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FIRST
EDITION

There are whispers that a storm dragon has returned to the mountain kingdom. Soon the whispers will spread and terror will
fill the hearts of the people. The king must act fast and your group is the tip of his spear. You must find a way to ascend
Skyreach Mountain and penetrate the keep of a missing wizard to find the secret of the Storm over Skyreach!

Storm over Skyreach is a tournament adventure that was originally held at Gen Con™ 22 in 1989 and released again at the
2011 North Texas RPG Convention. It is designed for use with the First Edition Advanced game system and compatible with
the OSRIC! system. The scenario is designed for six to eight characters of 5t to 7t level.
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GETTING STARTED

Tournament Information and Introduction

Storm over Skyreach is a tournament adventure for
use with the First Edition Advanced game system and
compatible with the OSRIC'™ system. The scenario is de-
signed for six to eight characters of 5 to 7t level. A bal-
ance of character classes is suggested but no particular
class is required. Particular emphasis on at least three
fighter types is recommended. In tournament play, the
party consists of eight pre-generated characters.

This event was originally held at Gen Con™ 22 (1989)
in Milwaukee, Wisconsin. The tournament was successful
and included 144 players in the first round with a total of
18 groups of eight players each. The second, and final,
round consisted of the six top-scoring teams competing
for the winner’s slot. The scenario has been slightly re-
vised for the 3 annual (2011) North Texas RPG Con held
in Irving, Texas. But for the most part, it is exactly as it
was in 1989.

This tournament version of the scenario follows a pre-
set course in which the player characters are presented
with an overall mission, but must overcome numerous
minor encounters to achieve their ultimate goal. The sce-
nario follows the possible reappearance of a powerful,
and evil, wizard and his minions, the storm dragons. The
player’s primary goal is seek out and destroy a recently-
sighted storm dragon and determine if the evil wizard,
Hilgdred, has returned to spread chaos.

Because this is a tournament, there is little opportu-
nity for actual role-playing. Additionally, the scenario
follows a fairly rigid progression of events and encoun-
ters The players may vary the course of the adventure,
but only as outlined by the scenario. In short, each group
must follow the basic script of the adventure and proceed
through pre-set encounters to receive points. When each
round is complete, the DM adds/subtracts the points
awarded for each completed encounter and a total is gen-
erated. At Gen Con™ 22 the points from the first round
were used to determine which groups advanced to play
in the second round. At the North Texas RPG Con, each
group will automatically advance to the second round.
The point totals from both rounds are combined to deter-
mine the winning group.

This version includes all the information needed to
play the adventure as a tournament, but adjustments
have been made to make the module fit into a standard
game campaign.

Tournament Rules

Equipment: At the start of the tournament, the players
will have 30 minutes to select their characters and equip
them. The players may select equipment from the Players
Handbook. They may not acquire any magical items or
exchange magical items with other players.

Spells: Spellcasters cannot change their spell selection at
any time during the scenario. Players must use the pre-
selected spells that are indicated on the character sheet.
Rest: Unless otherwise indicated, the PCs may rest for the
night. They will regain spells and up to 2 hit points per
rest period. However, each time the group rests, a deduc-
tion of 15 minutes of game time is applied.

Game Time: This tournament has a duration of 3.5 hours.
The players have a maximum of 30 minutes to select char-
acters and equipment. If they complete preparations in
less than 30 minutes, they can start immediately and add
the unused time to the game time. When the players are
ready to start, a timer is set for three hours. When the
three hour time limit is completed, the round is over,
immediately, for that group. If a group is in the middle of
an encounter, the round still ends at that time.

Character Death: If a character dies, the player must
leave the table. He may not assist for the duration of the
first round. However, if the group advances to the second
round, all players resume play. At the start of the second
round, the entire group of PCs are included and they are
considered to be at full hit points and spells. In the second
round, the players may help even if their character has
died during play.

How to DM a Tournament: General Advice

Running a tournament adventure is much the same
as running any adventure. The only difference is that the
players are being scored as they progress through the ad-
venture. Your skill as a dungeon master will be tested. No
matter how narrow a particular encounter may be struc-
tured, an ingenious player will discover a loophole. Your
job is to minimize loopholes, but remain fair. By their
very nature, tournament adventures are very narrow in
scope. There are a number of encounter areas, some more
important than others, which give the players opportuni-
ties to score points by having their PCs make the
“correct” decisions or actions.

Maintaining a tight control is the hardest thing for a
DM to do in a tournament setting. In an regular game, all
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GETTING STARTED

options are open to the players. They can dictate the di-
rection of the adventure as much as the DM. In a tourna-
ment, that is not the case. A tournament is a group of en-
counters — typically set in a particular order — that pro-
vide the players with opportunities to score points. There
is very little role-playing as a tournament is designed to
challenge the skill of the player, not the role-player. That
is not say some role-playing is not important because it
can be. But it is impossible to score a team on how well
they role-play.

As a DM you must keep the play moving along. If the
group stumbles around, let them. But not for too long. It
is okay to prod them in a direction from time to time. Do
not give them answers, but give them direction. In gen-
eral, the more encounters a group completes, the higher
their potential score. With that in mind, you do not want
to push the group. But if they are clearly lost, let them
wander for a bit, then give them a nudge.

An important aspect of any tournament is the clock.
In this tournament, the group has three hours to com-
plete each round. Not all groups will finish in that time,
while others will blast through it. Let the players know
that the clock is ticking if they seem to be caught up in
something completely irrelevant.

Lastly, be fair. In our regular house games we fudge
the dice and alter situations when things may be getting
out of hand. In a tournament, you must adhere to the
strictest guidelines. Dice rolls are dice rolls regardless of
the end result. In general, the good and bad will balance
in the end. Have some fun and keep the players on their
toes.

DM'’s Background

Hilgdred the wizard was a very powerful magic-user.
He had achieved many advancements in arcane lore and
study, but primarily in conjuration. His quest for power
and knowledge was all-consuming. To that end, he at-
tempted to take the lands around his keep by force. By
acquiring the neighboring kingdom for his own, he rea-
soned he could increase his wealth. An increase of wealth
would increase his ability to gain powerful magic. In his
first attempt, he was thwarted and he retreated to his
keep. Fearing the trapped wizard, his opponents simply
left him alone.

Several years later, the wizard massed another army
and attacked. This time the army was supported by a

horde of dragons — a dragon type never seen before. They
were called storm dragons and with their help, Hidg-
dred’s army was on the verge of victory. But, unbe-
knownst to Hilgdred’s opponents, the storm dragons re-
belled. They simply abandoned Hilgdred in the dead of
night. The next morning the army of evil was once again
routed. Hilgdred retreated to his keep, but his time he
was pursued. The keep was sieged and eventually razed.
But the evil wizard was not found.

Later it was discovered that the wizard had a secret
lair high atop Skryeach Mountain. It was also learned that
he had created or summoned the storm dragons. What
happened to the dragons was not known, but it was as-
sumed they were merely summoned from another plane.
But since neither Hilgdred nor the dragons were sighted
again, the issue was laid to rest. The truth of the rebellion
by the storm dragons is known only by Hilgdred and the
dragons themselves. Also unknown was the fact that
Hilgdred had given up on his idea of conquest. He had
better things to do and time was no longer his friend.

Now 50 years after the second defeat of Hilgdred, a
storm dragon has been sighted. Old fears have resurfaced
and this time a pre-emptive strike to stop the wizard is set
in motion. A group of adventurers has been summoned
to the palace of the mountain kingdom. Their mission is
to find the wizard’s secret lair on Skyreach Mountain and
determine if there is a threat. If a threat exists, the adven-
turers are to take action to end the terror of Hilgdred and
the storm dragons.

How to be a Player in a Tournament Setting
(read this to players)

A tournament is a competition. It is important for
you to understand that your team is being scored based
on its success and failure. Each encounter has opportu-
nities to gain or lose points. Basically, each encounter
you face will have a set scoring table that the DM will
use to award, or subtract, points from your group’s to-
tal. Sometimes you can earn points by simply making a
good decision and other times you only earn points for
combat. You will not be scored on your role-playing
ability.

Unlike a regular game session at home, a tourna-
ment is a timed event. Your group is given a mission
and you have three hours of table time to complete that
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mission. When the DM starts the Player Introduction,
the tournament has started for your group. At that
point it is up to you to get the job done. That does not
mean you have rush through every encounter, but it is
important to watch the clock. Tournament scoring is
very specific. You gain points for solving a problem
when faced with an obstacle. You will never gain points
for sitting in an inn and discussing the finer points of
which type of room to rent.

Let everyone have a voice during the event. This is
about solving problems and getting it done. Great ideas
come from all players, so get involved. That said, be
organized. Have party caller or leader. Set your march-
ing order and stick to it. Disagreements happen, but
find a way to resolve them quickly and without reser-
vation. Your group will not handle every encounter
perfectly, and if you try, you are sure to get caught up
in the smallest of details that will erode your game time
before you know it. If you are constantly shifting your

marching order, or changing things, you are going to
waste valuable time.

Finally, don’t forget to have fun. Sure, a tournament
is serious, but it is also a great opportunity to play the
game in a different way. Every group is going to gain
and lose points. Don’t be so stressed that you forget to
enjoy yourself. Nobody wants to lose the tournament,
but it would be a real shame if you did not enjoy it.

Campaign Setting

This module is designed to fit most any campaign
setting. All you need is a mountainous area. There are
no maps included for the outdoor portion of the adven-
ture, and you can make your own or skip it entirely.

