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Getting Started

To use this adventure supplement you will require
use of the Dungeons & Dragons® Players Handbook
(third edition) published by Wizards of the Coast®.

Introduction

PC’s, on the whole, can be an unpredictable lot,
suddenly going off in completely the opposite direction
to that which you (the DM) had planned, or insisting on
visiting a possible adventure area that appears on their
campaign map - but which you have not designed yet.
This is where a ‘side-track’ adventure may be able to
help. The basic idea behind these ‘mini-adventure’
supplements is that, while they can be used a small
adventures on their own, they can also be ‘inserted’ into
an existing adventure or campaign as an extra area for
your players to explore.

Each ‘side-track’ adventure therefore concentrates
solely on the ‘dungeon’ aspect of the encounter(s), and
contains full colour floor-plans for use with your
25-30mm miniatures (if you so desire). Even if you
don’t use miniatures, using the floorplans to show the
layout of the dungeon is a great time saver (rather than
having to quote the exact room dimensions for the
party’s mapper all the time).

With any luck, these ‘side-track’ adventures may
help you create a more believable world for your
players to explore - after all, it’s always a good idea to
have a back-up dungeon or two up your sleeve for those
times when your players seem to ignore every hint you
throw at them and go off at a complete tangent.

Background Information
& Adventure Summary

This adventure supplement details the layout of a
simple lair. Although the default entrance is in the form
of a large doorway cut into the mountainside, the lair
itself could be placed within an existing dungeon,
beneath the ruins of a nearby castle, or even be the
forerunner to a somewhat larger settlement... the
possibilities are endless.

Within this particular dungeon are number of
monsters to overcome (via battle or parley), a simple
puzzle to solve along the way, and few items of treasure
to make the whole excursion worthwhile. You should
also note that the listen skill is used extensively within
this adventure and so DM’s should be fairly familiar
with this skill before running the encounters.

As is the aim of all the side-track adventures - this
supplement should prove easy for a DM to use at a
moments notice and (hopefully) prove useful should
you require a simple lair for your players to enter... and
need one in a hurry!

Adventure Hooks

Following are a number of circumstances in which
you may find this mini-adventure useful, as well as
several ideas on how to use this supplement as an
adventure in itself.

® The dungeon is an old abandoned ‘lookout post’ of
an ancient dwarven fortress that is located in the
nearby mountains. In recent times it has been used
as a stop off point for many a ranger and traveller
due to a minor enchantment that has been placed
upon the tainted well inside (that makes it produce
a pail of fresh water once per day), not to mention
the shelter that it provides against the bitter winds
that plague the area. However, a group of orc
raiders has recently taken up residence within...

®* A dingy dungeon beneath the ruins of a wizards
tower is thought to be the lair of a group of orc
brigands that have been terrorising the local trade
routes.

® The adventures are simply looking for a place to
hide or to take shelter - and where could be better
than the old abandoned dwarven outpost where
no-one else dares tread...

® The adventurers simply insist (much to your
displeasure) that they travel to that mysterious
‘ruin’ icon that appears in the mountains of the
campaign map.

® As a result of a previous adventure/encounter, the
adventurers are tracking a group of orcs (or
bugbears) to their lair or temporary hideout.

The Dungeon Layout
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1. Entrance

Before you stands a large rectangular doorway
that appears to have been painstakingly carved into
the very mountainside itself. Upon either side of the
shadowy entrance are various depictions of dwarven
warriors that have been intricately carved into the
rock face (which although a little weathered, are still
clearly visible - despite the obvious passage of
time). Beyond the actual doorway can be seen a
narrow set of stone steps, that leads down into the
bowels of the mountain.

Characters with the ‘Track’ feat may examine the
area around the entrance for signs of recent passage if
they so desire. To do this, the character is required to
make a wilderness lore check (DC20), which if
successful will reveal scuff marks on the side of the
entrance and a few loose stones and pebbles that look to
have been recently disturbed.

Note: characters without any way of seeing in the dark
(a torch, lamp, darkvision etc.) will not be able to see
any further into the dungeon (until reaching area 5).

2. Main Corridor

The slippery moss covered stairs lead down into a
wide passage over 30ft long with a narrow passage
leading off to the south in the opposite corner. Also
located in the south wall is a 10ft wide alcove into
which is set a large double door that looks to have
been constructed from iron (judging by the amount
of rust that covers it’s entire surface).

