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on the Cover
An intrepid group of adventurers explore the crypts below 
the goblin-controlled city of Throtl. They’ll need all their 
skills, and a little luck, to fight Myrtani’s forces and become 
Champions of Krynn. 
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introduCtionintroduCtion
Welcome to Champions of Krynn, a 5e D&D adventure set 
in the world of Dragonlance.
 
This adventure is designed for three to seven 2nd level 
characters and is optimized for five 2nd level characters. 
It can be played by 3rd level characters, although those 
characters might have an easier time playing the adventure. 
Characters outside of this level range will find this adventure 
too easy without modifications.

This adventure is broken into four parts, with each part 
taking around an hour to play. 

PreParing the adventure
Before you run this adventure for a group of players, you 
should do the following to prepare:
• Make sure to have a copy of the most current version 

of the Player’s Handbook and Tasselhoff’s Pouches of 

Everything, available here: https://dragonlancenexus.

com/tasslehoffs-pouches-of-everything/.
• Read through the adventure, taking notes of anything 

you’d like to highlight or remind yourself of that 
you may need while running the adventure, such 
as the quirks of an NPC or spells you would like to 
use in combat.

• Be familiar with the monster statistics.  Monsters that 
are unique to Dragonlance can be found in Tasslehoff’s 
Pouches of Everything

• Gather any resources you would like to use, such as 
notecards, adventure notes, a copy of this adventure, 
miniatures, dice, etc.

• Make adjustments to this adventure if you are running 
a group of more or less than five players, such as adding 
an additional monster or removing one to keep the 
encounters challenging.

Before Playing
When it is time to gather your players, remember to ask each 
character to introduce themselves and reveal the following:
• Character name and level.
• Character race and class.
• Passive Perception (as a DM please note this for 

your own use).
• Anything notable about your character that the player 

wishes to share.  This can be background, flaws, 
strengths, past trade jobs, etc.

sPellCasting serviCes:
In most large towns and at all outposts, spellcasting services 
are available. Characters need to be able to travel to these 
settlements to obtain these services. Some spell services 
that are generally available include healing and recovery 
spells, as well as information gathering spells. Other spell 
services might be available as specified by the adventure. The 

number of spells available to be cast as a service is limited to 
a maximum of three per day, unless otherwise noted. 

aColyte BaCKground 
A character possessing the acolyte background requesting 
spellcasting services at a temple of his or her faith may 
request one spell per day from the Spellcasting Services table 
for free. The only cost paid for the spell is the price of the 
consumed material component, if any.

sPellCasting serviCes Cost

• cure wounds (1st level), 10 steel 
• identify, 20 steel
• lesser restoration, 40 steel
• prayer of healing, (2nd level) 40 steel
• remove curse, 90 steel
• speak with dead, 90 steel
• divination, 210 steel
• greater restoration, 450 steel
• raise dead, 1,250 steel

adventure BaCKground 
It has been one year since the defeat of the Dragonarmies 
at Neraka by the newly proclaimed Heroes of the Lance. 
During this time, the lands east of Solamnia are in turmoil as 
peacekeeping forces from the Whitestone Council patrol the 
area via established outposts near Throtl, Gargath, and Jelek. 
Unknown to the forces of good, an Aurak named Myrtani 
has secretly amasssed forces to create a new empire.

The crypts below Throtl remained largely forgotten until 
the forces of Myrtani found them while searching for money 
and artifacts. They discovered a statue of a past king, holding 
a raised sword with one hand and a crown in the other, that 
hid a secret door. When the inscription inside the crown 
was read aloud the statue slid back revealing a hidden set of 
stairs. The inscription, in Narakese, simply read “This crown 
unlocks the path of the dead”. 

Myrtani’s forces discovered that the crypts were only the 
beginning of several underground tunnels. While exploring 
them, they found the remains of an ancient dwarven 
fortress and an even deeper series of caverns leading out to a 
previously unknown entrance.  Since then, Myrtani has been 
secretly building up troops in these caverns in preparation 
for a coup to gain control of Throtl.

adventure reCaP
The party traveled from Vingaard Keep to the Throtl 
Outpost and discovered along the way a caravan besieged by 
draconian brigands. Rushing to the aid of the caravan, the 
draconians stole a book and fled with it. They escorted the 
caravan to Throtl Outpost where they met the commandant. 
During their time there, their investigation revealed that the 
commandant was an imposter and exposed him. After the 
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imposter fled, the party searched for the second in command 
who was dispatched to the city of Throtl.

After arriving in Throtl, the party discovered evil afoot. 
After rescuing the patrol led by Sir Larcent Strangebourne, 
they rushed to prevent the corruption ritual of the priests 
of Takhisis. Following a fight in Throt Keep, the party 

rushed after the fleeing evil forces as they descended into 
the crypts. In the Crypt of the Fallen Kings, the party 
found stairs hidden behind an eroded statue. As the party 
followed down the stairs, the doors to the crypt closed 
behind them, trapping the party inside just as a healing light 
washed over them.
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Part 1: into the unKnownPart 1: into the unKnown

the CryPt of the fallen Kings

T
he Player Characters have found 
themselves sealed in the burial place of the 
former kings of Throtl. This crypt fell into 
disuse over the centuries, and is unknown to 
most inhabitants of the town.

Inside this room are a dozen crypts lining the east and west 
walls. The contents of the crypts are strewn about and any 
search of the room will find nothing of use or value. The 
doors leading into the mausoleum are sealed shut by a divine 
blessing which lasts 20 rounds. Once the blessing ends, the 
doors will be battered down by the forces outside. The doors 
are made of stone and have an AC of 14 with 25 hp. Outside 
are a dozen hobgoblins sent to kill the party. The stone stairs 
leading down from the door are dark, but a light can be seen 
in the distance. Please see the map on page 25.

the CataComBs
The private crypts of the ancient noble families of Throtl 
are found underneath the Crypts of the Fallen Kings. The 
hallways are lined with the coffins of minor nobles and 
faithful servants. A dwarf will notice that the walls are very 
similar to the stone cut walls of dwarven cities. All of the side 
tunnels remain unfinished, as if the original occupants had 
planned on expanding them at some point.

The catacombs were originally the storage spaces of 
Calnar dwarves as they moved westward after the fall of 
Thorin. Following their departure, humans discovered 
them and converted them into catacombs. In the centuries 
since, attempts were made to expand these catacombs, but 
most efforts ended quickly due  to the constant political 
instability of Throtl. 

CataComBs features

Unless otherwise noted, the walls of the catacombs are 
carved from granite and have the below features.
  Ceilings. Ceilings throughout are vaulted and 20 feet high.
  Solid Rock. All tunnels and rooms have walls, floors and 
roofs made of solid rock.
  Stacked Loculi.  Each wall contain stacked loculi, the 
bones of the deceased lying exposed. 
  Arched Supports. Throughout the area, ancient dwarvish 
script and art cover the arched supports. 
  Random Encounters. There is a chance for random 
encounters throughout the catacombs. When the party 
enters or reenters the hallway, roll 1d10 and on a result of 
9 or 10 roll on the Crypts Random Catacomb Encounter 
Table on page 24. This area is not as secure as the rest of 
the underground complex, and the dead don’t appreciate 
their rest being disturbed. Each time the party re-enters or 
attempts to take a long or short rest, there is a chance of a 
wandering monster encounter.

entranCe into the CryPts

At the bottom of the stairs are four human thugs (Monster 

Manual, pg 164) who have remained behind to either 
welcome Bronn, the eveil priest from Chapter 1, or to face 
any pursuers. These men will attack anyone they don’t 
recognize and heckle the party when they appear. They have 
orders to stop the party at all costs and will fight to the death.

a1. reCeiving hall

As you begin your descent down the stone steps, 
you can’t help but notice that they appear worn 
and old. The steps are ten feet wide, with ancient 
winches attached to the walls in intervals. As you 
continue down the stairs, cool air and a waft of 
what lies below assail your senses. 