Start the Adventure
At this point you are ready to start the adventure.
Go to Section 2 and read the player introduction.
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PLAYER START

Round One Start
Player’s Introduction

“I apologize for this hasty meeting ladies and gentle-
men, but I am sure you will soon see the need for swift-
ness,” rasps the elderly king. It is just past midnight
and the moon is full in the sky. The palace is all but de-
serted and only a few guards patrol the grounds. Stand-
ing next to the king is his advisor and a young elf. The
elf is clad in brown and green, but a glint of metal be-
trays the chainmail hidden under his tunic.

“This young elf,” the king continues, “has some ter-
rible news from the north. It seems he has sighted a
storm dragon, and a large one at that. I should not have
to tell you what happened the last time these creatures
came to our lands. But then again, some of you are

hawk catches a mouse. The dragon, carrying the cow,
flew back in the direction of Skyreach Mountain.

“What is of critical importance is that a storm
dragon has resurfaced. It's presence has not been re-
ported by any but this elf. But sooner or later, the popu-
lace will be alerted. The talk of Higdred’s return will
spread like a wildfire. I will not sit idly by while this
occurs. Your mission is find the lair of Hilgdred on the
mountain. There you will surely find the storm dragon.
Learn what you can. Kill the dragon or chase it away. It
is my belief that the dragon is simply returning for
some other reason. After all, neither the wizard nor a
storm dragon has been sighted in 50 years. But I prefer
to be cautious in this matter. Your reward is 10,000 gp.
It is a three day journey to the lands around the moun-
tain. You must make haste and leave immediately.”

young and others have a foreign countenance.

“A little more than 50 years ago, the vile wizard
Hilgdred formed an army and attacked our lands. The
army was headed by a small horde of dragons of a type
that none had seen before. The dragons, now called
storm dragons, savaged our army and easily destroyed
any resistance. We managed to reform our forces, with
some help from our neighbors to the west and east, and
waited for the morning and the final battle. But for
some reason the storm dragons had disappeared. We

DM'’s Description: The players may ask questions of the
king, but it must be pointed out that the tournament has
started and the clock is ticking. The ranger has no further
information to share about the dragon. He knows the
mountain is a dangerous place and scaling it will take no
less than three days. The assumption is that the wizard’s
lair is on the south face of the mountain.

The king also has no further information about the
dragons. He can give a general description, as can the
have always assumed they had some sort of short-term
pact with Hilgdred and with victory in his grasp, he
dismissed them. We triumphed that day and pursued
the wizard’s forces to their keep. We laid siege and de-
stroyed the place. Only later did we discover the wiz-

ranger. The king will tell the PCs that the barbarians are
reclusive and they do not tolerate intrusion in their lands.
They are also very superstitious and they view the moun-
tain as sacred. The king will comment that the wizard
surely knew this but somehow managed to build his keep
ard had a secret lair on Skyreach Mountain. But our
forces were tired of battle and we ignored it. Besides,
there was no solid confirmation the lair actually ex-
isted.

A tribe of barbarians make their home in the lands

in secret. The irony of the barbarians defending a wiz-
ard’s lair is very frustrating to the king.

It is a three day journey to the mountain and the PCs
are to use the excuse that they are hunting a renegade
troll, not unusual for these parts. There is a single encoun-
around the mountain and they permit no intruders.
They believe their gods live at the peak of the moun-
tain. The barbarians are technically within the confines
of the kingdom, but we have an informal arrangement
with them. Live and let live has sufficed. Besides,
Skyreach is a desolate mountain and the lands around
it are wild. But I digress from the point.

“This young elf ranger witnessed the storm dragon

ter for this portion of the adventure. In the village of
Nogham, the PCs will encounter Hilgdred’s apprentice,
who is now a semi-lich. Move to the Nogham section of
the adventure.

Aand comatobhad 1108 o ooy
ahe-ShRateneaup—a
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ST SWEePHOHtOthe-5KY €COWHEe
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Encounter #1: Nogham

The countryside is making the transition from fertile
valley lands to rolling hills and endless pastures for
cows, sheep and goats. The occasional merchant and
small caravan have passed you on the road and they
are eager to hear of your troll hunt. The mountains are
growing to the east and west as you travel north and
soon the land will be colder and more stark. It is the
end of your second day on the road and the lights from
the village of Nogham are in sight. The village lies at
the crossroad where the Great East Road follows the
eastern pass toward the ocean 300 miles away.

Nogham’s most notable feature is the sprawling inn
and tavern, the Stoned Giant. A statue of a stone giant
stands in a large circle of flowers and it holds the sign
noting the entrance to the inn. Many of the patrons are
making their way out of the place, some singing loud
wenching songs. A stable boy rushes forward and
greets you. He takes your mounts to the stables.

A serving girl watches you enter and sighs. Appar-
ently, she was ready to head home. She ushers you over
to the bar, as all the tables have been cleaned for the
night and their chairs up-ended. The barkeep takes
your orders and returns quickly with food and drink.

DM'’s Description: The barkeep is the owner of the inn.
His name is Boldin and he is friendly to the PCs. He is a
retired adventurer — a dwarf fighter. He will converse
with the PCs but he has no interesting information.

If asked about Skyreach Mountain, he will relate a
story from his youthful days as and adventurer. He and
his group of companions had heard a rumor of a secret
keep that was hidden on the mountain above the cloud-
enshrouded peak. The group discovered a cave system
directly beneath the mountain. But before the group could
investigate, they were assaulted by a band of stone giants.
The dwarf will reference the statue outside and mention it
was a gift from his wizard comrade. But after the battle
with the stone giants, the group was too badly damaged
and they left the mountain and never returned.

After the PCs have had time to question Boldin, they
will hear a disturbance from outside the inn. If they exit
the inn, they will see a house across the street is on fire. A

child is trapped on the second floor of the building. His
mother is crying for help in the street.

Flying over the house is a black horse with bat-like
wings. The horse is mounted by a heavily-robed skeletal
figure. The rider, a semi-lich, holds a red skull in its hand.
With a sinister laugh, the semi-lich hurls the skull and it
lands near the PCs’ feet. As the skeleton rides away it
shouts, “Soon I will have the Arcanum and you will all be
destroyed!”

From the eye sockets of the skull, eight shadows
emerge and attack the PCs. The semi-lich has also used its
wand of negation to free the petrified stone giant and it
will regain its true form one round after the PCs’ exit the
inn. The giant will fly into a berserk rage and attack until
dead. A single PC may attempt to rescue the child from
the house, but the PC will be unavailable for six rounds.

The semi-lich was Hilgdred’s apprentice. His name
was Astragar and Hilgdred performed an experiment on
him in hopes of discovering immortality. The experiment
ended with Astragar becoming a semi-lich. His appear-
ance in Nogham is purely coincidence, but the players
may assume it is Hilgdred turned into a lich. The semi-
lich will be encountered in the second round of the tour-
nament.

The skull is made from powdered ruby and worth
1,000 gp. The PCs may rest for the night at the inn with no
penalty to game time. If they stay for an additional night
(s) a 15 minute penalty (per night) will be applied to the
game time balance.

Shadow (8) AC 7; HD 3+3, hp 20 (x4), 18 (x4); #AT 1; Dmg
1d4+1; SA strength drain; SD Undead, +1 or better to hit;
AL CE; MV 12”; SZ M; Thaco 16; Exp 255 +5/hp

Stone Giant (1) AC 0; HD 9 +1-3, hp 51; #AT 1, Dmg by
hand 3d6; SA None; SD None; AL NE; MV 127; SZ M;
Thaco 12; Exp 1,800 +14/hp
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CAPTURED

Encounter #2: Cloudbreaker

The PCs have entered the foothills beneath Skyreach Mountain.
Night has come and they have made camp at the base of the
mountain which is still nearly a day away.

You awake to a terrible sound. It seems as if the
heavens are crashing down about you. It is still night
but the stars are hidden behind rolling storm clouds.
Lightning flashes and thunder echoes through the foot-
hills. Now comes the rain, pelting you like hundreds of
tiny stones.

The howling wind carries a strange sound that
pierces the resounding thunder. It is the sound of an
arrow in flight, only a thousand times louder. A silvery-
blue creature borne on massive wings rockets overhead
in a blink of an eye. A single explosion of thunder
throws your camp into shambles. You are sprawled in
the muddied earth and blackness floods your mind as
your pain-racked ears scream for relief.

DM'’s Description: The PCs have just had their first en-
counter with a storm dragon. The dragon, Cloudbreaker,
passed over their camp creating sonic boom (only for use
in this scenario). The PCs are not damaged but have been
rendered unconscious. Cloudbreaker has taken one of
their horses.

Your arms and legs ache severely from muscles that
have been knotted or strained for most of the day. You
and your companions hang from a giant oak tree.
Ropes lashed to your wrists hold you tight. Even your
feet are lashed together at the ankles. The ground is 15
feet away. A lone sentry notices your awakening and
with a bird call he alerts the tribe.

In just a few minutes, several hundred barbarians
including women and children assemble around the
tree. They point and laugh at your circumstance. But
slowly the laughter turns more ominous and angry
shouts arise with an alarming frequency. As you watch
the crowd becomes more aggressive, two men move in
your direction. One of the barbarians carries a skull-
capped staff that reaches eight feet in length. He is
clearly the tribal shaman. Behind him walks a larger
man with an authoritarian stride. His white beard and
hair mark his age. He carries a spear that looks to be
solid silver. The men stop and converse in hused tones.
All the while the crowd grows more belligerent.

The shaman raises his staff high, and then a brilliant
flash of red light silences the crowd. The king steps for-
ward.

“Who are you to trespass in our kingdom? What
brings you to the sacred mountain?”

