Game Masters interested in emphasizing 

Heimnir's presence during this adventure would 

do well to describe the player characters as 

feeling like they are being watched from the 

shadows, sensing the presence of some immense 

heat behind them only to tum around and see 

only their own shadow, or catch sight of wisps 
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of smoke with no seeming source of origin 

vanishing around a comer or through a doorway. 

Game Masters who prefer their player's characters 

to rub elbows with divine beings might even have 

the Shadow of Heimnir manifest overtly and 

address the characters, offering up lore, magic, or 

other deals in exchange for services. 

TM� VILLA�� tofC fA�MILL 

Farhill is not an uncommon sight for villages 

in the remote wilderness. The community is 

surrounded by a high wooden wall gated with 

a palisade, with the majority of the homes and 

buildings of Farhill laying inside the wall, with 

the exception being some of the small farms and 

the village augur, or haruspex, who keeps a small 

flock of sheep necessary for her divinations. Most 

of the buildings within Farhill are either small 

homes or longhouses made of peat and sod, many 

of the buildings lack windows or other openings 

12 

other than their main doors and a hole to allow 

the smoke from their cooking fires to ventilate. 

Most of the villagers are descended from a mix 

ofEinheriar, Homsmen and Valkyr (see: The Ice 

Kingdoms Expansion Volume Two: Expanded 

Cultures for more on the Homsmen and Valkyr). 

Farhill has been governed by the Jarl Starkath 

Randversson, who has been assisted by his 

brother Hargrimm, who also served as Starkath's 

huskarl, and their uncle Arnvindr for many years 

now. Starkath made certain to keep a sufficient 

number of bondi attached to Farhill that, when 

combined with the local Fyrd, could defend the 

village and its more remote settlements from most 

of the threats in the region, while taking care to 

not overly oppress his population into supporting 

Farhill 's military. Starkath also encouraged his 

bondi to engage in hunting and trapping of furs to 

help stimulate the village's trade with travelling 

peddlers and shore up the local food supply. As a 

result, Starkath has enjoyed a reliable popularity 



among Farhill's c1t1zens, and has earned a 

reputation that extends beyond the reach of his 

forces thanks to word passed on by traders. 

At the start of this adventure, Farhill has been 

dealt a crippling blow. The Ice Fang Kobolds, 

driven by the Cult of Hadel to acquire a large 

number of slaves and sacrifices for their rituals, 

planned a surprise raid on Farhill. While the 

Jarl and his bondi left the village to engage in 

an annual hunt, the kobold tribe, aided by the 

magics of Duergar, burrowed beneath the wall 

of Farhill and attacked the unsuspecting village. 

While Farhill's Fyrd was well-equipped and 

trained, the raid took them by complete surprise, 

and few of the village's militia's troops were able 

to even grab more than a weapon and a shield 

before facing the kobolds. Superior numbers, the 

element of surprise, and the magical assistance 

of the Duergar cult allowed the kobolds to easily 

overcome the defenses ofFarhill and claim ample 

prisoners. 

Upon his return to Farhill days after the raid, 

Starkath sent scouts far and wide in search of the 

kobolds, who had collapsed their tunnels behind 

them in an effort to prevent themselves from 

being followed. Many of the scouts returned 

empty-handed, but one, a young warrior named 

Varhare, was the sole scout to return from 

Mount Surtur, where he reported that he and his 

companions had been set upon by kobolds whose 

tribal markings matched what survivors of the 

raid had described. Starkath thanked Varhare and 

bade him rest and recover from his mission, and 

gathered up all of his bondi, including his brother 

Hargrimm and left Farhill on a mission to attack 

the kobolds and recover the village's missing 

people, despite the warning of the haruspex, who 

foresaw doom for the jarl's mission. Starkath's 

uncle, Amvindr, remained behind to watch over 

the village. 

The jarl and his forces have been gone for 

two weeks now. Amvindr, a seasoned warrior 

who has seen multiple campaigns in his time, 

knows that this prolonged absence can have only 

one meaning: the jarl and Farhill's bondi have 

met with defeat and have been killed or captured. 

He and the rest of the village have begun a 

descent into despair that they have been unable to 

shake themselves from, even with the haruspex 

predicting that outsiders would arrive to assist the 

village in its troubles. 

