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Introduction

It was a bright spring morning in the village of Flameflower. As the residents began their normal activities for the day, no one seemed to notice the ragged and beaten gnome stumble into town. That is, until the gnome collapsed outside of the Stinking Rose and cried out, “Please… will someone… help me?”

The villagers rushed to assist the poor soul, whisking him to the care of the local priests. Tending to his wounds and providing him with fresh water and food, the priests made sure he was comfortable in a room at the Stinking Rose before questioning him.

The gnome introduced himself as Wizo Welwinthro from a small mining community in the lower Clatspurs. “A horrible fate has befallen my fellow miners,” spoke Wizo, “and I fear it may be too late to help any of them.”

Preparing For Play

This adventure is for 5-8 characters of 1-3 level. The party should contain at least one cleric, and a ranger or thief would also be helpful.

Characters of a higher level may find the challenges of this adventure too easy. It is recommended that new characters be introduced for this adventure, or if the DM chooses, he or she can adjust the opponents accordingly.

The areas described in this adventure are located in and around the Vesve Forest in the World of Greyhawk Campaign Setting.

DM Only

The following section should be read by the DM only. It contains information vital to the enjoyment of the adventure and players should stop reading here!

This adventure represents the first in a campaign set in the elven lands of the Vesve. It is suggested that the players have elven characters, preferably from the village of Flameflower. If not, they can either be visiting the village, or just passing through when Wizo is found.

Wizo was part of a mining group from the village of Lunadore. The gnome miners had been searching for months trying to find a suitable deposit of valuable stones or minerals when they stumbled upon a previous excavation. Not having been aware of any mining in the area, the gnomes investigated.

Within the caves of the mines, the gnomes were startled to find a large vein of silver. Thinking themselves quite lucky, they pitched camp and started digging.

Unfortunately, the mine had previously been excavated by a group of goblins. The goblins were not interested in the silver, but instead were searching for malachite to be used in the construction of a temple in the northern reaches of the forest. Returning to the mine, the goblins were furious to find their mine occupied by the gnomes.

In reality, the goblins are part of a larger operation under the direction of the rulers of Molag in the Horned Society. Tired of sitting back while Iuz claims more and more of the southern lands, the leaders of the Society have decided to begin construction on based of operation within certain regions – one of them being the northern Vesve.

In fact, some representatives of the Horned Society accompanied the goblins back to the mine to supervise the operations. They were instrumental in the capture and enslavement of the unfortunate miners.

The plan of the Society is to mine this malachite using the gnomes, and then to dispose of them. Their plans to move the ore to a different local will be detailed in the next adventures.

Unless otherwise indicated, the mine tunnels are 6-8’ in height and not illuminated. The chambers vary in height but are usually at least 10’ from floor to ceiling.

1. At the entrance to the mine stand two gnomes. They appear to be standing guard.

Just outside of the mine entrance is a pair of wagons. Each of the wagons seems to be loaded with some type of rock-like material. No horses or other draft animals are tethered to the wagons.

These "guards" are actually animated gnome zombies. Just inside the entrance stand two more of the same. They have been placed here to prevent anyone from entering. They will attack if the party gets within melee range.

Zombie, Common (Int. 0 Nonintelligent or not ratable; AL N; AC 8; MV 6; HD 2; hp 9, 7, 5, 8; THAC0 19; #AT 1; Dmg 1-8; SZ M; ML Fearless (20); XP 65)

The wagons are loaded with malachite ore. Any character with a mining or appraising proficiency can make a roll to attempt to discern it.

2. The sound of an argument seems to be drifting from just ahead. In the dim lantern light, you can see three small humanoids engaged in a loud conversation. From somewhere farther ahead, the sound of metal striking stone can be heard.

These goblins are in the midst of a disagreement about which of them should go and check on the zombies. The goblins are afraid of the creatures and do not wish to go near them. If the party is quiet, they can gain surprise on the goblins. Each has 1d6 sp.

Goblin (Int. Low to Average (5-10); AL LE; AC 6; MV 6; HD 1; hp 4, 1, 7; THAC0 20; #AT 1; Dmg 1-6 (by weapon); SZ S; ML Average (10); XP 15)

3. Flickering torchlight emanates from the chamber ahead. You hear the sound of grunting and every few seconds the sound of something being slammed to the rock floor.

Within this chamber are 4 goblins and a sub-chieftain. They are moving the supplies acquired from the gnomes into this chamber. 

Goblin (Int. Low to Average (5-10); AL LE; AC 6; MV 6; HD 1; hp 1, 2x5, 4; THAC0 20; #AT 1; Dmg 1-6 (by weapon); SZ S; ML Average (10); XP 15)

There are several kegs of ale and water, some dried rations and fruit, as well as two fine statuettes hidden in a sack beneath the food items (valued at 200gp and 400 gp respectively. 