The thick smell of death hangs in the air, its taste 
rotten. You can only guess you are nearing the 
bottom as the stairs turn and light spills out of an 
opening. Even from a distance you can hear the 
sounds of voices, the rattle of weapons, and the 
clanking of armor.

Breathing deeply, you take a moment to collect 
your bearings. After entering the room, a pale 
blue light radiating from the altar at the far side 
washes over you. Drawn toward the altar, you see 
it is engraved with the symbols of many of the 
gods. Your hands move over the surface feeling a 
structure that has sat unused for centuries. 

A pale blue light once again flares forth, and you 
feel warm in its embrace. You see in your mind a 
woman reaching out towards you. As you stretch 
out to touch her, you are startled by a loud 
thump. You spin around and hear the commotion 
coming from outside the doors of the crypt as a 
sudden realization of your situation sinks in. 

Outside the doors are the crack troops of the 
hobgoblin masters of Throtl, but down the steps 
lie unknown dangers. Somewhere below is a 
book with the potential to create thousands of 
draconians, destroying even more good dragon 
eggs. An entire generation is on the verge of 
being wiped out.
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When the Calnar dwarves originally settled beneath the 
land that would become Throtl, they planned a multi-
level fortress. Before the second level could be completed, 
they abandoned their project and continued their journey 
westward. This room is filled with dwarvish carvings 
portraying the trade days of Thorin. A character that 
understands dwarvish can read of the betrayal of the 
sky people and the destruction of the dwarf homeland. 
The carved relief is of seven dwarf drummers standing 
before a gate.

A successful DC 15 Intelligence (Investigation) check will 
reveal that the third drummer can be twisted. If the party 
twists the dwarf, a compartment will slide out in front of 
it containing a gold ring fitted with bloodstones worth 250 
steel pieces. Twisting any other drummer will have no effect.
The doors leading to the next room are decorated with 
carvings of dwarves riding warhorses and are unlocked. You 
may find a more detailed map of this room in Apendix C.

a2. hallway

The walls of this room are filled with markings 
and pictures. The vaulted ceiling, nearly 20 feet 
above, contains a peeling mosaic portraying a man 
cutting stones out of the ground. A large set of 
stone double doors on one side of the room are 
closed. This room lies mainly empty apart from 
a carved relief on the far side of the room. Four 
men in mismatched armor stand nearby. As you 
enter the room they spring into action, crossbow 
bolts snapping off.

These hallways were converted into tombs soon after 
the tunnels were discovered below Throtl. Early leaders 

Beyond the door, you see a large hallway. The 
walls contain alcoves which are stacked with 
coffins from the floor to the ceiling. Rough 
dwarven frescoes detailing history line the walls. 
Peering inside, you see piles of bones and grinning 
skulls. Bones also litter the ground, raising 
suspicion that someone recently rummaged 
through them looking for treasure.
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Inside this room you see a white-haired man 
frantically throwing papers into an open burning 
sarcophagus. Standing around the figure are 
three skeletons who turn to face you as you 
enter the room.

recognized that by using the catacombs they would save 
much labor, and carved into the walls of the tunnels to house 
their dead. Over time, these catacombs became reserved for 
the town’s ruling class. Myrtani’s forces have looted these 
tombs since their arrival. In doing so, they recovered a large 
number of items, but the cost was high.

Periodically, the dead and other creatures climb out of these 
tombs. In response to this, Myrtani’s forces have begun 
closing the portcullis in the middle of the hallway. There 
are no light sources in the hallway, and periodically the 
party will hear the sounds of scratching just outside of the 
light’s range.

a3. smoKe-filled tomB

This room was once a tomb but was converted into an office.  
The sarcophagus stands open in the middle of the room and 
smoke is billowing out. There are several piles of papers and 
books spread throughout. The acolyte of Takhisis (Monster 

Manual, page 342), Rasmot, was instructed to sort and burn 
the papers. The skeletons (Monster Manual, page 272) will 
attack any living creature entering, but the acolyte will 
pretend to be held prisoner if the party defeats the them. A 
successful Charisma (Insight) roll opposed by the Rasmot’s 
Charisma (Deception) roll will reveal that he is lying. If he 
suffers any damage during either the previous fight with the 
skeletons or afterwards, he will fight to the death. Otherwise, 
he reveals the following information in exchange for 
being set free. 

what rasmot Knows

• He was sent down to go through Bronn’s office as 
something big was happening up above.

• Everyone has been ordered to head to Gargath.
• The hobgoblins have rejected the offer to join Myrtani.
• Myrtani is the commanding officer of all other forces.
• There will soon be reinforcements coming down the 

stairs with Bron.

If the party searches the room they uncover several 
documents discussing troop movements between Throtl 
and Gargath. One note that will catch the party’s attention 
is “Fronzo’s cover was discovered. He will fall back to the 
tower. -Thom.” Everything else of value in the room has 
already been stripped in the retreat.
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As you continue down the wall you see a closed 
portcullis ahead. The iron bars are firmly locked 
into place, but on the wall, a handle attached 
to a chain looks as if it will raise it. Above the 
portcullis is an archway with a carved image of 
a dwarf holding a drum, with dwarvish runes 
engraved underneath.

As you round the corner, you surprise a trio of 
draconians who are attempting to carry large 
sacks. One is adjusting his bag and notices you 
just before you close the distance. Snarling, he 
shouts a warning and prepares to attack you while 
maintaining a hold on the sack.

a4. PortCullis hallway

This portcullis is used to keep the wandering skeletons 
contained between the two sections of hallway. The 
portcullis is easily raised by turning the handle on the wench. 
Any character who can read dwarvish can translate the 
phrase below the carving to “and Handil the Drum greeted 
traders during Balladine…”

If the party raises the portcullis, they begin to hear voices 
around the corner on a successful DC 10 Passive Perception 
check. A character who understands draconic will hear “I 
can’t believe he is making us lug these eggs around. Stinking 
old human thinks he’s in charge. Just wait. Once we get out 
of here, I’ll happily put a dagger in his belly.” The voices are 
coming from three baaz draconians (Tasslehoff’s Pouches of 

Everything, page 70) who are moving away from the party. 
The party will be able to catch up with them if they pursue.
If they do, read the following:

As you enter the room, your eyes are nearly 
blinded by light. In the middle of this tomb is a 
closed sarcophagus with a shimmering shield, 
the source of the bright light suspended over 
it. On the far side lay six four-foot tall urns, the 
remains of two hobgoblins laying in front of 
the second urn.

The draconians won’t put the sacks down and will fight to 
the death, since they know the punishment for failure. As a 
result, they have disadvantage on attack rolls as they try to 
keep the eggs out of the party’s hands. Any baaz who ends up 
prisoner will not share any more information about what is 
happening other than, “Well you’re the geniuses, why don’t 
you tell me?”