There are many monster encounters in the 

adventure and not all of their stats are detailed 

within this book. Base stats and abilities are 

listed with every encounter, but full potential 

and abilities are available in other Ice Kingdoms 

Related releases, primarily the Bestiary 

Compilation. Specific reference is on page 80. 



CHAPTtR TW�: THt fIR$T $PARK$ 

Located in the northern area of Rusgard, 

Farhill is not unknown as a place for travelers 

to stop and rest from their journeys, particularly 

with the Frozen Thrones so near to the west and 

the dangers lurking in the Titan Peaks to 

the east. Thus there are several reasons why a 

group of PCs might head toward the remote 

village, introducing them to its recent troubles 

and this adventure. A few such possibilities are 

listed below, but GMs are encouraged to 

develop their own reasons for sending the PCs 

to Farhill, to better fit in with their individual 

campaigns. 

Regardless of their reasons for coming to 

Farhill, this adventure begins as the player 

characters approach the palisade leading into 

Farhill, unaware of the dire straits the village 

finds itself in. 
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• The player characters have set upon an expedition
to the Frozen Thrones or to Mount Surtur in search
of some lost treasure or relic. Their research indicated
that Farhill would be a good location to stop and
resupply before continuing on their journey.

• Word of Jarl Starkath's generosity to his bondi
and opportunity within his forces has spread far and
wide, encouraging many sellswords and adventurers
to make the trek to Farhill in search of gainful
employment with the jarl.

• The player characters come from a neighboring
settlement (or as close to "neighboring" as one can
get in such remote regions) and heard of the attack
on Farhill. Their village elders sent them to see
what happened at Farhill in case it poses a risk to
their own home.

• Set upon by a ravaging U rsan warband, the
characters were forced to flee to the north, and
come upon Farhill with the hopes of finding a
refuge from their pursuers .
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AYYl\tACMIN� fAI\MILL 

The sight of the walled village in the distance 

fills all of you with an anticipatory warmth 

that helps to cut the icy chill of the winds and 

bring feeling back to your feet, frozen after the 

long trek to this remote location. The thought 

of a roaring fire, meat fresh from the spit, and a 

flagon of ale brings a smile to your faces. It takes 

a moment to notice that something is amiss. This 

far to the north there should be few, if any homes 

that do not have a column of smoke coming from 

their roofs as their fire pits provide sustenance 

and warmth for the home, but you notice that 

half, if not more, of the buildings in Farhill stand 

without any sign of a fire within. You and your 

companions are still too far away to make out any 

other details about the village, but the missing 

smoke plumes cause a knot of icy dread to form 

in the pit of your stomachs. 

As the player characters approach Farhill, they 

will spot two guards atop the palisade manning 

the gate leading into the village. The guards are 

wary and exhausted; with the lack of bondi and 

the decimation of much of Farhill's Fyrd, the 

warriors the village has left have been keeping 

overly long hours acting in their role of militia 

and the daily day-to-day tasks necessary for the 

village's survival. Under ordinary circumstances, 

the guards of Farhill would welcome human or 

dwarven travelers to the village with little or no 

cause for suspicion, but in the wake of the kobold 

raid, many of the villagers worry that bandits or 

marauders will see the village as easy prey. 

As the PCs approach, the guards will 

challenge them to state their business, bows 

drawn and trained on the characters. The guards, 

keenly aware that their reinforcements will take 

some time to arrive, possibly too late to assist 

them if the player characters prove hostile, will 

continue to question the PCs, trying to determine 

if the characters are genuine with their answers, 

or hiding more nefarious motivations. Should the 

characters act in a non-hostile manner, and accept 

the condition that they surrender their weapons 

before being allowed through the gate, the 

guards will eventually relent and allow the PCs 

to enter Farhill. In this event, one of the guards 

will accompany the PCs as a guide to meet with 

Arnvindr, who has asked that any outsiders that 

look as though they could aid the village be 

brought to him. 

Should the player characters decide to 

attack the guards or otherwise use force to gain 

entry to Farhill, one of the guards will ring an 

alarm bell on top of the palisade, summoning an 

additional 1 d6 warriors who will arrive within 

1 d3+ 1 rounds to assist the guards. At any point 

during the combat, the defenders of Farhill 

will accept the characters' surrender, leading 

them to Arnvindr bound in rope and without 

their equipment. Should the player characters 

decimate the warriors summoned to stop them, 

they may enter Farhill under their own power. 