Set into the alcove on either side is a small hole,
each of which once contained a poisoned dart that
would shoot out at anyone who attempted to open the
door without first speaking the correct password.
However, since the complex’s abandonment, these traps
have long since been triggered and any character who
searches the alcove for such devices will only find the
aforementioned ‘empty’ holes (though a successful
search check DC20 is still needed to locate them).

Located in on the other side of the doors are two orc
guards who are occupied in a crude dice game.
Therefore if a character makes any kind of noise while
in the main corridor he/she will give the orcs the
opportunity to make a listen check (with a -2 modifier -
as they are rather engrossed with their game) to
determine whether they are discovered (see page 71 of
the players handbook for possible DC’s).

In addition, these orcs are making quite a bit of
noise themselves and so any character that enters the
main corridor is allowed a Listen check of his/her own
(DC8) in order to hear their muffled voices. Any
character who actively listens at one of the doors is
allowed a separate listen check (DC6), to determine
whether he/she can make out the gruff guttural speech
from within.
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If the character can also speak orc*, then you may
allow him/her to hear one or two of the following
phrases:
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e “HA!!! me wins... me wins
e “...yastinkin’ lizard!”

e “Baahhh... be quiet - or me will bash ya!”
¢ “Ya cheatin’ dwarf-lover! - gimme a go!”

* Note: if you are using this adventure for a higher level
party (see page 5 for more details), and have replaced
the orcs found in this area with bugbears, then you will
also have to take into consideration that the bugbears
will be speaking in the goblin language (rather than the
orc tongue).

Important Note: If the orcs hear any sounds coming
from the main passage, they will cease their game and
draw their weapons (thus preventing the characters from
making any more successful listen checks - as the orcs
will now remain silent). Only after all sounds have
ceased for 1 minute (6 turns) will the orcs eventually
come out to investigate the cause of the disturbance.
Also note that there is a half-orc character lurking in
area 5 that may be entitled to his own listen check
should combat break out in this area (DC 10 for a battle
that takes place in the corridor or DC 22 for a battle in
the guard room). On a successful check the half-orc
(known as Unlagu) will come to investigate the cause of
the racket.

3. Guard Room

The doors open inward to reveal a large square
room tainted with the smell of sweat mingled with
that of an open latrine. Toward the south-western
corner is what looks to be an old well covered in
various mosses and slimy residues, while upon the
floor a few cockroaches scurry back and forth
between small heaps of rubbish.

Obviously, depending on what has transpired in the
main corridor (i.e. any noises that were made/heard)
will directly influence what the characters will find
when they enter this room. If, for example, the
characters are aware that there is ‘something or
someone’ inside the room, but the orcs have not heard a
thing - then the characters will surprise the unsuspecting
orcs - who will be found huddled together in the corner
of the room, pawing over a couple of primitive dice.
However, if the tables are turned and it is the PC’s who
have heard nothing - then the orcs will be ready and
waiting (and will thus surprise the characters). The
other options include scenarios where both parties are
aware of each other (and thus both waiting with
weapons drawn); both the PC’s and the orcs surprise
each other; and finally, where the orcs come out to
investigate any noises that they hear.



4 Orcs (2): CRI; medium size humanoid (orc); HD
1d8; hp 4; Init +0; Spd 30ft; AC14; Atk +3 melee
(1d6+2 scimitar), +1 ranged (1d8 longbow); SQ
darkvision 60 ft., light sensitivity; AL CE; Sv Fort +2,
Ref +0, Will -1; Str 15, Dex 10, Con 11, Int 9, Wis 8§,
Cha 8.

Skills and Feats: Listen +2, Spot +2; Alertness.

Special Qualities: Light Sensitivity (Ex): Orcs suffer a
-1 penalty to attack rolls in bright sunlight or within the
radius of a daylight spell.

Possessions: scimitar, longbow, chain shirt, 1d20
arrows in an animal-hide quiver, and 1d20 copper coins.

The well in this room has long since ceased to
supply fresh drinkable water and so had been used as a
kind of ‘garbage chute’ by the recent occupants (as well
as for less sanitary uses). However unknown to the orcs,
a minor enchantment was once placed upon the tainted
well so that once a day it would produce a bucket full of
fresh, clean water if the correct command word was
spoken. Therefore any character who examines the well
will find and old worn inscription running around the
rim that is written in elven and reads as follows:

“Speak kindly and though shalt
be blessed with the giver of life.”