Inside each of the sacks is an intact copper dragon egg the 
size of a small keg (approximately 3 feet in length and 24 
inches in diameter). The party may use the sacks or devise 
their own way of transporting them. If an egg is dropped, 
there is a 5% chance that it will break.  During combat, a 
party member may use an action to gently put the egg in a 
safe space within reach. Otherwise, they can drop the egg 
as a free action. Carrying an egg during combat means the 
character has disadvantage on all melee and ranged attacks.

a5. tomB

What was once a beautifully decorated tomb is 
now destroyed. Tables and chairs lie in heaps, and 
anything of value is long since taken. A raised dais 
in the center contains a smashed sarcophagus.  
Carved on the far wall, partially covered by a torn 
tapestry, are dwarvish runes.

The floor of the room is free of debris other than the two 
hobgoblin corpses, a nearby blanket, and dusty tracks. The 
tracks lead from the door to the second urn. The shield 
above the sarcophagus is enchanted to shoot a firebolt (+5 
to hit, one target, 1d10 fire damage) at any organic creature 
in the tomb. Characters who fully cover themselves up are 
not attacked by the shield, but if they remove their covers 
while inside the room they will be attacked. The shield can 
attack one character per round. If the shield is attacked (AC 
10, 10 hp) and destroyed, it will explode in a 30-foot radius. 
Creatures in the affected area must make a DC 12 Dexterity 
saving throw or take 26 (3d10+10) piercing damage. A 
successful save reduces this damage by half. This will attract 
1 random encounter to this location, which will arrive after 
one minute. Characters who examine the shield see an 
inscription written in common, “Come into the darkness and 
seek great rewards. Those who rush too quickly will face the 
wrath of Elmoron”.

The urns in the back of the room are roughly four feet tall. 
All six urns are clay pots painted a golden color with the 
letter E painted on them. A successful DC 15 Intelligence 
(Investigation) will reveal that the fifth urn has gold flakes 
in its letter, and the other five urns are trapped. If the party 
attempts to open a trapped urn, a noxious gas billows out 
filling a 10-foot radius area. Each creature in the affected area 
must succeed on a DC 12 Constitution saving throw or take 
2d6 poison damage and become poisoned until they complete 
a long rest. A successful check means creatures in the affected 
area take half damage and avoid being poisoned.

Inside the fifth urn is a set of +1 chain mail, a wand of magic 
missiles, a hoopak +1, and 150 steel coins. If the party opens 
the sarcophagus, they discover the skeletal remains of a past 
ruler of Throtl. If they search the remains, they find a ruby 
ring worth 25 steel pieces and a necklace fashioned of small 
golden birds worth 50 steel pieces.

a6. small CryPt
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As you open the door to this tomb you notice a 
strange blue light coming from within. Near the 
door lie several piles of dust, and the far side of 
the room is shrouded in darkness. In the center 
of the room sits a throne with a game board in 
front of it.

Characters who search the room will find nothing of value 
in the piles of discarded items. When the catacombs were 
first occupied by Myrtani’s forces, they stripped everything 
of value from and destroyed whatever else remained. If the 
tapestry is removed, a character who can read dwarvish will 
decipher the phrase, “always look to the left side of your 
tools”. This is a Calnar proverb meaning tools can have more 
than one use.

a7.  small CryPt 

The gameboard in front of the throne is a Khas board with 
pieces on it. After the first party member enters, the doors 
will seal closed after one minute. The doors are magically 
locked, and those trapped inside will have 1 minute before 
the air runs out. Characters who examine the chair will 
discover a small circular indentation in the arm of the 
throne. If they examine the game pieces they will discover 
that all the pieces have the same size base and are placed 
on indented spaces on the board similar to the one on the 
throne. There are three colors to the Khas board: red, black, 
and white. To successfully reopen the doors, a character 
will need to place a pawn in the indentation on the throne, 
while all the other pieces are in their starting positions on 
the game board. Characters who examine the game board see 
musical notes and the lyrics “those who seek riches are relics 
and unworthy, those who seek glory are wyrms and will 
never achieve it, those who seek courage are champions but 
cowards, those who place their trust in army are worthy”. 
The game board is an item from ancient Calnar and has a 
value of 500 steel pieces.

The blue light is from glowing crystals in the ceiling above. 
They are highly unstable and any attempt to interact with 
one will cause it to explode in a 10 foot radius. Creatures in 
the affected area must make a DC 10 Dexterity saving throw, 
taking 1d4+1 points of piercing damage on failed save or half 
as much on a success.

a8.  emPty CryPt
This room is devoid of any treasure or information. The 
raised dais is smashed and the stone sarcophagus lies on its 
side, the skeletal remains strewn about the floor.

a9.  Boat CryPt
The door to this room is trapped, which can be discovered 
with a successful DC 12 Intelligence (Investigation) check. 

You can make out a large boat resting in the 
middle of the room. Six sconces, archaic weapons, 
and the mounted heads of elk, bears, lions and 
even a small wyvern line the walls 

A successful DC 15 Dexterity check using thieves’ tools will 
disable it. If the party opens the door without disabling the 
trap, three barbed poles shoot up from the floor. A character 
must succeed on a DC 14 Dexterity saving throw or take 9 
(2d8 piercing damage), or half that if the save is successful.
The room has no light source. If the PCs have their own light 
or one or more of them have darkvision, read the following:
Inside this room lies one of the first rulers of Throtl. There is 
no way to determine who it is, but the room’s decor suggests 
that this person was a master hunter. The boat is over 20 feet 
long and 10 feet high. Only characters of good alignment can 
climb onto the boat; all others must make a DC 15 Dexterity 
save or take 6 (1d10 lighting damage), or half as much on a 
success as lightning erupts from the wyvern head.

On the deck of the ship lies several iron urns. Most are 
empty, but three contain 20 platinum pieces each. If the 
party goes below deck, in the hold, they will see a glass tomb 
holding the perfectly preserved body of an older woman. 
Only magical weapons can break the glass. If the glass is 
broken the body will decay in 1d4+4 rounds, leaving nothing 
behind. In the hold, the party can see that the woman was 
buried with her possessions. Most are brittle and turn to dust 
if handled. If the party searches the hold they will discover a 
preserved long bow and 20 +1 arrows.

a10.  handil the drum

In the center of the room, you see a large stone 
statue of a dwarf holding a drum, an arrow 
piercing his side. The figure is poised to strike the 
drum. Upon closer inspection, you notice that 
carved tears seem to be flowing from his eyes. The 
look on his face is one full of sadness, as if these 
were his last moments. Behind the statue are 
dwarvish runes carved into the walls.

This room holds the entrance to the dwarven ruins. While 
originally kept open, the undead who wander down the 
ramp caused Myrtani’s forces to keep it closed. To open 
the passage, one must play the tune of Balladine found in 
A7 (Small Crypt), which will cause the statue to slide back, 
revealing a wide ramp. The ramp leads down to area B1 in 
Part 2. The runes reveal the tale of the Last Balladine, and 
how the dwarves opened the door of Thorin Keep as a sign 
of friendship to the outside world. Human betrayers killed 
the betrothed of Handil the Drum who, in his grief, played 
his drum one last time, causing Thorin Keep to collapse 
on their enemies. The runes end with “only those who are 
worthy of Balladine’s tune may now be considered friends.”
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Part 2: aBandoned ruinsPart 2: aBandoned ruins
The former Calnar dwarves originally built this level to 
serve as a temporary outpost to the dwarven city of Teyr. 
The dwarves sought rest here as they awaited news of 
the discovery of Kal-Thax. They abandoned this area 
shortly after they learned of the creation of the Kingdom 
of Thorbardin.