They will soon be confronted by Arnvindr, 

leading a squad consisting of some of the last of 

Farhill's Fyrd. Rather than risk losing the last of 

the village's warriors, Arnvindr will swallow the 

last of his pride and instead request the characters 

assistance, citing their obvious capability at 

besting Farhill's own warriors as proof that they 

may be the last hope for the village. Modify the 

information below as necessary. 

6A 'f� 61:IAl\�S AN� f Al\MILL 
FYI\� 

AC 7, Move 12, HD 1 (6 hp), THACO 20, 

Attack 1 longsword (ld8), Size M, Morale 12, 

XP 15 1st level fighters 

Al:l�l�NC� Wl'fM Al\NVIN�l\ 

Once they have gained entrance to the 

village, the player characters are escorted by one 

of the gate guards to a longhouse that serves as 

the village's tavern. Now that they have entered 

the village, the PCs will see the remaining signs 

of the kobold raid on Farhill: burnt and singed 

buildings, shattered doors, blood stains, broken 
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weaponry, and more provide evidence of the 

battle, and the lack of effort to wipe the signs 

away attest to the limited manpower available 

to the village. Other signs alert the characters to 

the village's troubles: the local smithy, clearly 

equipped to house at least three smiths, has only 

one forge operating, and the smith working at the 

anvil is an un-bearded youth clearly struggling to 

force the iron into his desired shape; an elderly 

man, his hair thin and patchy, curses as he scrubs 

at some clothing, clearly unused to doing his own 

laundering. Players who state their characters are 

carefully sizing up Farhill's population should 

have their characters discover that only the very 

young or the very old seem to remain in any great 

numbers in F arhill. 

If the characters should ask their guide any 

questions about Farhill's troubles, the guide's 

face turns scarlet and he looks away in shame, 

mumbling thatArnvindr will tell them everything. 

Be careful to make it clear that it is shame that 

keeps their guide from speaking; it is unwise to 

alienate the players to the villagers by making 

them seem rude or otherwise unlikable. 
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Once the characters have been led to the 

tavern, the gate guard sends a small child to 

find Amvindr and bids the characters farewell; 

he must return to his watch at the palisade. The 

characters are left in the long common room of 

the tavern, accompanied by only old men who 

stare forlornly into their cups, small children 

tending to the drudgery work that adults should 

be handling, and a quiet innkeeper who looks as 

though he has not slept in days. 

The door to the tavern opens to reveal an 

older man, back slightly stooped from age, but 

with the build of a man who once waged war. 

His gray beard is thick and long, even as the hair 

on his head thins and recedes, and the stout iron­

shod cane he leans on looks as though it could 

serve as a sturdy club if the need called for it. His 

pale blue eyes settle on your group immediately, 

and he walks to where you are sitting, a slight 

limp to his gait even with the cane. 

"Greetings," he says when he is at your table. 

"I am Amvindr, and I welcome you to Farhill, 

though I fear that you do not find us at our best." 

Depending on the circumstances of how 

the PCs gained entry to the village ( see above), 

Amvindr will treat the characters with wary 

respect. He knows that the villagers need help 

that the player characters can possibly provide, 

but the damage to the village, loss of his nephew, 

and the need to reach out to outsiders for aid 

have already damaged the proud warrior's pride; 

he does not wish to damage it further by facing 

rejection to his plea. Nonetheless, Amvindr is 

forced to be a pragmatist in this situation, and 

will explain Farhill's current situation to the PCs, 

allowing the game master to provide the players 

with the information presented in the adventure 

background about the raid on Farhill. He sees to it 

that the PCs are treated as honored guests as they 

speak, provided with food and drink, of which 

the village has ample stockpiles at the moment. 

"I have served this village my whole life," 

Amvindr says, a kindle of pride still in his voice 

as he recalls his past. "I was huskarl to my father 



and my brother, and advisor to my nephew 

when he became the jarl. I am too old now," he 

continues, voice tinged with bitterness, "to take 

up a blade and gather a host to storm the kobolds 

in search of our missing. And only a fool would 

repeat such a tactic when it has clearly failed 

before. But a small force might slip past the 

kobold's defenses, perhaps finding an opportunity 

to free any survivors and lead them against their 

captors." The old man pauses, his voice catching 

in his throat for a moment. "We've no need for 

gold or riches, not when we've lost our nephews, 

our children, our wives and our husbands. Help 

us, and you'll find ample reward and the generous 

friendship of our village." 