In tournament play, the PCs are captured by the local =~ DM'’s Description: The players have two options in deal-
barbarian tribe while unconscious. In non-tournament  ing with the barbarians. Tell the truth or lie. The direction
play you may wish to simply let the PCs continue toward  of the adventure will move forward based on that deci-
the mountain. It is up to you to determine how and if they =~ sion. The shaman has cast a detect lie and if the PCs lie, red
encounter the barbarians. If the PCs meet (on friendly = flame will erupt from the skull atop the staff. If the PCs
terms) with the barbarians, they shaman will cast detect  tell the truth, go to Section 5: Valley of the Spirit. If the
lie (in secret) as the chief makes inquiries. In any case, the =~ PCs lie, go to the Section 6: Caverns Deep.

PCs will have to discover who use the magic platform or
learn about the cave system in order to approach
Hilgdred’s keep atop the mountain.

The PCs will awake a few hours later only to discover
they have been captured by the barbarians that live be-
neath Skyreach Mountain. Read the following player de-
scription:
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VALLEY OF THE SPIRIT

Valley of the Spirit

Location #1 — The Edge of the Valley

The barbarian king takes a moment to consider your
story. He glances at the shaman who nods in the af-
firmative.

“You have been truthful. Go to the Valley of the
Spirit and search out the resting place of the First One.
When you have found it, swear allegiance to the tribe
of the mountain. Then, and only then, will you be al-
lowed to climb the mountain. If you fail to appease the
First One, the gods will smite you off the mountain and
you will be cast into the furnace below.” The king fin-
ishes and he gestures to several warriors. The men hurl
their spears! A moment later you have fallen to the
ground. The crowd breaks out in laughter.

The shaman steps forward and draws forth a small
silver bowl and a bone-handled knife. Each of you in
turn is asked to extend a hand. The shaman cuts you,
adding a sinister smile with each slash, as several drops
of your blood splash into the bowl. He adds some of his
own blood to the mixture. The shaman points to the
base of the oak tree where your equipment has been
unceremoniously piled. As you equip yourselves, the
shaman speaks, “I shall know if you triumph or if you
fail. The blood of your life will turn to dust with your
assured failure. But in the unlikely event you succeed,
it will turn to silver. Either way, I will rejoice. Now go
to the Valley of the Spirit to the north.” The shaman
walks away laughing to himself.

The path to the valley is an easy one to follow. The
valley now lies before you. There are no slopes leading
into the valley. Tall cliffs surround the sacred place.
Creeper vines grow in some sections along the walls.
Near where you stand, a large fire pit holds ash and
what appear to be bones.

Scattered throughout the valley are enormous ash
trees. Many are so tall that they surpass the rim of the
cliff which is 100" above the valley floor. The valley
floor is mostly covered with jack pines. A small river
falls over the cliff atthe north end. The waterfall cas-
cades down the cliff wall, forming five pools, as it de-
scends into the valley.

DM'’s Description: The PCs have the opportunity to be-
come honorary members of the tribe. They only have to
the find the bones of the first barbarian chief that are hid-
den in the sacred valley. When this task is accomplished,
the PCs will be given tribe status and the First One will
give them a clue that can get them up the mountain. If the
players are confused, you can explain this through the
shaman. At this point, start the Valley of the Spirit section
at location #1.

DM'’s Description: If the PCs decide to skip the search for
the First One and head for the mountain, they will be cap-
tured by a horde of at least 100 barbarians. They will be
brought back to the chief and shaman. At that point they
will be thrown into the cavern (per Section 6: Caverns
Deep).

Entering the valley can be accomplished by a variety
of methods. If the PCs have enough rope, they can climb
down without incident. There are three other methods
which include using one of the tall ash trees, climb down
the creeper vines, or use the pools of water as a staircase
of sorts.

Climbing down an ash tree only requires the PC
make a combined ability check. Add the strength and
dexterity score of the PC and divide by two. The player
will then roll a d20 and if the result is equal or less than
the str/dex average, then the character has successfully
lept to a tree and climbed down. If the PC fails to make
the roll, they will fall the 100 feet and suffer 10d6 damage
from hitting branches and striking the ground.

Climbing down the creeper vines requires the same
ability check roll as leaping to a tree, but a +2 bonus is
applied.

A group of 10 stirges have their nests in the creeper
vines. The will attack the PCs when they are half way
down the cliff wall (50”). A PC may attack a stirge at -4 to
hit (one hand has to hold onto the vines). Any spell re-
quiring movement is not allowed. A PC moves down the
vines at 10" per round.
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VALLEY OF THE SPIRIT

The PCs may also jump from pool to pool at the cas-
cading waterfall. This is safe and no ability check is re-
quired. However, a pair of migrating water weirds are
located in the second pool from the top. They will attack
any PCs that enter their pool. If disrupted, they will con-
tinue their migration and ignore the PCs.

The fire pit contains a ring of delusion under some of
the bones. A PC that wears the ring will immediately
think he can fly. The affected PC will then move to the
cliff edge and jump unless stopped by another PC.

Stirge (10) AC 8; HD 1+1, hp 6 each; #AT 1; Dmg bite 1d3;
SA blood drain 1d4 (max 6 hp); SD None; AL N; MV
3”/18”; SZ S; Thaco 16; Exp 36 +3/hp

Water Weird (2) AC 4; HD 3+3, hp 21, 20; #AT 1; Dmg N/
A; SA save vs. paralyzation or drown in 2d4 rounds; SD
Edged/pierce weapons inflict 1 damage max, fire does 1/2
damage; AL CE; MV 12”; SZ M; Thaco 14; Exp 370 +4/hp

In the Valley

When the PCs reach the valley floor, they are free to
navigate as they please. There are no pre-set location-
based encounters with the exception of the Roc’s nest. As
the PCs move about the valley, there are three possible
events that will give them clues to the location of the First
One. No map is included for the valley.

Event #1: The Bear

must be able to speak with animals to communicate with
the raccoon. Speaking to the bear will not have any effect
and it will continue to chase its meal.

Cave Bear (1) AC 6; HD 6+6, hp 40; #AT 3; Dmg claw 1d8,
claw 1d8, bite 1d12; SA Hug if claw to hit roll = 18 for 2d8
dmg; SD None; AL N; MV 12”; SZ L; Thaco 13; Exp 475
+8/hp

Event #2: The Dryad

In the midst of a thick growth of pines you find a
giant oak tree. The tree has no lower branches and its
very gnarled with age. Emerging from the tree, as if an
apparition, a slender female figure steps in your direc-
tion. Her grey eyes seem to glow in the shadow of the
tree.

“Why do you enter my home, strangers?” she asks in
the elven tongue.

A lone black pine stands in the clearing you have
just entered. The tree sways with forceful lunges of an
angry cave bear. The bear is preoccupied with a rac-
coon that chatters in panic. The bear continues to rend
the tree, oblivious to your presence.

DM'’s Description: The female is a dryad. She has no in-
tention of enslaving any of the male PCs (in tournament
play). Her only wish is for the PCs to leave the valley. She
is aware of the Roc’s nest, but will only mention it if the
barbarians are brought up in conversation. She will say
the barbarians usually look for that location.

If attacked, she will immediately retreat into her tree.

Dryad (1) Stats not required.

Event #3: The Spider

DM'’s Description: The bear will take three rounds to
bring the tree down and he will then catch the raccoon
and kill it. The bear will ignore the PCs unless it is at-
tacked. It will fight until it is has 10 or few hit points at
which time it will flee. The bear can be scared off by
magic, if it is impressive.

The raccoon may help the PCs if it is rescued. It
knows there are some human things in a Roc’s nest at the
center of the valley. It can give basic directions. The PCs

One of the huge ash trees rises before you. Tall grass
surrounds the tree on all sides. The grass shifts like a
restless ocean as the warm summer breeze blows about.
It would be a very serene picture if not for the armored
skeleton that lies against the tree.

DM'’s Description: The skeleton is that of an adventurer
who picked a bad spot to rest. He was poisoned by the
giant spider that lives in the tree’s upper branches. The
bones of other creatures litter the ground, but they are
hidden under the grass. There are webs in the tree, but
they cannot be detected from the ground. The spider will
climb down the tree on the opposite side of the skeleton
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to avoid detection and attack any PC that investigates the
skeleton. The spider will attempt to poison the PC and
then retreat to the upper reaches of the tree in hopes the
PC will be left behind when the group leaves the area. It
will then come back down and feast on the carcass.

The skeleton and its possessions have been weathered
and decayed great deal over the years. The plate armor is
pitted and beyond use. The skeleton holds a bone scroll
case in one hand. The case contains a map of the valley.
There are no distinguishing markings on the map, but if a
read magic is cast on it, writing in common will appear.
The writing will indicate the location of the Roc’s nest.

Giant Spider AC 4; HD 4+4, hp 34; #AT 1, Dmg 2d4
+poison; SA poison is save or death; SD None; MV 127;
AL CE; SZ M; Thaco 15; Exp 315 +5/hp

Location #2: The Roc’s Nest

DM'’s Description: The roc’s nest and final resting spot of
the First One is located in a tall ash tree near the center of
the valley. The nest has been abandoned for 300 years, but

remains intact. This is partially due to the fact it is the
grave of the first barbarian chief. Climbing the tree is not
overly difficult and each PC must make a combined
strength/dexterity check (as in Location #1 of this section)
with a +2 bonus. Failure indicates a fall of 50" and 5d6
damage.

Inside the roc’s nest the PCs will discover the bones of

the First One. The PCs simply need to swear allegiance to
the tribe. Each PC must swear his allegiance or nothing
will happen. If all the PCs comply, a spectral image of the
first barbarian chief will form over the bones. The spectral
chief will welcome the PCs to the tribe and ask their busi-
ness. The chief cannot answer any questions regarding
Hilgdred or the storm dragons. If asked about the scaling
the mountain, he will simple say the following;:
“Circle to the Sky or Circle to the Below. These be your
choices.” He will then point in the direction of the moun-
tain, and specifically to the location of the circular slab
(see Section 6: Caverns Deep: Location #1). The appari-
tion will then fade away.
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Caverns Deep

If the party lied to the barbarians, read the following boxed text.
If they have come from the Valley of the Spirit, read the Location
#1 boxed text. Use Map #1 and Map #2.