For centuries these ruins lay undisturbed until they were 
discovered by Myrtani’s forces. Although small, they connect 
to the lower caverns that lead outside and to the catacombs 
directly beneath Throtl, allowing the draconian troops to 
ferry in supplies while providing a safe location for many of 
the stolen dragon eggs.

As word of the dragon attack spread throughout the 
complex, orders were given to evacuate and fall back to 
Gargath. Fearing a full-fledged attack by the Knights of 
Solamnia, the remaining troops are in a state of confusion. 
Many of them are following the orders to retreat, but some 
have remained behind to wait for Bron to return from 
dealing with the PCs.

There is a chance of random encounters throughout the 
abandoned ruins area. When the party enters or reenters 
the hallway, roll a 1d10. On a 10, make a roll on the Random 
Catacomb Encounter Table. This level is more secure than 
the rest of the underground complex. Each time the party 
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attempts to take a rest, roll a 1d10. A result of either a 9 
or 10 indicates a random encounter. Consult Appendix B: 
Abandoned Ruins Encounters on page 24.

B1.  large room

As you enter the room, you notice that the walls 
here are smooth and the area is brightly lit. Up 
ahead, the hallway turns to the east, and you 
hear voices.

You enter a large chamber with smooth, cut block 
walls fitted with burning sconces that fill the 
room with dancing shadows. Each sconce is set 
on a different colored stone. Across the empty 
space are two large bronze doors. The doors have 
detailed engravings of dwarven horse riders riding 
out to greet a party of human traders.

The doors in this area are trapped. A successful DC10 
Intelligence (Investigation) check will reveal that the lead 
horse can be pushed into the wall. Doing so will disable the 
trap for 1 minute. Otherwise, each creature in the room must 
make a DC 15 Wisdom saving throw when they attempt to 
open the doors. Failure results in each creature in the room 
taking 5 (2d4) psychic damage as the lights from the sconces 
begin to pulse at a dizzying rate.

B2.  Common room

Around the corner is a group of three thugs and a 
baaz draconian. If the party wishes to listen in on the 
conversation, they will need to succeed on a DC 12 Wisdom 
(Perception) check in order to hear. On a successful check 
they hear the following:

“I can’t believe we are running,” hisses one of the 
voices. “We run because the hobgoblins are lazy 
and can’t keep a few shiny boys locked up. It’s 
bad enough that they brought that white dragon 
here. I don’t think she likes it here too much. 
It’s too hot.” 

You hear a chorus of voices agreeing with the 
speaker as you realize they are moving toward 
you, nearing the turn in the hallway.

If the party does not investigate the sounds in the hall and 
proceeds around the corner, they will be surprised in the first 
round of combat. Both the thugs and the baaz draconian will 
fight to the death. They are moving to secure the catacombs 
and escort the acolyte out. If the party manages to capture 
one of them, they know nothing other than that they were 
ordered to escort the acolyte and regroup in Gargath.

B3. PaCKing suPPlies

Sacks and crates are arranged here. What it was 
at one time is tough to determine, but it has been 
converted into a large storage area.

This area is used as the staging point for a future invasion 
of Throtl in case the hobgoblin chieftain’s plans ran counter 
to Myrtani’s. If the party spends time searching, they will 
discover barrels of salted fish, boxes of dried beans, sacks of 
trail bread, and various other provisions and supplies. If the 
party spends 1 hour gathering supplies, they can assemble 2 
explorer’s packs and 30 days’ rations.

B4.  BarraCKs

You see several bunk beds arranged in rows in the 
room. Hanging from each of the beds are cloaks, 
and at the foot of each bed are footlockers. On 
the far side, two draconians are intently digging 
through the contents of one of the lockers and 
putting items into a sack. Across the room from 
you is another closed door.

The two baaz draconians are currently looting the 
footlockers, having heard that all troops are being evacuated 
to Gargath. They are so intent on their work, they do not 
notice the party enter. If attacked, the baaz will attempt to 
flee at the first opportunity to the catacombs, hoping the 
patrol is still there.

If the party searches, the barracks they will find most of the 
footlockers already looted except for 18 steel pieces, 137 
silver pieces, and 582 copper pieces. There is also a set of 
loaded gaming dice in whichever footlocker has the most 
money remaining.

Inside the sack are 2 gems worth 25 steel each, a set of 
gaming dice, several candles, a steel mirror, 25 feet of rope, 
five pitons, and a book titled Orca’s Travels in Jelek. If the 
party takes time to read the book, they learn about the 
beautiful and rare silver rose of Jelek. The book goes into 
detail how to properly transport the flower to ensure a long-
lasting bloom.

B5.  war room
Give players Handout 1, located on the next page. 

This room is filled with overstuffed furniture lining 
the edges and a large oaken table dominating 
the center. Tapestries hang from the walls, and 
iron sconces burn brightly. The table is covered 
with maps and notes. On top of the maps is a 
correspondence that catches your attention.
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Bron,

You weak sniveling fool! i have heard through various 

channels that things are not going well. if You have in 

Your hands the Book we have Been searching for, it is 

vital You get it to gargath immediatelY. do not attempt 

to use the Book Yourself. send the cache of good dragon 

eggs to me, so we can convert them into a new armY 

of draconians.

manY of our plans hinge on that Book Being in mY 

possession. if You fail in this, death will Be the least 

of Your worries. sir leBaum is alwaYs seeking more 

volunteers to serve him. 

mYrtani 

This room serves as the headquarters for the troops based 
here and, like most of the outpost, has been evacuated. There 
are street maps of Throtl, along with a detailed invasion 
plan of the town. There are also additional maps of the area 
spread out on the table. A player who succeeds on a DC 10 
Intelligence (Investigation) check will uncover a series of 
maps, as well as orders to Fronzo to eliminate the threat of 
the Throtl outpost. The tapestries covering the walls depict 
the final Battle of Neraka from the War of the Lance. With 
a successful DC 10 Intelligence (History) check, a PC will 
notice each scene is altered from what actually happened. For 
instance, one portrays Ariakas wearing the Crown of Power 
standing victoriously, the slain Golden General lying at his 
feet. The tapestry is 10x15 and is valued at 1,000 steel pieces.

B6.  KitChens

The sounds of bubbling liquid and the delicious 
smell of stew fills the air around you. As you 
enter the room, you see a large cutting table in its 
center, covered with various plates, utensils, and 
half-prepared trays of bread. On one side of the 
room, over a cooking stove, is a large pot from 
which the smell is wafting. Another door off to 
the side is closed, and, on the far wall, stand two 
wooden cabinets.

The kitchen contains various cooking utensils and crockery. 
There is enough bread on the counter to serve as five days’ 
rations. There are various pots, pans, and trays stored 

There are several wooden tables arranged in 
rows in this room. Benches are pushed in next to 
the tables as the candles in the room burn low, 
causing numerous shadows to dance on the walls. 
Bowls, spoons, and wooden mugs lie on the table, 
and on the far wall hang two crossed broadswords 
with a strip of brightly colored cloth tied to 
their hilts.

throughout the area. The cabinets contain spices, small sacks 
of beans, stacks of plates, and canisters of flour.

On the stove is a large vat of food that smells delightful. After 
being told they were evacuating, the cooks added arsenic 
to the stew. A creature examining the stew can attempt a 
DC15 Wisdom (Medicine) check to determine it has been 
poisoned. If consumed, that creature must succeed on a DC 
10 Constitution saving throw or take 1d10 poison damage or 
half as much on a success.