The gnome’s equipment is also kept here. About a dozen suits of leather armor (gnome sized), short swords, maces and shields.

4. The sound of muttered conversation and snoring emanate from this dimly light chamber. The smell of smoke and filth drift out to your noses.

This is the main common area of the goblin party. In various stages of sleep are 12 goblins and 2 goblin sub-chieftains. The party will have automatic initiative and surprise if they decide to attack.

Goblin (Int. Low to Average (5-10); AL LE; AC 6; MV 6; HD 1; hp 1, 3, 4, 2x7, 2x6, 2x5, 3x8; THAC0 20; #AT 1; Dmg 1-6 (by weapon); SZ S; ML Average (10); XP 15)

Goblin, Subchief (Int. Low to Average (5-10); AL LE; AC 5; MV 6; HD 0+8; hp 2x8; THAC0 20; #AT 1; Dmg 1-8+1 (+1 short sword); SZ S; ML Average (10); XP 35)
The subchief wields a +1 short sword. The goblins have a small sack full of coins hidden under some straw. There are 361 cp and 132 sp. 

5. This chamber is dimly lit from a small lantern left burning in the southwestern corner. Near the far wall is a large pile of straw - apparently used for bedding. There are a few blankets near the western wall, along with a large iron trunk. A small wooden table with a bottle and cup sit near the center of the room with three wooden stools. 

This is the chieftain’s lair. He is currently observing the excavation, but his pet worgs are in the room and will attack any non-goblin entering the cavern.

Wolf, Worg (Int. 5-7 Low intelligence; AL NE; AC 6; MV 18; HD 3+3; hp 18, 11, 24; THAC0 17; #AT 1; Dmg 2-8; SZ S; ML Steady (11); XP 120)

In the trunk are 22 gp, 115 sp, a normal buckler and a potion of healing. On the tabletop lie three gems; a black opal (50 gp value), a piece of obsidian (10 gp value), and a large polished piece of malachite (100 gp value).

6. This chamber is completely dark. A dank, animal smell reaches your nose from the darkness.

The goblins are quite aware that this cave is full of bats and go out of their way to avoid it.

Bat, Large (Int. 1 Animal intelligence; AL N; AC 8; MV 3, Fl 18(C); HD 1d4; hp 3x1, 5x4, 3x2, 3; THAC0 20; #AT 1; Dmg 1d2; SZ M; ML Unsteady (5-7); XP 35)
Near the western wall are the remains of a human skeleton still wearing a suit of spiked leather armor in relatively good condition.

7. The sound of loud, agitated conversation echoes from this chamber, Inside are 6 humanoids standing in a semi-circle with their backs facing you. They seem to be discussing the cavern opening to the northwest.

These six goblins are discussing the best way to rescue their fellow goblins that are being held by the spiders in area 8. They will not notice the party unless they make any loud noises. They have no treasure.

Goblin (Int. Low to Average (5-10); AL LE; AC 6; MV 6; HD 1; hp 2, 3x5, 6, 3; THAC0 20; #AT 1; Dmg 1-6 (by weapon); SZ S; ML Average (10); XP 15)

8. This chamber is completely dark.

Throughout the floor of the chamber are various coins strewn about in a haphazard fashion. A mace lies near the western wall. 

The sound of grunting and shuffling drifts down from above you. Gazing up you are shocked to see most of the ceiling 40' above you is covered in silk-like webbing. Two large balls of webbing bob back and forth slightly on the webs. A small arm can be seen hanging out from one of them.

Suddenly, four large spiders rush down from the ceiling towards you.

The spiders have captured two of the goblins that are now close to death. The coins strewn about the floor are from previous victims.

Spider, Large (Int. 0 Nonintelligent or not ratable; AL N; AC 8; MV 6; HD 1+1; hp 3x8, 3; THAC0 19; #AT 1; Dmg 1; SZ S; ML Unsteady (7); XP 175)

The mace is normal, however a close inspection of the entire chamber will yield 228 cp, 87 gp, 40 pp, 60 sp and a +1 ring of protection.

9. Five small humanoids see you coming, draw their weapons and rush towards you.

These goblins will attempt to keep the party from advancing. If the battle seems to be going against them, they will rush to area 11. They have 1d4 cp each.

Goblin (Int. Low to Average (5-10); AL LE; AC 6; MV 6; HD 1; hp 8, 6, 7, 1, 4; THAC0 20; #AT 1; Dmg 1-6 (by weapon); SZ S; ML Average (10); XP 15)

10. Four gnomes lie against the eastern wall, shackled by the wrists and ankles. One of them looks in your direction and his eyes widen. He then makes a motion to the southern section of the room.