“It is the law that you be sacrificed to the mercies of
our gods who live on the mountain. You shall be cast
into the pits of Skyreach where you shall live in dark-
ness and pain for the next thousand years!” shouts the
king. The crowd cheers and then disperses. You are cut
down from the tree. The bindings that hold your wrists
are not removed, but your legs are free. A procession of
50 barbarian warriors leads you toward Skyreach. You
struggle to keep your balance on the rocky trail, but
after half a day, you arrive at a small plateau.

In the center of the plateau a perfect circular hole
forms a black void the descends into darkness. The hole
is 20" in diameter. Lying close to the hole is what must
be the slab that was removed to form the hole. Magic
must have been used to remove the slab. It is two feet
thick and perfectly smooth.

A cool breeze rushes up from the void. The smell of
stagnant water is evident. As your eyes adjust to the
darkness, you can see water about 50 feet below. The
water fills a large cavern that appears to be about 100
feet in diameter. A corridor is located on the western
side of the cavern, which is closest to the mountain.

entered the water, a short sword lies at the bottom of the
cavern. The water is only 15 deep and a PC can easily dive
down to find it. The sword has a slight glow and can be
spotted by a PC taking the time to scan the area. The
weapon is a short sword +1/+3 vs. enchanted creatures.

The ledge will give the PCs access to a long corridor
that reaches deep inside the mountain. There is a short
stair that leads down to the corridor from the ledge. The
corridor is filled with water that is two feet deep. That is
location #2 on the Caverns Deep map.

Giant Leech (8) HD 2, hp 10 each; #AT 1; Dmg 1d4; SA
blood drain 1d4; SD None; AL N; MV 6”; Thaco 17; Exp
160 +4/hp

Location #1: The Pit and the Slab

DM'’s Description: The barbarians will move the PCs to
the edge of the hole. They have brought the PCs’ posses-
sions and the troop leader will ask each PC, in turn, which
items they wish to take to the afterlife, as is their custom.
Each PC may select one weapon and one item from his
own equipment list. All others are removed from the char-
acter sheet with the exception of rings (which the barbari-
ans did not initially remove). Also, spell casters have re-
tained their material spell components. After the selec-
tions are complete, all the PCs are held over the pit with
each PC held by two barbarians. A third barbarian cuts
the wrist bindings and the PCs are dropped into the pit as
a group. Consult the Caverns Deep map (location #1).

The fall will not inflict any damage and the PCs may
swim to the corridor. However, there are eight giant
leeches in the water. The leeches will attack the PCs, but
no more than one leech per PC. Near the location the PCs

It has been a steady, but gradual, climb through the
foothills of the Skyreach Mountain. You are moving
toward the south slope when you come to a small pla-
teau. In the center of the plateau a perfect circular hole
forms a black void that descends into darkness. The
hole is 20" in diameter. Lying close to the hole is what
must be the slab that was removed. It is two feet thick
and perfectly smooth.

A cool breeze rushes up from the void. The smell of
stagnant water is evident. As your eyes adjust to the
darkness, you can see water about 50 feet below. The
water fills a large cavern that appears to be about 100
feet in diameter. A stone ledge is located on the western
side of the cavern, which is closest to the mountain.

DM'’s Description: If the PCs have come from the Valley
of the Spirit, they may be in possession of the key to as-
cend the mountain. The secret lair near the apex of
Skyreach Mountain was not originally built by Hilgdred.
It was the keep of another wizard that died before the bar-
barians came to the mountain. Hilgdred came upon the
location of the lair when he discovered the journals of the
wizard when he was still an apprentice at the Acaeum — a
repository devoted to all things arcane. Hilgdred took
possession and used it as a secret base to conduct experi-
ments.

In order to build the lair, the wizard created a magic
elevator using the slab on the plateau. He also discovered
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the cave system beneath the mountain and created a se-
cret emergency entrance in the event he was attacked.

The slab has the ability to levitate when the command
words “Circle to the Sky” are spoken. The PC that utters
the command word must be standing on the slab or noth-
ing will happen. If the PC uses the “Circle to the Sky”
command from the plateau, the slab will ascend
(immediately) to Skyreach Keep (Section 6 Caverns
Deep: Location 9a. The slab will return to the plateau if
the phrase “Circle to the Below” is used.

If the phrase “Circle to the Below” is used while the
slab is on the plateau, the slab will immediately teleport
to the Abyss. It will remain there for one full turn. Any-
one one the slab will be attacked by a Type III demon
(max hps). The demon will not return to the prime mate-
rial plane when the slab returns to the plateau. The slab
will not respond to any commands while in the Abyss. A
PC that steps off the slab while in the Abyss, and does not
return to the slab before it returns, will be lost forever.
The slab never arrives in the same location when it travels
to the Abyss.

#2: Corridor

The trap will create a powerful whirlpool effect and
any PCs in the deep water will be sucked into the drain
and be lost. A PC in the vortex may make a dexterity
check to grab the brass trip wire and avoid death. The
wire will hold a maximum of two characters. Also, the
PCs not in the deep water have exactly one round to save
any PCs caught in the whirlpool.

#3: The Statue

Standing in the center of this room is a damaged
statue of a female warrior. The statue stands a full 10
feet tall. There are many gashes and chips in the torso
of the statue, and its left arm is missing. Behind the
statue, hanging on the east wall, is a silver cloak and a
gold key.

The water-covered corridor has penetrated deep
inside the mountain. You have walked for at least 30
minutes and found nothing. Finally, the corridor has
reached a carved, rectangular chamber. Like the corri-
dor, the floor of the chamber is covered with brackish
water. At the opposite side of the chamber a short stair
leads out of the room to another corridor.

DM'’s Description: The statue is a stone golem. It will not
move unless the cloak is taken from the wall. The golem
will attack the PC who takes the cloak, but will cease if
the cloak is returned. The key can be taken without repri-
sal from the golem. The cloak is a cloak of protection +2.
The gold key is required to open the door at location #5.

Stone Golem (1) AC 5; HD 11, hp 60; #AT 1, Dmg 3d8; SA
Cast slow spell; SD +2 or better to hit; AL N; MV 127; SZ L;
Thaco 9; Exp 8,950

#4: The Blades

DM'’s Description: The room’s floor is completely cov-
ered with water. It is brackish and it obscures any vision
beyond the first six inches. The water in the corridor is
approximately two feet deep. The water in the room is
also two feet deep with the exception of the middle part
of the room (see map). The lower area of the room is six
feet deep. A trip wire stretches across the room one foot
below the surface of the water. The trip wire is located in
the center of the room. If a PC contacts the wire, a five
foot wide hole will open in the center of the room drain-
ing all the water out of the chamber and corridor in a
matter of seconds.
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Magic must be at work as no physical form of support
can be seen. Spinning around the key are a dozen shin-
ing blades that form a protective sphere. A dried pool
of blood lies on the floor beneath the blades. Also, dried
spatters of blood can be seen on the walls and ceiling.

DPVI’D DCDLliPtiUll. T} I bi‘lvtfl }\C_y bblbldtflldcd ill i.} lib TOUILIT
is required to open the silver lock on the door at location
#5. The key is protected from all avenues of approach by
the spinning blades. If a PC attempts to grasp the key, he
will suffer 1d8 damage and loose his appendage (before
reaching the key).

14 Pacesetter Games & Simulations ©2011

Storm over Skyreach—Module TM2



CAVERNS DEEP

The blades will stop spinning if a drop of blood is vol-
untarily placed in the pool of blood beneath the spinning
blades. A dispel magic will stop the spinning blades for
three rounds. Any other spells will have no effect on ei-
ther the blades or the key.

#5: The Locks

sized hole in the chamber’s ceiling. The shaft disappears
into darkness below, but looking up you can see the sky
at the end of a 100" long shaft. There are three alcoves
that also hold air shafts, but the strength of the air flow
is considerably weaker than the main shaft.

A huge brass door is sent into the end of the hall-
way. The door looks surprisingly clean and untar-
nished. There are two locks at it s center. One lock is
gold and the other silver. The door will not move de-
spite all your attempts to move it.

DM'’s Description: The door can only be opened by using
the keys found in locations #3 and #4. No other means of
operation will open the door. The locks cannot be picked.

#6: The Wind Elevator — Bottom Floor

DM'’s Description: This room is the top level of the air
shaft. A PC that enters the main shaft area will simply
float within a few feet of the floor area, based on the
weight of the PC. The alcove shafts drop to location #6. A
PC entering an alcove shaft will fall, at a high rate of
speed, but eventually the air flow will slow the descent
until the PC reaches location #6 at which point the descent
will cease.

The secret door in the east wall is poorly hidden from
this side and it will be discovered on a 1-3d6 (elves/half-
elves on a 1-4d6).

#8: The Wyvern

A roaring blast of warm air greets you as the door
swings open. The chamber beyond is hexagon shaped
with a large 30 foot diameter hole at its center. A con-
tinuous and powerful flow of air rises from the pit and
rushes through an equally-sized hole in the chamber’s
ceiling. The shaft disappears into darkness above and
below.

This chamber recesses into the mountain and is con-
nected to a curved balcony and narrow bridge. Lying in
the center of the floor are the skeletal remains of a very
large winged creature. The bones appear to move as you
watch. They gather and form what must have been an
enormous wyvern.

DM'’s Description: The air shaft is a crude form of an ele-
vator. Any PC that enters the shaft area will instantly be
thrown upward. The character will arrive at location #7 in
a few rounds. The PC will be suspended in the chamber,
but with some effort he can reach the edge and exit the air
shaft.