B7.  mess hall

Hidden within the shadows of the room are six giant rats and 
two swarms of bats. These creatures have been a constant 
nuisance for the soldiers eating here. Squads are sent in prior 
to mealtimes to clear out the scavengers. In the last few days, 
these creatures have become much bolder, attacking the first 
creature that enters the room. If the party succeeds on a DC 
12 Wisdom (Perception) check, they will spot the creatures.
There are two other doors in the room and three large holes 
at the bottom of the far wall large enough for a small creature 
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to squeeze through, leading ten feet to a rat’s nest. The giant 
rats will flee to their nest if reduced to half of their hit points. 
If cornered in their hole, they will fight to the death. In the 
nest, a small pouch can be found containing 12 steel coins 
with a strange draconian face imprinted on them.

B8.  fountain room

Inside this room lie several large wooden boxes, 
and on the back wall are a dozen cots. The stone 
floors of the room slope gently to the middle, 
where there is a circular empty pool. In the middle 
of the pool is a large crack. A small trickle of water 
seems to be seeping down the walls onto the floor.

This room was a water collection point for the dwarves. The 
pool is twenty feet in diameter and five feet deep. Currently, 
the fountain is unable to hold water due to being cracked 
by an earthquake. Now, water must be brought in from an 
outside source.

If the party spends time searching the room they will find 
canvas tents, stakes, and poles in the boxes. There is a 75% 
chance that the canvas is ruined from water damage. The 
empty cots on the far side of the room belong to servants.

B9.  marKed room
Read the boxed text on the next page. Inside the room are 
five skeletons that have been forgotten in the confusion 
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As the door opens, you notice a bare, dark room. 
Peering in, you can see five skeletons moving 
toward you, passing by a small wooden chest.

of the withdrawal. These skeletons were Bron’s personal 
bodyguards while he traveled through the tunnels. They 
are under orders to attack any creature other than Bron 
that enters. On a successful DC 17 Wisdom (Perception) 
check, the party will hear the scraping of bone against stone. 
The door is not locked since the forces here know better 
than to enter uninvited. If the party opens the door, read 
the following.

The skeletons do not have bows or anything of value. If the 
party closes the door, the skeletons will continue to pursue 
them, breaking it down in 1d4 rounds. The chest in the 
room is locked and trapped. A successful DC 10 Intelligence 
(Investigation) check is needed to locate the trap and can 
be deactivated with a DC 15 Dexterity check using thieves’ 
tools. Otherwise, the PC attempting to unlock it is stabbed 
by a poisoned needle and must make a DC 12 Constitution 
check. On a failed check, the PC takes 5 (2d4) points  of 
poison damage or half if they succeed. To unlock the chest, 
a PC must succeed on a DC15 Dexterity check using thieves’ 
tools. Inside is a potion of healing, a spell scroll of guiding bolt, 
and a second scroll containing the shield of faith spell.

B10.  storage

Items in this room were hastily packed. Broken 
boxes and spilled sacks are all that remain. On the 
far wall, the words “Swiftroar will protect.” have 
been hastily scrawled.

The room has been picked clean of anything useful. Spoiled 
stores and broken boards are all that remain. A character 
who succeeds on a DC 12 Intelligence (History) check will 
recall the name Swiftroar refers to a young white dragon last 

seen near Neraka in the final days of the War of the Lance 
whose fate remains unknown.

B11.  offiCer’s BarraCKs

Upon opening the door, you see many curtains 
hanging from the ceiling. In the front of them 
is a round wooden table surrounded by chairs. 
Further back, the stained white curtains form a 
small hallway leading to the rear of the room.

The officers of Myrtani slept in these small quarters 
separated by sheets. Each area has enough room for a bed and 
footlocker. Many of them are open and looted. In the front 
of the room is a communal space with a wooden dragonchess 
set on the table. If the party searches the room, they find 
worthless personal effects and bedding in the lockers.

B12.  BloCKed Passage

The passageway ends in front of a solid wall. 
Carved into the wall are more dwarvish runes. 
Below them are bas reliefs of a moon, sun, drum, 
and hammer. Chunks of rock and dried blood 
cover the floor in front of them.

Written in crude common on the rotting wooden 
door leading to this room are the words, “Do not 
open, death inside.” 

For security, the Calnar dwarves created a door with a puzzle 
lock. If the party can read the runes they say “The sun comes 
before the hammer, but after; the moon rises with the drum.” 
To access the door, the party must press the drum and moon 
at the same time, then the sun, and lastly the hammer. If 
the combination is entered correctly, the door will rise and 
remain open for five rounds, allowing the party time to 
move into area C1.

Any other combination entered will set off the falling rock 
trap directly above the door. However, there is only a 25% 
chance that the trap will work. If sprung, a character must 
succeed on a DC 10 Dexterity saving throw to avoid being 
hit by falling rocks. A creature within 5 feet of the door takes 
1d6 bludgeoning damage. A character who succeeds on a DC 
15 Intelligence (Investigation) check can figure out a way to 
block the boulder trap.
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Part 3: CavernsPart 3: Caverns
As the party heads deeper into the caverns, they enter the 
ancient mines of Throtl. The mines were originally used by 
the Calnar, and many of their items remain. The temperature 
here is much warmer than the catacombs or underground 
ruins. The dwarves used part of the mines as a forge after 
discovering a lava trail far below it. Tapping into it, they 
were able to heat their furnaces and smelt precious metals.

The forge now lies unused, although the heat from the lava 
still produces a stifling heat. Characters in heavy armor will 
be uncomfortable and, if they remain in the mines more 
than 24 hours, must succeed on a DC 10 Constitution saving 
throw or gain one level of exhaustion. Afterwards, the save 
must be repeated each hour with each failure resulting in an 
additional level of exhaustion.

There is a chance for random encounters throughout the 
mine level. When the party enters any unoccupied area or 
re-enters a passage, roll a 1d10. On a result of 9 or 10, roll 
on the Random Mine Encounter Table (Appendix C: Mine 
Encounters, page 24). This area is not secure as various wild 
animals and patrols are still around.

C1.  tunnel 
As the party descends into this area, the heat will become a 
constant annoyance. This area is well-traveled, having served 
as the main entry for Myrtani’s forces.

The passage leads ever deeper into the earth. The 
stone walls show signs of pickaxes and are shored 
up every few feet. As you move, the temperature 
quickly rises and feels almost stifling. Touching the 
stone walls, you are surprised by how warm they 
feel. The passageway is brightly lit by torches and 
looks well used with much debris on the ground.

C2.  Cavern room

Entering this large cavern you can see other 
passages leading off from it. The cavern’s roof is 
hidden in shadows, and its floor littered with piles 
of broken equipment and discarded items.
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As you enter the passage, you see two draconians 
ahead, moving away from you, each carrying 
a large sack. They stop just short of entering 
the door to the next chamber and carefully 
put the sacks down. You notice the bags have 
an oval bulge. The two of them begin speaking 
in angry tones

Heading into the hallway you see less refuse down 
this passage than in the previous one. There are 
numerous rough areas of rock and deep test holes 
in the walls. At the end of the passage is a set of 
iron double doors.

This large cavern contains several small trash piles left 
behind by the soldiers. If the party searches the area, they 
will find discarded brass dragon eggshells but no other useful 
items. The dragon eggshells have scorch marks on them, and 
if a detect magic spell or similar magic is used, they radiate 
enchantment magic.