Amvindr will insist that the PCs speak 

with the village oracle, the haruspex, whom he 

will refer to simply as, "the old woman" with 

tones of respect in his voice. If the PCs protest 

meeting with this woman, Amvindr will explain 

that the haruspex predicted doom for Starkath's 

expedition, and that the morale of the survivors 

ofFarhill would benefit should the haruspex give 

the PCs' mission her blessing. He escorts the PCs 

to the haruspex's hut outside the village's walls, 

but does not enter. 

Inside the hut the air is thick with the scent 

of a foul brew cooking over an open fire, a small 

hole in the roof functioning as a chimney. The 

haruspex herself, a twisted older woman with 

hair like a long gray tangle of vines, ignores the 

thick stench, but it bums at the throats of the PCs. 

The haruspex will ignore the PCs until they draw 

her attention, and then look them over, her face 

unreadable, before motioning for them to follow 

her outside to the pen where she keeps her sheep. 

She considers the sheep and the PCs before 

selecting a smaller sheep and leads it back inside 

the hut, signaling for the PCs to follow her once 

agam. 

Inside, she prays over the animal, comforts 

it, then slits the creature's throat. Laying it on its 

side, she disembowels the creature and begins to 

read its steaming entrails. 

"Ancient traitors plot and scheme. Tragedy 

breeds in their wake. Fire bums within the heart, 

and shadows watch with anticipation. Those born 

not in the shadow of the fires of darkness may 

bring light to the hills near and far." 

Depending on the needs of your campaign, 

the haruspex can be a genuine oracle with divine 

powers of divination, a sorcerous whose gift 

comes from pacts with dark beings, or a charlatan 

with a gift for following her instincts and a flair 

for the dramatic. 

The haruspex's vision seemingly has obvious 

elements to it when you know the whole picture. 

The Duergar can be considered "ancient traitors" 

from when they followed Umlo against Valagard, 

or the statement could reference Hefreya or 

Heimnir. Their actions have certainly bred 

tragedy, and there is fire at the heart of Mount 
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Kt'f 61\1:l�S (t) 

AC 9, Move 1, HD O (1 hp), THACO NA, 
Attack See Below, Size T, Morale 5, XP 15 
See Ice Kingdoms Bestiary. 

This 20'x20' square room is quite cold. The 
walls and floor are wet with mildew and the smell 
of mold. Rotting wooden crates line the walls, 
ravaged by insects and time. 

The fire giants stored various supplies here. 
Rot grubs infest these wooden crates. Anyone 
searching the crate will be attacked by the rot 
grubs. In one of the crates along the back "".all
there is a potion of cure light wounds. The potion 
would be small for a giant, but could be divided 
up into three human-sized doses, should the party 
have empty vials. 

This 40' long by 30' wide room is empty 
except for the elaborate mosaics on the walls 
and ceilings. These mosaics, much like others 
in the fortress, depict epic deeds performed by 
the giants during a war against the gods. On the 
eastern wall is another passageway, while a large 
door is set into the southern wall. 

This room is empty. The passageway 
between room 7 and room 8 has a secret door on 
the southern wall that leads to passage that goes 
to room 4 and to an entrance to The Tomb of 
the Sorcerer (see page 63). 

The kobolds have dug a lO'xlO'xlO' pit in 
the floor of the passageway leading between 
rooms 7 and 8 and filled it with shards of volcanic 
rock. This pit has been covered by rotting boards 
capable of supporting some weight, and then 
covered again with moldering rugs. If any adult 
human wearing armor heavier than studded 
leather (or someone equivalent in weight) crosses 
the rotting boards, they break, and the victim 

must make a Save vs. Breath Weapon to grab the 
ledge in time and avoid the 1 d6 + 2 damage. 

This room is another empty chamber, 50' long 
by 40' wide. It is nearly identical to the previous 
chambers with elaborate mosaics on the walls 
and ceilings. These mosaics, much like others in 
the complex, show epic deeds performed by the 
giants in the war against the gods. On the northern 
wall is another passageway heading north. 

The room is empty. However, a secret door 
that hides a passageway between room 8 and 9 is 
located on the western wall. 
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