There are three secret doors in this room that lead to
smaller and weaker air shafts. Theses shafts are used to
descend from location #7. An PC that enters any of these
shafts will simply float at or above the floor level of the
shaft by a few feet, based on the weight of the PC.

#7: The Wind Elevator — Top Floor

The chamber beyond is hexagon shaped with a large
30 foot diameter hole at its center. A continuous flow of
air rises from the pit and rushes through an equally-

DM'’s Description: The skeletal wyvern will attack the
party immediately. It cannot be turned as it is cursed to
guard this platform. However, a successful turn attempt
(against a wraith) will inflict 2d4 damage to the wyvern.
The wyvern cannot poison its victims or fly. The remains
of a cleric lie under the wyvern’s bones. The only remain-
ing item of interest is a silver scroll tube (50 gp) that con-
tains a scroll of five clerical spells: cure light wounds x3,
cure disease, resist cold and aid.

Wyvern (skeleton) AC 3; HD 7+7, hp 49; #AT 2; Dmg bite
2d8, tail stinger 1d6; SA None; SD per skeleton (1/2 dam-
age from edged weapons); AL N; MV 6”; SZ L; Thaco 12;
Exp 925 +10/hp
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#9a: The Balcony

This stone balcony hangs over the face of the moun-
tain. White clouds shift below and the air is cold and
thin. It is a labor to breathe, but you adjust in a few
minutes. A bridge of stone leads northward and it dis-
appears into a protruding section of mountain about
120 feet away.

DM'’s Description: The levitation stone from Location #1:
Caverns Deep arrives at this location if it is used cor-
rectly. The stone bridge has no railing.

#9b: The Bridge

This stone bridge reaches across a long expanse with
virtually no arch. There are no railings on the bridge
and strong winds race across its surface.

DM'’s Description: There is no danger of falling off the
bridge, but the PCs will feel the strong winds.

#10: Landing Strip

The bridge ends here in a 20 foot wide corridor lead-
ing east and west. To the east, in only travels a short
distance before ending at the mountain side. There is no
railing at the edge. To the west the corridor leads into
the mountain and darkness.

DM’s Description: For tournament purposes, the PCs
will not find the secret door in the north wall. That is the
starting location of the second round of the tournament.
The corridor leads to location #11: Cloudbreaker.

#11: Cloudbreaker

Light from the wide corridor illuminates much of
this massive chamber. The walls rise into darkness and
the ceiling is shrouded in darkness. A pile of treasure is
pushed against the south wall of the chamber. Several
weapons are visible as are thousands of coins. The half-
eaten carcasses of numerous animals lie near the west
wall.

DM'’s Description: There is a recessed ledge directly
above the entrance to this chamber. It is high enough that
normal light from the entrance does not reach the open-
ing and it will not be detected without direct light applied
to the general area. Cloudbreaker the storm dragon is cur-
rently sleeping on the ledge. He will awaken when the
PCs enter the chamber.

Cloudbreaker will remain hidden in an attempt to
ascertain the PCs’ general alignment or intentions. He
will address them if they attempt to take any of his treas-
ure. He will ask the PCs the customary questions: who
are you and what do you want? Based on the answers
provided by the PCs, Cloudbreaker will react accord-
ingly. He will attack if he feels the PCs are evil or if they
are aligned with Hilgdred. Otherwise, he will simply tell
them the story of the storm dragons (if they ask).

The dragon will explain that Hilgdred created the
storm dragons here in his secret lair. The dragons were
still very young when they led his army. What Hilgdred
failed to understand was that the storm dragons had de-
veloped a sense of right and wrong and they rebelled
against his evil. The dragons simply abandoned the evil
wizard to his fate. The dragons agreed to return to the
keep after 50 years and Cloudbreaker arrived a bit early
to make sure Hilgdred was not home. The dragon is fairly
confident that the wizard is gone, but something is stir-
ring within the lair. He will also tell the PCs that Hilgdred
had a very powerful book called the Arcanum. It was that
book which aided the wizard in his research. He assumes
the book is still within the keep.

If pressed, Cloudbreaker will promise to cease raid-
ing the local farms and he will make sure the other storm
dragons avoid terrorizing the locals. As a gesture of good
faith, Cloudbreaker will reveal the location of the secret
door that leads to the Location #12a. This is the starting
location for round two of this tournament. This encounter
is the last encounter in the first round of the tournament.
The round ends when the PCs either finish talking to
Cloudbreaker or if they attack him. The combat should be
played out as PC fatalities does affect tournament scoring.

Cloudbreaker AC -2; HD 10, hp 50; #AT 3; Dmg claw
1d6+1, calw 1d6+1, bite 5d6+5; SA breath weapon, spells
SD magic resistant 50%, immune to lightning; AL NG;
MV 97/48”; SZ L; Thaco 10; Exp 3,000 +/14 hp
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Round Two Start

DM Introduction

The second round of this tournament will find the
PCs standing in front of the secret door in Location #10.
The PCs have met Cloudbreaker the storm dragon and he
has located the door for the party and they are free to en-
ter the lair of Hilgdred. The dragon has noticed that
something is moving within the lair, but he is too large to
investigate. The disturbance is the result of Hilgdred’s
apprentice search for the Arcanum, a book of terrible
power.

The players will use the same character they used in
the first round. Each character will be at full hit points
and all spells have been replenished. Any items lost in the
first round will not be replaced. Characters that died are
back in the condition listed above. Read the Player Intro-
duction to start this round. Use Map #3 for this section.

Player Introduction:

Location 12a: The bridge too far

The stone bridge reaches across a long expanse of
open air to a carved balcony. There are no railings on
the bridge and a heavy wind threatens your balance.

The mission to this point has been a success. You
managed to gain entrance to the secret lair of Hilgdred
and found Cloudbreaker, a storm dragon. The creature
explained that the storm dragons were actually good
and they had rebelled against Hilgdred. They are re-
turning to the place of their birth for the first time in 50
years. The king will be relieved that the dragons do not
intend to stay and they mean his kingdom no harm.

But that leaves the question about Hilgdred. Cloud-
breaker has divulged the entrance to the evil wizard’s
inner sanctum and he has suggested that something is
moving about the chambers. The dragon cannot enter
the wizard’s lair, but you must. The second part of your
quest is to determine the whereabouts and intentions of
Hilgdred, and kill him if possible. The secret door is
open and it is time to move on.

DM’s Description: The PCs are perfectly safe on the
bridge as the wind is not nearly strong enough to topple
them. But it is an uncomfortable situation as the ground is
two thousand feet away. When the PCs reach the middle
section of the bridge, two margoyles will emerge from
their lair and attack. If a margoyle strikes a PC with both
attacks in a single round, the PC must make a dexterity
check or be knocked off the bridge. The margoyles will
fight to the death. They have some treasure in their lair
(12¢).

Margoyle (2) AC 2; HD 6, hp 28, 26; #AT 4; Dmg claw
1d6, claw 1d6, claw 2d4, claw 2d4; SA None; SD +1 or bet-
ter to hit; AL CE; MV 6”/12”’; SZ L; Thaco 13; Exp 275 +6/
hp

12b: Balcony

This balcony stretches more than 30" over the face of
the mountain. White clouds drift below on strong
winds and block your view of the land. A pair of doors
is set into the mountainside. The doors are covered
with runes.

DM'’s Description: The PCs will find themselves on a
stone bridge that leads to the entrance of Hilgdred’s se-
cret lair. They will start at location 12a.

DM'’s Description: The doors are protected with a firetrap
spell. Damage is 1d4+19 or save for half damage. The
doors are not locked.

There is a window to location #13 just 10 feet off the
balcony to the north. It is closed and locked. A thief can
pick the lock and enter. There is the problem of getting to
the window, of course.

12c: Margoyle Lair

DM'’s Description: The margoyles have their lair in a
small cave. They have amassed some treasure including
700 gp, 4 — 100 gp gems, two potions of extra healing and
one potion of fire resistance. The potions are labeled.
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Inner Sanctum of Hilgdred

There is only one monster on this level of the sanc-
tum, a drelb. The lair has been empty since Hilgdred’s
mysterious disappearance 50 years ago. Dust has covered
everything. There is no artificial light in the complex and
the PCs must provide a light source.

A drelb acts as a haunting custodian and it will attack
any intruders on sight. The drelb moves around the level
randomly. To determine its location roll 1d6 each turn.
On a result of a “6” the PCs have encountered the drelb. If
the party has not previously encountered the drelb, they
will find it in location #17.

Drelb (1) AC 2; HD 5+3, hp 34; #AT 1; Dmg touch 3d4; SA
Chill touch; SD +1 or better to hit; MV 6”; AL NE; SZ M;
Thaco 14; Exp 575 +6/hp

13: Library

pages. And when I have mastered death, I may just hunt
down those traitorous dragons.”

Hilgdred refers to the Arcanum, a book he stole from
the secretive halls of the Acaeum, a repository in the dark
lands of the Isle of Blight. Hilgdred left the book and his
lair to find the Deathstealer, a powerful demon lord that
has been banished to the prime material plane. What has
happened to the wizard remains unknown.

The apprentice, Astragar, was forced out of the secret
lair when Hilgdred departed. But the undead apprentice
has returned in search of the Arcanum and his salvation.
The semi-lich as entered the keep at location #25 and can
be found at location #21.

14: Astragar’s Chamber

Book shelves line the walls of this room. A single
window is shuttered in the east wall. A single book lies
on the seat of a plush chair.