C3.  tunnel Passage

The two baaz draconians each carry a sack containing 
a brass dragon egg. They stop and begin to argue about 
all that’s happening. Characters who speak or understand 
draconic hear the following: “Everything has gone wrong 
since we came to Throtl. We should never have left Gargath. 
It’s safe there, we run the place. Here we depend on those 

stinking hobgoblins! You know what they say about the only 
good hobgoblin, don’t you?”

For the next few minutes, the draconians continue to talk in 
the hallway, resting. If combat happens, they will try to grab 
the sacks and flee at the first opportunity.

what the draConians Know:
• They signed up to join Myrtani’s forces shortly after the 

war when they met a recruiter outside of Neraka.
• They have never met nor seen Myrtani, but believe he is 

a powerful priest or possibly a magic-user.
• The Knights of Solamnia possibly hid weapons 

in Gargeth after the war, although none have 
been found yet.

C4.  anCient hallway
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A warm breeze blows through this area. On the 
walls hang various pieces of mining equipment; 
picks, trowels, helmets, and leather aprons, are all 
covered in dust and cobwebs. In the middle of the 
room is a large stone wheel. Two foot long pedals 
stick out of the ground next to it. Across the 
room, another large set of double doors stands 
partially ajar.

DMs Note: There are no random encounters in C4a-
C4e. This passage is crudely trapped by Baaz draconians, 
because soldiers have disappeared on patrols while passing 
through this area. With a successful DC 10 Intelligence 
(Investigation) check the party will discover a tripwire that 
has been connected to a hand crossbow mounted on the wall. 
The crossbow trap (+3 to hit, one target, 4 (1d6) piercing 
damage) will fire at the first person to set it off.

The double doors at the end of the hall are not locked but are 
heavy and haven’t seen much use. A combined strength of 25 
by two or more party members will be necessary to open the 
door. The party can reduce the strength requirement by five 
if they grease or oil the hinges on the door first.

C4a. equiPment room

This room served as the equipment room for the dwarves, 
and the wheel in the middle was used for sharpening tools. 
It has become so rusted it is unusable and beyond repair. All 
the equipment in the room is fragile and will crumble if used. 
If the party searches the room, they will discover someone 
was here recently as some of the equipment has been moved, 
and the dust and cobwebs disturbed.

C4B. metal storage area

Large piles of iron ore lay spread across the 
broken ground in this dark room. Huge fissures 
and chasms have developed, making attempts 
to cross the floor treacherous. Across the room, 
another double door is cracked open, a rail track 
running through it. You can see light flickering 
from beyond. As you stand there, the ground 
begins to shake, dislodging rocks from the ceiling, 
which fall into the wide chasm criss-crossing the 
middle of the room, landing with a dull plop.

This room has undergone a series of earthquakes, breaking 
up most of the floor and creating a huge chasm in the middle 
of the room. The falling rocks have caused a lava field to 
open below. Tremors are very common, and there is a 50% 
chance that one happens as they attempt to cross. There is 
another 50% chance that rocks will fall from the ceiling into 
the middle chasm. To avoid the falling rocks, the PCs must 
succeed on a DC 15 Strength (Athletics) check. Failing the 

check will result in 3 (1d4) points of bludgeoning damage 
and any unsecured PC falling 20 feet into the lava field 
below. A creature that falls into the lava field takes 28 (5d10) 
points of fire damage at the start of each of its turns.

C4C. furnaCe room

As you enter, you are greeted by a blast of hot 
air. The ruins of what was once a great dwarven 
furnace stand before you. Both the passage of 
time as well as the lava have taken their toll, 
reducing the once mighty forge to a mere shell, 
most of it melted away into the lava. A set of rails 
leads from the forge into another room through 
a set of closed doors. There is an ancient cart 
still on the tracks. Another set of doors lie buried 
behind a cave-in on the far side of the room.

Most of this room has been destroyed by lava flare-ups, 
which are also responsible for most of the light in the room. 
The ore cart and the rail system are intact and lead to area 
C4d. The ruined doors are buried in rock and will require 
machinery or magic to clear. The doors to the other room 
are hot to the touch and, if opened, the temperature in this 
room will climb steadily.

C4d. anCient dwarven forge

As you stand in the doorway you feel a hot 
breeze billowing up from below. An area that was 
once a place for dozens of blacksmiths has been 
completely flooded. Amazingly, the rail system 
still stands attached to the walls leading out 
of the room.

Any PC that attempts to cross the lava floor will take 28 
(5d10) points of fire damage at the start of each of their 
turns. The ceiling in this room is 40 feet high, and a ramp 
descends ten feet into the lava. The rail system is attached to 
the rock walls and uses gravity to travel from one end of the 
room to the next. PCs can use the rail system to travel across. 
After each minute a PC spends in the room, they must 
succeed on a DC 10 Constitution saving throw or take one 
level of exhaustion.

C4e. rail system

This narrow tunnel is only five feet wide and four 
feet high. A set of iron rails are anchored to the 
floor. Up ahead you can see light emanating from 
a brightly lit room.

This area connects C4d to C7 and provides the PCs with 
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Moving down the lit tunnel, you descend even 
deeper into the mines. Off to the right, you hear 
claws scraping against stone.

several different opportunities. They can clearly see the 
figures hiding in C7, so they may choose to bypass the 
ambush, or attack them. 

C5. side tunnel

This area leads to the source of the white dragon’s food, 
a ‘Wari (page 25) nesting area. The tunnel itself is well 
maintained and lit. Another tunnel branches off, leading to 
the ‘Wari nesting area.

C5a. aviary Caverns

After following the passage for fifty feet, you 
round the bend and are startled to see a dozen 
large flightless birds. Their heads turn towards 
you, and their eyes narrow to thin slits. Each bird 
is chained to a stake on the floor.

These are ‘Wari birds and are kept here as food for the 
dragon. If freed, these large birds will wander the area 
looking for a way out. They are easily startled, and any loud 
noise will cause them to stampede toward the source of the 
noise, trampling any creature in their path. 
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Continuing down the hall you come across a 
number of discarded items; bits of clothing 
and armor lay spread throughout the path in 
front of you.

As you round the corner, you see a large stone 
bridge spanning a chasm. Below, you can hear the 
thunderous echoes of running water. Tied to the 
bridge are four lengths of rope with buckets on 
their ends. The air here feels much cooler than it 
has previously.This large cavern is filled with stalactites and 

stalagmites. The air here seems to be fresher than 
the previous areas.

C6.  Cavern tunnel

As the PCs have pushed forward, the remaining forces in 
the mines are fleeing, not bothering to retrieve dropped 
equipment in their haste. The items dropped are typically 
small pieces of armor, buckles, and straps. If the PCs search 
the area, they find nothing of significance.

C7.  large Cavern

Hidden among the stalagmites are a hobgoblin (Monster 

Manual, page 186) and three goblins (Monster Manual, page 
166) who are waiting to ambush the party. The monsters are 
currently hiding and will wait for the party to pass by their 

location before attacking.  If the party approaches from C4e, 
they will spot the monsters.

what the goBlins Know: 
• Swiftroar, the white dragon, will tear apart the party.
• They are waiting for orders from Gargath to overthrow 

the government of Throtl.
• A Cleric of Takhisis named Bron runs everything here.

C8.  Bridge

The bridge crosses a large underground river. The buckets 
on the bridge serve as the method for collecting water for 
the troops. 

C9.  deeP tunnel
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Outside the mines, you see an abandoned cart 
half-loaded with coal, a large pile next to it. Half 
a dozen shovels lay forgotten on the ground. A 
mule, hitched to the wagon, brays at you.