A large furry animal lies snoring in the center of the room. Along the southern wall are a group of humanoids rolling dice for a small pile of coins. They do not seem to notice you as they shout at each other.

These goblins are supervising the second shift of gnome workers. The gnomes mine in two sets of four. As one group works, the other is brought here to rest.

Goblin (Int. Low to Average (5-10); AL LE; AC 6; MV 6; HD 1; hp 3, 2x4, 2x6; THAC0 20; #AT 1; Dmg 1-6 (by weapon); SZ S; ML Average (10); XP 15)
Goblin, Subchief (Int. Low to Average (5-10); AL LE; AC 5; MV 6; HD 0+8; hp 8; THAC0 20; #AT 1; Dmg 1-8 (battle axe); SZ S; ML Average (10); XP 35)

Wolf, Worg (Int. 5-7 Low intelligence; AL NE; AC 6; MV 18; HD 3+3; hp 18; THAC0 17; #AT 1; Dmg 2-8; SZ S; ML Steady (11); XP 120)

Gnome, Forest (Int. Varies (3-17); AL NG; AC 10; MV 12; HD 2; hp 3, 2x2, 1; THAC0 18; #AT 1; Dmg By weapon; SZ S; ML Elite (14); XP 120)
The goblins are rolling dice for 21 gp taken from the gnomes.

The gnomes are far too weak to assist the party, but will promise to stay out of the way. They have not seen the Horned Society representatives, but they know the chief is quite powerful and can tell the party a general number of goblins they have seen (about three dozen).

11. What a tragic site before you! Four dirty and ragged gnomes are employing mining tools along the eastern walls. They seem as though they might keel over at any moment.

There is a large pallet along the southern wall piled high with rocks and a black ore. Another large amount of rocks is strewn haphazardly along the northern wall.

The gnomes are being supervised by a group of humanoids that whip them unmercifully as they toil. Standing a short distance away from you are three humanoids wearing black cloaks.

These goblins are forcing the gnomes to mine for malachite in this chamber. The malachite is piled onto pallets and then moved to the entrance of the mine. 

The material in the northern section is raw ore, but a close examination will show that it yields a substantial amount of unrefined diamonds and silver.

The three humanoids are the representatives of the Horned Society. The goblin chief is showing them the operation in action. The evil priest Wehlen Qesteen is leads the trio. All are human.

Wehlen Questeen, 5rd level priest of Nerull (AL LE; AC 3; MV 12; hp 26; THAC0 18; #AT 1; Dmg 1-8 (+1 mace), SZ M; XP 200)

Wehlen knows the following spells:

First level spells:
curse, cause light wounds, darkness

Second level spells:   heat metal, silence 15’ radius, hold                                                     person

Third level spells:
animate dead

Wehlen is wearing a medallion with a symbol of Nerull. He will make every attempt to flee at the earliest opportunity.

Men-t-Arms (2); 2nd level fighters, AL LE; AC 5; MV 12; hp 15, 13; THAC0 19; #AT 1; Dmg 1-8 (longswords); SZ M; XP 100 each)

Goblin, Chief (Int. Low to Average (5-10); AL LE; AC 4; MV 6; HD 1+8; hp 16; THAC0 19; #AT 1; Dmg 1-8 (battle axe) or 1-6 (short sword); SZ S; ML Average (10); XP 35)

Goblin, Subchief (Int. Low to Average (5-10); AL LE; AC 5; MV 6; HD 0+8; hp 3x8; THAC0 20; #AT 1; Dmg 1-8 (battle axe); SZ S; ML Average (10); XP 35)

Goblin (Int. Low to Average (5-10); AL LE; AC 6; MV 6; HD 1; hp 2x4, 3, 2x2, 7, 5, 2x8, 6; THAC0 20; #AT 1; Dmg 1-6 (by weapon); SZ S; ML Average (10); XP 15)

Gnome, Forest (Int. Varies (3-17); AL NG; AC 10; MV 12; HD 2; hp 2, 3, 4, 5; THAC0 18; #AT 1; Dmg By weapon; SZ S; ML Elite (14); XP 120)
Wehlen will refuse to answer any questions, insisting that he answers to a more dreadful power. If he is brought back to the village, the priest will be able to question him at great length, and discover the plans of the Horned Society.

He does have a piece of parchment upon which is scrawled a note with the symbol of the Horned Society. If this is returned, it will also assist the priests in locating the next outpost where the malachite is being sent.

In the next adventure, the party will be sent to locate the newest temple/outpost of the Horned Society and foil the attempts of the evil beings within!
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