DM'’s Description: The books on shelves are decayed and
have deteriorated beyond use or recognition. The book on
the chair is in remarkably good condition. It is magical,
but only in as much as it decays very slowly. The book is
a journal belonging to Hilgdred. There is just one entry in
the book:

“I have made a terrible error. In my quest for immor-
tality, I have consulted the Arcanum. The process is very
complex and I experimented on my dull-witted appren-
tice, Astragar. Initially, I was encouraged as it seemed he
was in excellent health and spirit. But today I found him
dead in his chambers. No, not dead, but undead.

Of course that was not my mistake. My mistake was
performing the process on myself before waiting long
enough to see the full effect on young Astragar. Now I
must leave my sanctum and find the Deathstealer. Only
that vile creature can deliver me from this accursed spell.
What that may cost scares me more than my current con-
dition.

Regardless, 1 will return and consult the Arcanum.
Surely the secrets to immortality lie hidden within its

A bed, table with matching chair, and a large iron
chest mark this room as a bed chamber. A large mural
is painted on the south wall depicting a bloody battle.
Evil is clearly triumphing over good. A huge, gold war-
rior clad in platemail is at the forefront of an evil army.
Lighting crashes on the battlefield. The word
“Deathstrike” is emblazoned at the top of the mural.

DM'’s Description: This chamber was used by Astragar.
The furniture is fragile from neglect. The chest is locked
and the key long since lost. The chest holds clothing and a
ring of spell storing: lightning bolt and haste. The word
“Deathstrike” is the code word that stops the brass golem
in location #20.

15a: Dining Room

This room holds a long dining table accompanied by
a set of four ornate chairs. A fireplace is set into the east
wall. A silver candelabra is centered on the table. Six,
half-burned candles await flame. The stems of the can-
delabra resemble snakes. The fireplace contains a pile of
black soot and ash. A thin brass poker lies on the floor
near the hearth.

DM'’s Description: This room was used by Hilgdred and
his apprentice. There are two seats for guests, but they
were rarely used. The only item of interest is the poker
which if inspected will resemble an arrow more than a
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fireplace instrument. It is in fact an arrow of undead slay-
ing. The silver candelabra is worth 100 gp.

15b: Kitchen

17: Practice Room

This room is obviously a small kitchen. A prepara-
tion counter covered with a vast array of implements
lines the south wall. A tall metal cabinet is remarkable
as it is not covered with dust. A fire pit in the center of
the room is cold and empty.

It is as if a war has passed through this room. The
walls are charred and chipped. The floor is blackened in
many places as is the ceiling. Piles of bones litter the
floor. More startling is the alcove in the western wall. A
red ball of fire hovers three feet of the floor of the room.
Directly beneath the ball of fire is a one foot long black
rod inset with rubies. A set of stairs leads down in the
north section of the room.

DM'’s Description: The metal cabinet is cold to the touch
and radiates magic. It is one of Hilgdred’s more success-
ful experiments. Everything inside is maintained at a con-
stant 33 degrees. It is currently empty. There is nothing
else of interest in the kitchen.

15c: The Cook’s Chamber

A small cot and open chest are the only features in
this room.

DM'’s Description: This room was used by Hilgdred’s
personal cook. The cook attempted to scale the mountain
when he ran out of food. His bones are trapped in a crev-
ice a few hundred feet below location #25.

16: Hilgdred’s Chamber

A large golden-framed bed and matching chest set
dominate this huge chamber. The floor is covered with
a varied array of rugs, adding some warmth to the oth-
erwise cold room. The walls are covered with tapes-
tries. Both chests are open and empty. The bed is cov-
ered with fine silk sheets which hang over and touch
the floor.

DM’s Description: If the PCs have not encountered the
drelb, it will be in this chamber and it will attack as soon
as the PCs arrive. This room was used by Hilgdred to
practice spell casting. The remains of one his experiments
remains in the alcove. A temporal stasis spell holds a de-
layed blast fireball in place. If the alcove is penetrated or
entered, the stasis will cease operating and the fireball
will explode in two segments. The wand is an illusion
and it will disappear with the temporal stasis spell. The
fireball will fill the entire chamber but it will only deal
6d6 damage to each PC in the area. A PC may save vs.
spells for half damage.

Drelb (1) AC 2; HD 5+3, hp 34; #AT 1, Dmg touch 3d4; SA
Chill touch; SD +1 or better to hit; MV 6”; AL NE; SZ M;
Thaco 14; Exp 575 +6/hp

18: Empty Room

As you reach the bottom of the stairs you come upon
a rectangular room. A single hall in the east wall ap-
pears to be the only exit. Otherwise, the room is empty.

DM'’s Description: A small footlocker is hidden under
the bed. It is locked and trapped. The trap is a poison nee-
dle variety and it will inflict 20 hp damage to the unlucky
thief attempting to open the box. Inside the footlocker is a
cloak of displacement.

DM'’s Description: This room is indeed empty.

19:Traps

DM'’s Description: The corridors that lead east, west and
south from this intersection are trapped. Each has cov-
ered pit that is triggered by the door at the end of the
hallway. Any PC standing on the pit area will fall in to
the pit (when the door is opened) and suffer 1d6 damage
from the fall. The secret door in the west hall can only be
found and/or opened from inside location #20.
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20: Laboratory

21: False Arcanum

The dust covered laboratory you have entered seems
to radiate magic of a very dark nature. The air is cold
and it chills your spine. Dwarfing the tables and furni-
ture is a massive statue of a warrior clad in platemail.
The statue is clearly made of some sort of dark metal
and it reflects yellow off your light. The statue is 12 feet
tall and it holds a over-sized battle axe in each hand.

The room beyond the statue is of a two tier nature.
The level you stand at is the lower of the two. The other
level, to the north, is elevated five feet. Long cabinets
line the walls of the entire room. Two tables and a fire
pit dominate the lower area. The upper tier feature a
large desk and plush chair.

You see the ornate book stand immediately as it
dominates the small room. The stand is very large and
you cannot see what is on the opposite side. But you
hear a sickening voice shouting in anger. “This is not
it!” exclaims the hidden voice. “Hilgdred, you will pay
for this.” Then a horrible figure steps away from behind
the stand. Remnants of a colorful robe hang off bleach
white bones. Small fires burn in the black eye sockets of
its exposed skull. The thing holds an obsidian rod.

“No,” it shouts, “the book is mine.” The skeleton
raises the rod and sparks of energy dance off its tip.

DM'’s Description: This is Hilgdred’s private laboratory.
He created the storm dragons in this chamber as well as
some other strange creatures. The cabinets hold jars and
containers filled with strange liquids, body parts and un-
recognizable items. The fire pit is filled with bones from
creatures that cannot be determined. The tables are blood-
stained and in disrepair. The desk has been cleaned up
and contains nothing of interest, but four rolls of unused
parchment are in good condition.

The statue is an brass golem. If the PCs enter the
room, a magic mouth will appear on the golem’s face and
ask the following question: What is my name? The an-
swer is Deathstrike. If the name is not correctly spoken
(first), the golem will attack all intruders. It will not chase
PCs out of the room.

Brass Golem (1) AC 1; HD 10, hp 50; #AT 2; Dmg 2d10 per
axe; SA Sever a limb on a roll of “20”; SD +1 or better to
hit, Damage from spells is reduced by 50% prior to any
save; AL N; MV 6”; SZ L; Thaco 10; Exp 3,600

DM'’s Description: The PCs will recognize the creature
from their encounter with him at Nogham. This is Astra-
gar the semi-lich. He was Hilgdred’s apprentice and he is
resentful, to say the least, about his current condition.

Astragar wields a rod of absorbtion (8) and he will
use it for his first attack. He will also shout, “Deathstrike,
intruders!”. A second later the PCs will hear the brass
golem from location 20 approach (unless the PCs de-
stroyed him previously). The golem will only respond to
commands from Astragar.

The semi-lich has returned to the lair in search of the
Arcanum after 50 years of searching in vain for a way to
return from the undead. His desperation has brought him
back to the lair of Hilgdred.

The tome on the book stand is Hilgdred’s back up
spell book. It contains 1d6 spells of each level through
fifth level and 1d3 spells of sixth through ninth level.

Astragar, Semi-Lich (1) AC 2; HD 6, hp 35; #AT 1; Dmg
claw 1d8; SA Spells; SD Spells, +1 or better to hit, immune
to hold, sleep and charm spells; MV 12”; AL CE; SZ M;
Thaco 13; Exp 575 + 6/hp

Spells: Magic Missile, Read Magic, Shield, Shocking Grasp,
Mirror Image, Darkness 15" Radius, Slow, Lightning Bolt.
Equipment: wand of negation (3), rod of absorpstion (8)

22: The Arcanum
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Special Note: The secret door is wizard locked and a knock
spell is required to open it. There is a covered pit just be-
yond the secret door leading into this room. It will col-
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erages about five feet from the floor.
lapse when at least two PCs cross over it. Each falling PC

will suffer 1d6 damage and they will fall on 1d4 spikes 'PM‘s—Deseriptiont—There—is—nothing—ef-interest—in—this
which inflict 1d4 damage each. chamber.

DPust - has filled the small confines of this chamber

Cobwebs hang from the walls and ceiling. A pedestal in
the shape of a clawed hand rises up from the floor. The
outstretched talons reach out as if grasping some un-
seen object. A dagger encrusted with a pink pearl leans
against the base fo the pedestal.

25: Nightmare

DM‘s—Description:—The room ornce contained the AT-
canum. It was stolen by the master thief, LaFlague only
one year ago. The dagger is his calling card and it is in-
stantly recognizable by a thief character. The dagger is
worth 250 gp.

The players may choose to end round two at this
point.

23: Crypt

Tworows of coffins line the walls of this rcom. - All of
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chamber. A wide opening in the mountainside allows
cold air to circulate throughout this room. Standing in
the center of the room and stamping its feet is black-
winded horse.

the coffins are open and their lids lie on the floor. Vari-
ous articles of battle lie on the floor including broken
weapons and pieces of armor.