With the dragon dead, a hush falls on the cavern. 
No longer are there cheers of encouragement 
or bold heckling from the goblins. Instead, a cry 
of panic rises from them as they stumble over 
each other to get away from the slayers of the 
mighty Swiftroar.

As you enter this large cavern, you feel the first 
cold gust of air in several hours. A white dragon 
stands in the middle of the room, looking directly 
at you, flexing its wings. You hear the sharp, icy 
intake of breath, its mouth slightly ajar.

The sounds in the distance are the last few remaining troops’ 
cheers for Swiftroar, the white dragon, as it prepares to deal 
with the party.

C10.  swiftroar’s lair

Swiftroar is a white dragon wyrmling and very much 
a beast of action. He will attack the party at the first 
opportunity. He has no interest in parlaying. Instead, he 
focuses his energy on gaining any possible advantage. Behind 
him, toward the mouth of the cavern, 11 goblins are rushing 
to pack a few final items onto carts and flee while they 
still have time.

The cavern is a large open space, but the floor and walls 
have been frozen by Swiftroar’s icy breath in order for him 
to stay cool in the stifling heat of the mines. The whole 
area is difficult terrain. Buried within the icey floor is the 
dragon’s hoard.

Dragon’s Hoard. 177 steel pieces, 847 silver pieces, 1392 
copper pieces, 1 gem worth 25 steel pieces, a healer’s kit, and 
7 bronze dragon eggs.

Read the following to the player’s following the defeat 
of Swiftroar:

C11. Cavern entranCe

The PCs may use the wagon to head back. The mule is well 
trained and will follow the commands of any driver. The 
goblins have fled the area and have gone into hiding. If the 
PCs wish to pursue them, they will need to track them but 
will soon discover that the goblins have split into several 
small groups of twos and threes. Throtl lies several miles 
west of the entrance to the mines. The PCs can use the cart 
to haul any recovered dragon eggs safely, as long as they take 
appropriate measures to protect them.

The threat that Myrtani and his forces pose to Throtl has 
been greatly reduced thanks to the actions of the party. If the 
party returns to Throtl, they will discover they are wanted 
fugitives for their involvement in the escape of the Knights 
of Solamnia and the subsequent silver dragon attack. They 
will be apprehended at the first opportunity by the hobgoblin 
town guards.

Traveling down the tunnel, you suddenly hear 
cheering ahead of you. It seems as though the 
temperature continues to drop with each step.
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Part 4: war raiders and a Part 4: war raiders and a 
return to the outPostreturn to the outPost

returning to the outPost

During the first day of travel, the PCs should spend time 
getting their bearings and seeing first-hand the instability 
caused by the patrols’ absence. Further east of Throtl, signs 
of recent struggles can be clearly seen. As the group heads 
back to the outpost, they should notice that the road is 
completely deserted; they haven’t seen anyone since their 
departure from the caravans. Towards evening, the PC’s 
come across the burnt out remains of a merchant cart.
Read the following to the PC’s:

As you continue to follow the path back to the 
outpost, you see to your right the scorched 
remains of a wagon. Even from this distance, you 
can tell the wagon was at one time finely crafted, 
like those used by merchants. Off to one side, 
you see the corpse of an ox, its flesh hacked away 
and butchered.

The War Raiders have been roaming the roads unchecked 
and are growing bold. What would have been mere hit and 

“Stay away! I’m armed,” says a young, human girl 
of maybe 16. Flashing a wicked looking carving 
knife, she eyes the party suspiciously. Examining 
her, you see she has muddied feet, tangled hair, 
and a dress that is torn in several places. “If 
you are one of them, I won’t go the way of the 
Grunhaven’s.”

At this point, you notice smoke rising in the 
distance from two different locations.

run tactics a few weeks ago have escalated into all out raids. 
PC’s who search the wagon will find nothing of value, but 
with a successful DC 10 Intelligence (Investigation) check, 
they can determine the wagon was burned after a fight. 
Whoever did this was in no rush, taking the time to butcher 
the ox for meat.

2nd day: war raiders

On the second day of travel, the party will encounter a 
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human female named Elissa. Her family farm has recently 
come under attack by the War Raiders, and she was sent to 
seek help from a nearby local farm.

If the party shows no signs of hostility and can convince her 
they are aligned with the Knights of Solamnia, they will gain 
advantage on all future Charisma checks with Elissa. A PC 
that succeeds a DC 12 Charisma (Any Skill) check will learn 
the following.

what elissa Knows:
• Her family are local farmers and have no allegiance to 

any particular city. They returned last year to reclaim 
their farm, now under the protection of the patrols.

• They planned to sell their crops to the outposts 
in the area.

• In the absence of the patrols, a group calling themselves 
“The War Raiders” has grown bolder, no longer satisfied 
accosting the occasional lone merchant.

• The War Raiders are mainly humans who had 
previously served in the Dragon Armies but have now 
taken to a life of banditry. 

• Her family home was attacked this morning at dawn. 
Her father sent her to get help as he attempted to hold 
back the raiding party. Her mother died during the War 
of the Lance.

• She ran to the Grunhavens for help but found the 
buildings abandoned and on fire.

• She has been attempting to run to the Rook’s farm, their 
next closest neighbor.

The party will have to decide if they want to help Elissa and 
how. They can escort her to the Rooks, but their farm was 
also attacked this morning, and they will find nothing but 
burning buildings. They could also return with Elissa to her 
farm and help there or simply take Elissa to the outpost. She 
will protest this, but will follow the party sullenly with a 
successful DC 12 Charisma (Persuasion) roll.

elissa’s farm

As you approach the farmstead, flames are 
engulfing many of the buildings. In the middle of 
the yard sits a crude looking war wagon. Atop the 
wagon is a horse’s skull painted red. In the front 
of the wagon, a group of humans are attaching 
a wicked-looking battering ram. The wagon is 
pointed in the direction of the only building that 
remains standing, the main farmhouse. Off to 
the side of the other wagons, you see a group of 
chained figures, sitting on the ground.
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The area surrounding the farm has gently rolling hills with 
fields between them. Elissa’s farm sits atop one of the hills 
and is surrounded by a low wall.

The War Raiders are preparing for their final assault 
into the house. Elissa’s father has managed to barricade 
himself and the others inside. The attackers 1 human 
bandit captain (Monster Manual, page 344) and 8 human 
thugs are near the wagon and not paying attention to any 
approaching travelers.

what the Party notiCes on aPProaCh:
• There is a clear leader directing men to attach the ram. 

The rest have positioned themselves behind the war 
wagon, ready to push it.

• 30 feet from the wagon, supply wagons pulled by 
mules are loaded with supplies, and a group of dejected 
individuals sit, aware of their bleak future. Any attempt 
to rally the prisoners will alert the raiders, since they 
will plead with the party to free them. 

• All of the outbuildings are aflame and completely 
inaccessible.

Inside the farmhouse, Elissa’s father, Drassa (spy) and 
3 farmhands (guards) are trying to hold out as long as 
possible. If the party does not intervene within 1 minute, 
the War Raiders will begin their attack on the front door of 
the building. The War Raiders are not easily frightened and 
have advantage on Charisma (Intimidation) checks.  When 
combat begins, the War Raiders will continue to fight unless 
their leader, Tron Blackoak (human bandit captain) falls, at 
which point, they will abandon their captives and flee with 
their wagons at the first opportunity. If the party launches 
an attack, Drassa and his men will burst forth from their 

position during the third round of combat to lend aid, sooner 
if Elissa can communicate with them in some way.
After the battle, the survivors will fill the wagons with their 
remaining possessions and willingly accompany the party to 
the outpost. Following the battle the party finds handout A 
on the body of one of the bandits. If the bandits flee, they will 
find it mixed in with their possessions in the supply wagons.
The prisoners know that they were supposed to be delivered 
to Gargath. The rest of the trip to the outpost should be 
uneventful and will take three more days.

return to the outPost

hear, hear! change Your destinY!
the illustrious lord mYrtani, who seeks to reclaim the glorY stolen BY the whitestone forces, needs willing soldiers to serve in his ranks.
You will Be paid a share of the BountY taken from the wealthY knights and elves who invade our lands.
in addition anY dead BodY Brought to gargath will receive an additional paYment of five silver per BodY.

interested parties should seek vanrort at gargath!

As the outpost appears in the distance, you are 
relieved to see the standard of Sir Karl flying next 
to the banner of the Knights of Solamnia. The men 
atop the wall spot you and your small group and 
quickly open the gates. Riding out to escort you is 
Sir Larcent Strangebourne and a few of his men. 
After a crisp salute, he smiles broadly, “Greetings, 
friends. Glad to see you safely returned and only 
a day behind us. While we are still healing, we are 
feeling much stronger. It looks like you have, once 
again, proven yourselves rescuers.”
 

The party is escorted into the keep and greeted by Sir Karl. 
The men of the outpost assist with the survivors and help 
them while the party is ushered into the commandant’s 
office. The office looks more orderly than the last time the 
party saw it.
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A silver-haired female elf wearing a green gown 
with hair braided to her waist enters the room. 
“Excuse my intrusion,” she says in a melodic 
voice. Moving to Karl’s side, she slides an arm 
around his waist, “Don’t forget that you ordered 
a celebration to honor these brave heroes upon 
their return, and they should be given a chance 
to freshen up….wait you did tell them? Karl you 
have to remember that we need to celebrate good 
news, especially in times of growing darkness.”

Sir Karl grows red in the face as he straightens, 
“Ah, yes, Maya you are correct, as usual. My 
apologies, but this can wait until tomorrow, as we 
do have a small celebration in the works for you. 
Nothing big, but you have rescued and saved many 
people in the last few days. Please be my guests 
tonight as we celebrate.”

Sir Karl will listen to the party’s story, asking questions for 
clarification, and adding the following.

what sir Karl Knows:
• The former commandant fled to Gargath.
• No communication has been sent to the Gargath 

Outpost in the last ten days. Sir Karl is planning to 
send runners once the base is secure and the other 
patrols are found.

• The recruitment bill (Handout A, page 23) needs to be 
investigated.

• He lacks the manpower to send a properly trained force, 
but this group has proven themselves.

As Sir Karl is wrapping up a knock is heard at the door.

ConClusion
The evening celebration is a joyous affair in which speeches 
are made in the party’s honor and each member is given 
a small medal, marking them as a scout of the Knights of 
Solamnia. As the party retires for the night, they should 
advance to level 3. The party will next face the challenge of 
traveling to Gargath and uncovering the secrets hiding there 
in Chapter 3: The Tower of Gargath. 

Thank you for playing Chapter 2 of the Champions of Krynn 
as presented by the Dragonlance Nexus.

aPPendix a 
The following random encounters are designed to be used 
during the adventure. If during the random encounter, 
a previously faced encounter is rolled, you may choose 
another encounter or reroll. All monsters can be found in the 
Monster Manual.

Crypts Random Encounter Table
D8 Encounter
1 3 Magmin
2 Death Dog
3 2 Specter
4 2 Skeleton, 1 Zombie

5 1 Carrion Crawler
6 1 Nothic
7 2 Skeleton, 2 Zombie
8 3 Skeleton

aPPendix B
Roll 1d8 or choose an encounter the party hasn’t faced yet.

Abandoned Ruins Encounter Table
D8 Item
1 3 Giant Bat, 4 Bat
2 1 Gargoyle
3 3 Giant Rat, 2 Swarm of Rats, 2 Rat
4 4 Swarm of Bats
5 3 Shadow
6 2 Giant Bat, 3 Giant Rat
7 2 Giant Toad
8 4 Giant Rat\

aPPendix C
Roll 1d8 or choose an encounter the party hasn’t faced yet.

Abandoned Ruins Encounter Table
D6 Item
1 3 Giant Bat, 4 Bat
2 1 Gargoyle
3 3 Giant Rat, 2 Swarm of Rats, 2 Rat
4 4 Swarm of Bats
5 3 Shadow
6 2 Giant Bat, 3 Giant Rat
7 2 Giant Toad
8 4 Giant Rat

aPPendix d
The following is  stat block on the next page for 
aforementioned creatures in this adventure. 

‘wari

The ‘wari is a flightless bird with a bulky body, long 
neck and thick, strong legs found throughout the plains 
of Abanasinia and the Plains of Dust. While relatively 
docile, a flock of ‘wari, which can consist of dozens, are 
easily startled by loud noises and the smell of blood and 
will stampede, trampling anything in its path. Their sharp 
talons can destroy crops and are especially dangerous to any 
creature caught in their mad rush. 
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‘wari
Medium beast, unaligned
Armor Class 13 (natural armor)
Hit Points 9 (2d8)
Speed 40 ft.

  STR          DEX        CON         INT       WIS          CHA
12 (+1)   16(+3)   11 (+0)   2 ( -4)   12 (+1)      4(-3)

Skills Perception +3
Senses  passive Perception 13
Challenge 1/4 (50 xp)

Trampling Charge. If the ‘wari moves at least 20 feet straight 
toward a creature and then hits it with a beak attack on the 
same turn, that target must succeed on a DC 11 Strength 
saving throw or be knocked prone. If the target is prone, the 
‘wari can make one talon attack against it as a bonus action.

Actions
Beak. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. 
Hit: 7 (1d6 + 3) piercing damage. 

Talon. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. 
Hit: 7 (1d6 + 3) slashing damage.

author’s note 
Greetings,

Thank you again for continuing with the Champions 
of Krynn Adventure Series. It’s been quite a ride and I 
was simply blown away by the positive support we all 
received after Part 1 released. As we enter the second 
part of the adventure, I wanted to capture the dungeon 
crawl aspect that the party faces in their continuing 
pursuit of the book, and enter an uncharted area of 
Krynn for exploration. As many readers may know, 
I have a real fondness for the dwarven nations of 
Dragonlance and always do my best to continue to flesh 
out bits of their lore.

It’s always a bit of happiness and yet some sadness as I 
am writing these as so many hours by different people 
have been spent putting out the best product we can. 
Of course, at the same time I am already deep into part 
3 and beyond. I can’t wait to keep moving forward with 
my excellent crew, Tim and Ed; you guys are amazing, 
and so excited for the future of Dragonlance.

Long live the Lance,

Chuck

aPPendix e
The below map is the Tomb of the Fallen Kings mentioned 
in Part 1 of this adventure, should the party have any 
encounters here. 
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Evil never rests and neither 
should the forces of good. It has been one 

year since the end of the War of the Lance, 

and while the forces of the Whitestone 

Council are still battling the remnants of 

the Dragon Highlord armies, a new force 

is arising. In the area around Throtl, 

rumors spread of a forgotten book that 

can unlock a long-forgotten secret. With 

limited forces in the area, the Whitestone 

Council must look to others to help unlock 

the mystery and prevent an ancient legend 

from being unleashed on Krynn.