DM'’s Description: At one time a party of adventurers
succeeded in entering the complex at location #25. They
disturbed the mummy in this chamber and they were
soundly defeated. The mummy is in the middle coffin
along the east wall. It will rise and attack if the PCs enter
this room. The only item of interest in this room is an or-
nate broad sword located in one of the coffins. It is a
broad sword +3.

Mummy (1) AC 3; HD 6+3, hp 48; #AT 1; Dmg hand 1d12;
SA fear, cause disease; SD +1 or better to hit, half damage
from all attacks; AL CE; MV 6”; SZ M; Thaco 13; Exp 1,150
+8/hp

24: Cavern
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gar. It will attack the PCs on sight.

Nightmare (1) AC -4; HD 6+6, hp 48; #AT 3; Dmg bite 2d4,
hoof 2d4+2, hoof 2d4 +2; SA None; SD breathe fog giving
all attackers -2 to hit and damage unless save is made; MV
15”/36”; AL NE; SZ L; Thaco 13; 600 +8/hp

End of Second Round

Conclusion

In tournament play, all the DM must do is record the
group’s point total for this round of the tournament. Tech-
nically, the PCs can return to the king after they have de-
stroyed the semi-lich and discovered the Arcanum is
missing. If they found the diary in location 13 they will
also know Hilgdred has disappeared.

An expanded edition of the adventure, TM2 Storm
over Skyreach, is available from Pacesetter Games &
Simulations which expands this scenario. The adventure
continues at the 2012 North Texas RPG Con with the next
installment of this tournament module, A Shadow in
Time.
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Semi-Lich

Frequency: Very Rare
No. of Appearing: 1
AC:2

MV:6”

HD: 6

% in Lair: 20%

Treasure Type: X, Y
No. of Attacks: 1
Damage: 1d8 by touch
Special Attack: Spells
Special Defense: Spells, +1 or better to hit, same as skele-
ton

Magic Resistance: None
Intelligence: Genius
Alignment: Any evil
Size: M

Psionic Ability: Nil

A semi-lich is yet another dread form of undead that
has ties to the prime material plane. These creatures,
much like their more powerful lich relatives, were either
magic-users or illusionists prior to their deaths. The semi-
lich is created in the same general manner of lich manifes-
tation. When powerful magic-users aspire to lichdom,
they typically perform an experiment or two on their ap-
prentices to make sure they will be successful. If the ap-
prentice survives and becomes a semi-lich, the process is
ready for archmage.

When a magic-user becomes a semi-lich he loses most
of his sanity, but not his memories. The creature becomes
a hateful and vengeful spirit that seeks to spread chaos
and destruction at every opportunity. They have a single
purpose to destroy all that is good in the world. They pre-
fer open conflict over treachery.

A semi-lich retains the ability to cast spells at the same
level as in life. The only restriction to spell-casting is that
the semi-lich can only regain the spells it had memorized
when it was transformed. A semi-lich may not change or
study for different spells. It may regains spells via rest
and study. Semi-liches can use any magic item useable by
magic-users.

The foul semi-lich appears as a skeletal figure not
unlike a standard skeleton. They are easily identified as
their eye scokets are filled with small fires. They typically
wear the robes of a wizard.

Storm Dragon

Frequency: Very Rare

No. of Appearing: 1 or 2

AC:-2

MV:9” /48"

HD: 10

% in Lair: 20%

Treasure Type: H, R, S, T

No. of Attacks: 3

Damage: 1d6+1/1d6+1/5d6+5 claw, claw, bite

Special Attack: Breath weapon, spells

Special Defense: Immune to lightning or electrical based
attacks

Magic Resistance: 10% +5% per age bracket

Intelligence: Exceptional

Alignment: Neutral Good

Size: L (35’ long)

Psionic Ability: None

Chance of: Speaking 100%, Magic Use 100%, Sleeping 30%

Of all the dragon types, the storm dragons are the most
obscure and mysterious. They are the creation of the arch
mage Hilgdred. But the dragons, which are rumored to be
a mix of blue dragon, white dragon and brass dragon,
rebelled against the wizard. The dragons do indeed re-
semble a mix of blue and white dragon, but show the
mental characteristics of brass dragons. It is believed that
Hilgdred used the brain of a brass dragon to increase the
intellect of the creatures, but failed to take into account
the good nature of those wyrms.

The oldest storm dragon, Cloudbreaker, is 52 years old.
The youngest are only a few years younger. The true
number of the creatures is unknown, but sightings indi-
cate that there are fewer than 10. They are only now
reaching breeding age and their numbers will increase.

The dragons are very adept in the use of magic, due in
large part to their creator. A storm dragon can cast spells
as the same level magic-user as their age bracket. The
dragons are also magic resistant.

A very solitary creature, storm dragons are rarely en-
countered. They take great care to avoid contact with
mankind (in any form). They were used by Hilgdred in
his war on humanity, and it appears the dragons will
never again become involved with men and their ambi-
tions. Storm dragons tend to reside in mountain ranges in
colder climates.
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SCORING/ PRE-GENERATED CHARACTERS

Tournament Scoring Caverns Deep Hilgdred’s Room
Points are awarded for each encoun- Use elevator stone — up 8 Find hidden box 3
ter the players complete. The follow- Use elevator — abyss -10 Disarm trap 3
ing list includes point values for spe- Voluntarily enter water cavern 5 .
o - s . . 17. Practice Room
cific actions within each encounter in Avoid leeches 5 I Fireball g
this tournament. Find magic sword 8 gnore tireball trap
g Set off trap (PC damaged) -3
Avoid wire trap 8 Set off d 3
Round One Avoid stone golem 5 et off trap (no damage)
Introduction Avoid blade damage 5 19. Corridor Traps
Question the king 5 Find secret alcoves 5 Per character damaged in trap -1
Nogham (only award once) Trap discovered 3
A EB 1din about Sk h Talk to Cloudbreaker 10
S O. ma OUt. yreac > Attack Cloudbreaker -5 20. Laboratory
Save child from fire 5 Iron Golem Deactivated 5
Cloudbreak Misc. Points
011)1 ) reaier s h Each character that survives 5 21. False Arcanum
Bar ar%ans ~ Tell't e'trut 10 Completion of first round 10 Destroy the semi-lich 8
Barbarians — Tell a Lie 5
Round Two 22. Missing Arcanum
Valley of the Spirit Margoyles Disarm trap 3
Use vines > Character is knocked off bridge -5 Discover Arcanum is missing 3
Use ash tree 8 .
Treasure is found 5
Use pools 10 23. Mummy
Use magic or ropes 5 Balcony Find magic broad sword 3
iai to gaccoc;)n 8 Eu‘etra}pl avmﬁed- | 5 Misc. Points
F'a d to drya 2 nter through window 8 Each character that survives 5
md-map . . Dining Room Completion of first round 10
Swear allegiance to tribe 5 ] )
Find magic arrow 3
Kare Dedlef 1/2 Elf Ranger/Cleric 4th/5thLevel LG Brade Quiklaren Human Paladin 5th Level LG
Strength 14 Strength 17
Intelligence 15 Intelligence 14
Wisdom 17 Wisdom 15
Dexterity 16 Dexterity 15
Constitution 15 Constitution 15
Charisma 16 Charisma 17
Hit Points 36 Hit Points 38
Armor Class: 2 Armor: Chainmail, +2 Cloak of Protection Armor Class: -1/-3 Armor: Platemail, +2 Shield
Weapons: Two Handed Sword*, Staff of Striking (6) Weapons: +2 Long Sword, Flail, Javelin of Piercing (2)
Equipment: Pack, Pouch, Spell Components, Water Skin Equipment: Pack, Tinder Box, Torch (3), Iron Spike (4), Large
Magic: Potion of Hill Giant Strength Sack (3), Rope 25’
Spells: Bless, Detect Magic, Light, Cure Lt. Wounds x2, Aid, Hold Magic: Potion of Extra Healing, Pearl of Sirine
Person, Silence 15" Rad., Withdraw, Dispel Magic, Death’s Door
* Single Specialization w/two handed sword
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PRE-GENERATED CHARACTERS

Howidser Human Magic User 5th Level NG
Strength 7

Intelligence 17

Wisdom 12

Dexterity 15

Constitution 12

Charisma 10

Hit Points 18

Armor Class: 3 Armor: Bracers of AC 5, +1 Ring of Protection
Weapons: Dagger +1, Dagger (3), Darts (12)

Equipment: Pack, Candle (3), Pouch (2), Spell Components
Magic: Ring of Wizardry (1st level), Potion of Healing, Wand of
Magic Missiles (11), Elven Cloak

Spells: Magic Missile x3, Armor, Read Magic, Stinking Cloud, Mir-
ror Image, Fireball

Drut Leadin Human Fighter 6th Level CG
Strength 18/47

Intelligence 10

Wisdom 9

Dexterity 11

Constitution 16

Charisma 12

Hit Points 57

Armor Class: 3 Armor: +1 Chain Mail and Shield
Weapons: +2 Morning Star*, Hand Axe* (4)

Equipment: Pack, Candle (3), Pouch (2)

Magic: Potion of Growth, Potion of Super Heroism, Ring of
Free Action

* Single Weapon Specialization

Tyrewave Berem Human [llusionist 5th Level CG
Strength 8
Intelligence 18
Wisdom 12
Dexterity 16
Constitution 11
Charisma 15
Hit Points 17

Armor Class: 4 Armor: Bracers AC 8, +2 Ring of Protection
Weapons: +1 Staff

Equipment: Pack, Waterskin, Blanket

Magic: Wand of Paralization (5), Potion of Healing

Spells: Chromatic Orb, Phantom Armor, Detect Invisibility, Hypno-
tism, Mirror Image, Blindness, Hypnotic Pattern, Paralization

Arami Furrtoe  Halfling Thief 7thLevel NG

Strength 10
Intelligence 13
Wisdom 12
Dexterity 18
Constitution 15
Charisma 10
Hit Points 39

Armor Class: 3 Armor: Ring of Protection +3

Weapons: Short Sword +2, Sling

Equipment: Pack, Tinderbox, Torch, Thieves Tools, 10 Bullets
Magic: Gem of Seeing, Oil of Sharpness (1), Bag of Holding,
Bullets of Impact (10)

Open Locks 72%, Find Traps 60%, Remove Traps 60%

Climb Walls 89%, Hide in Shadows 75%, Pick Pockets 80%
Hear Noise 30%, Move Silently 85%, Read Languages 30%

Pinesol Tilex Human Druid 6th Level LG
Strength 12
Intelligence 10
Wisdom 16
Dexterity 17
Constitution 12
Charisma 15
Hit Points 28

Armor Class: 4 Armor: +1 Leather

Weapons: +3 Scimmitar

Equipment: Pack, Lantern, Flask of Oil (2), Holy Water (2)
Magic: Broach of Shielding (21), Bag of Tricks (6-8), Keoghtums
Ointment (3)

Spells: Entangle, Faerie Fire x2, Animal Friendship, Speak with Ani-
mals, Detect Snares & Pits, Charm Person or Mammal, Cure Light
Wounds x2, Barkskin, Heat Metal, Summon Insects, Neutralize Poi-
son, Protection from Fire

Stitsu Aru Human Fighter 5thlevel LG
Strength 10

Intelligence 11

Wisdom 10

Dexterity 17

Constitution 9

Charisma 11

Hit Points 23

Armor Class: 4 Armor: +1 Leather

Weapons: Long Bow*, Broad Sword*

Equipment: Pack, Large Sack, Torch (5), Iron Spike (6),

Magic: +2 Arrows (16), Potion of Speed, Ring of Fire Resistance
* Single Weapon Specialization
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TM2 Storm over Skyreach is completed under version 1.0 of the Open Game
License and the System Reference Document by permission from Wizards of
the Coast, Inc. Additional printings will incorporate final versions of the
license and document.

Designation of Product Identity: The following items are hereby designated
as Product Identity in accordance with Section 1(e) of the Open Game Li-
cense (version 1.0): Any and all Pacesetter Games & Simulations logos and
identifying marks and trade dress; all proper nouns, monster names, NPC
names, geographic terms, capitalized terms, artwork, maps, symbols, de-
scriptions, digital graphic art, and illustrations, as well as any Basic /Expert
Dungeon Adventure logos and identifying marks and trade dress; all proper
nouns, monster names, NPC names, geographic terms, capitalized terms,
artwork, maps, symbols, descriptions, digital graphic art, and illustrations,
except such elements that already appear in the System Reference Document.

Designation of Open Content: Subject to the Product Identity designation
above, all NPC, creature, and trap statistic blocks are designated as Open
Game Content, as well as spell names, weapon statistics, and other elements
that are derived from the System Reference Document. No art or illustration
is open content.

Some portions of this book which are delineated Open Game Content origi-
nate from the System Reference Document and are copyright 1999, 2000
Wizards of the Coast, Inc. The remainder of these Open Game Content por-
tions of this book are hereby added to Open Game Content and , if so used,
should bear the copyright notice “First Edition Advanced Game Adventure:
TM2 Storm over Skyreach. Copyright Pacesetter Games & Simulations 2011.
Contact at pacesettergames.com.”

Storm over Skyreach is © 2011 Pacesetter Games & Simulations.

Dungeons & Dragons® and Wizards of the Coast® are Registered Trade-
marks of Wizards of the Coast, Inc., and are used with Permission. Open
Game Content may only be used under and in the terms of the Open Game
License.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copy-
right 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark own-
ers who have contributed Open Game Content; (b)'Derivative Material"
means copyrighted material including derivative works and translations
(including into other computer languages), potation, modification, correc-
tion, addition, extension, upgrade, improvement, compilation, abridgment or
other form in which an existing work may be recast, transformed or adapted;
(c) "Distribute” means to reproduce, license, rent, lease, sell, broadcast, pub-
licly display, transmit or otherwise distribute; (d)"Open Game Content"
means the game mechanic and includes the methods, procedures, processes
and routines to the extent such content does not embody the Product Identity
and is an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work
covered by this License, including translations and derivative works under
copyright law, but specifically excludes Product Identity. (e) "Product Iden-
tity" means product and product line names, logos and identifying marks
including trade dress; artifacts; creatures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, language, artwork, symbols, designs,
depictions, likenesses, formats, poses, concepts, themes and graphic, photo-
graphic and other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas, likenesses
and special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic de-
signs; and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) "Trademark” means the logos, names,
mark, sign, motto, designs that are used by a Contributor to identify itself or
its products or the associated products contributed to the Open Game Li-
cense by the Contributor (g) "Use", "Used" or "Using" means to use, Distrib-
ute, copy, edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) "You" or "Your" means the licensee in
terms of this agreement.

2. The License: This License applies to any Open Game Content that contains

a notice indicating that the Open Game Content may only be Used under and
in terms of this License. You must affix such a notice to any Open Game
Content that you Use. No terms may be added to or subtracted from this
License except as described by the License itself. No other terms or condi-
tions may be applied to any Open Game Content distributed using this Li-
cense.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License,
the Contributors grant You a perpetual, worldwide, royalty-free, non-
exclusive license with the exact terms of this License to Use, the Open Game
Content.

5.Representation of Authority to Contribute: If You are contributing original
material as Open Game Content, You represent that Your Contributions are
Your original creation and/or You have sufficient rights to grant the rights
conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE
portion of this License to include the exact text of the COPYRIGHT NOTICE
of any Open Game Content You are copying, modifying or distributing, and
You must add the title, the copyright date, and the copyright holder's name
to the COPYRIGHT NOTICE of any original Open Game Content you Dis-
tribute.

7. Use of Product Identity: You agree not to Use any Product Identity, includ-
ing as an indication as to compatibility, except as expressly licensed in an-
other, independent Agreement with the owner of each element of that Prod-
uct Identity. You agree not to indicate compatibility or co-adaptability with
any Trademark or Registered Trademark in conjunction with a work contain-
ing Open Game Content except as expressly licensed in another, independent
Agreement with the owner of such Trademark or Registered Trademark. The
use of any Product Identity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity. The owner of any Prod-
uct Identity used in Open Game Content shall retain all rights, title and inter-
est in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open Game
Content.

9. Updating the License: Wizards or its designated Agents may publish up-
dated versions of this License. You may use any authorized version of this
License to copy, modify and distribute any Open Game Content originally
distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every
copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor unless You have written
permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the
terms of this License with respect to some or all of the Open Game Content
due to statute, judicial order, or governmental regulation then You may not
Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to com-
ply with all terms herein and fail to cure such breach within 30 days of be-
coming aware of the breach. All sublicenses shall survive the termination of
this License.

14 Reformation: If any provision of this License is held to be unenforceable,
such provision shall be reformed only to the extent necessary to make it
enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
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Look for these exciting products from Pacesetter Games & Simulations
T1 The Thing in the Valley — A nameless evil has come to the valley. What is the creature's deadly purpose and will
the PCs survive its terrible onslaught? An adventure for characters 3rd to 5th level.

Q1 The Screaming Temple — A mysterious temple and nightmarish screams call those of adventurous spirit. A Quick
Play™ Adventure designed for one or two game sessions. Designed for characters 2nd to 4th level.

Q2 Eruptor's Vengeance — A dead dragon leaves his treasure unguarded. Or so they say. A Quick Play™ Adventure
designed for one or fwo game sessions. Designed for characters 2nd to 4th level.

Q3 Death on Signal Island — An island outpost has gone silent. Some fiendish evil stalks the shores waiting and
watching. A Quick Play™ Adventure designed for one or two game sessions. Designed for characters 2nd to 4th level.

V1 The Vampire's Curse — A murder. A vampire. A curse. It can't be that easy! An adventure for characters 4th to
6th level.

C1 The Circle of Fire — The first module in the City of Spire series finds the PCs trapped in a mysterious city and
besieged by a horde of creatures called the wretched. An adventure for characters 4th to 6th level.

I1 Grave of the Green Flame — The first module in the new SOLO adventure series finds you robbed and out for
vengeance. Your attackers have fled into the forest. The chase is onl An adventure for a second level character.

U1 Dark Eye of the Hurricane — New trouble threatens the village of Saltmire. Pirates, Sea Devils and a Lord of the
Eyes have joined forces for unspeakable evil. An adventure for characters 5th to 7th level.

B1 Legacy of the Unknown — The famous wizard and warrior disappeared long ago. Now there keep is plundered and
clue has surfaced to the disappearance of the duo. An adventure for characters 5th to 7th level.

TM1 The Lost Caravan — The princess and her caravan disappeared 50 years ago. Now a clue has surfaced and the
search is on for the lost caravan. A Michicon 1982 tournament module for characters 4th to 6th level.
A special 2010 North Texas RPG Con Tournament Release.

TM2 Storm over Skyreach — The Storm Dragons have returned to Skyreach. Before their fterror can spread a mission
to eliminate the threat must be organized. A Gen Con 1989 tournament module for characters 5th to 7th level.
A special 2011 North Texas RPG Con Tournament Release.

Pacesetter Game & Simulations

2699 Katie Lane

Milford, Michigan 48380 3002
©2011, Pacesetter Games & Simulations

Pacesettergames.com 12.00