If a character then speaks the word ‘kindly’ (in
elven) and lowers a bucket (or some other container)
into the well, he/she will be rewarded with a bucket of
cold, clear water when he/she pulls it back up.

In Addition, any character searching through the
piles of rubbish in this room will discover a single silver
coin amongst the refuse (on a successful search check
DC10). Any character searching the corner of the room
where the orcs were gambling will discover two crudely
made dice made out of some kind of animal bone, a
waterskin half full of foul tasting wine, and 13 copper
coins (no search check is required).

4. Corridor

The narrow passage runs in a southerly direction
for approximately 30ft and leads to and old corroded
iron door hanging clumsily from it’s rusty hinges.
Around halfway down the corridor is another alcove
off to the east, into which is set another set of iron
double doors - not too dissimilar to the ones found
in the main corridor - though in a slightly worse
state of repair.

Note that the double doors in the east wall lead to
the lair of a large half-orc named Unlagu - who acts as
the leader of this ragged band of orcs. As long as he has
not already been encountered (i.e. he has not heard any
sounds of battle and thus not come running to his
henchmen’s aid) he will be found in the room beyond.
Therefore, if the characters make any noise in the
corridor outside his lair, Unlagu will be allowed a listen
check to see if he becomes aware of their presence (and
thus be ready for them when they enter).

Also, if the characters attempt to open the door
leading to area 6 (which will creak loudly as it does so),
the half-orc is allowed another listen check (DCS8) to
determine whether he comes to investigate the noise or
not.

Important Note: If a fight breaks out in this area and
the orcs in area 3 have yet to be encountered, then they
should be allowed a listen check (DC20) to determine
whether they hear the noise of the battle and thus come
running to their leader’s aid (remembering to apply the
-2 penalty if the pair are still engrossed in their dice
game).

5. Barracks

Beyond the doors is a rectangular room dimly lit
by a low burning lamp hanging above a old crooked
looking table in the north-eastern corner. Upon the
table is what appears to be a couple of tattered pages
torn from an old book, next to which lies an
overturned goblet and a few coins.

As in area 3, what the adventurers discover in this
room will vary according to whether Unlagu (the
half-orc fighter who has made this chamber his
temporary home) has yet to be encountered. If he still
resides within this small rectangular room he will be
found either examining the pieces of paper upon his
desk (if he is surprised by the characters), or standing
behind the desk with his weapon drawn (if he has heard
the characters rummaging around outside).

€' Unlagu: male half-orc fighter; CR1; medium size
humanoid (orc); HD 1d10+1; hp 11; Init +1 (Dex); Spd
30ft; AC16; Atk +5 melee (1d8+2 longsword), +2
ranged (1d6+2 javelin); SQ darkvision 60ft; AL NE; Sv
Fort +3, Ref +1, Will +0; Str 15, Dex 13, Con 13, Int 8,
Wis 11, Cha 7.

Skills and Feats: Climb +3, Listen +2, Spot +2;
Alertness, Weapon Focus (longsword).

Possessions: Chainshirt, small steel shield, masterwork
longsword, javelin, 1d20 gold coins, and a large
amethyst gem (worth 150gp).

Unlagu himself is a cunning foe, however he would
rather not fight if he is outnumbered by more that
two-to-one - unless the party looks particularly battered
(perhaps from an earlier combat with the orcs in the
guard room). If the situation looks favourable to him -
he will simply charge the invading adventurers and
hope to win through by sheer force. However if the
odds are stacked against him (or he becomes badly
injured) he will attempt to parley with the PC’s by
offering an outstretched arm with two crude looking
dice in his hand (similar to the ones found in the guard
room), and will attempt to convince them to play a
game of ‘doubles’ - to determine the outcome of the
encounter (rather than a battle to the death).



If the half orc attempts to parlay:

The dirty creature (that looks somewhat less than
half-human), holds ups it’s filthy hands, a look of
dismay in it’s deep set eyes. “Me want’s no
trouble!” it grunts in a pitiful attempt at the common
tongue.

If the PC’s allow him to continue:

The half-orc rummages around in it’s belt pouch
and pulls out a couple of crude looking dice, which
it shows to you in it’s outstretched hand. “Me will
play ya at doubles...” it says “...and if me wins -
you’s will go from ‘ere - an’ leave me alone. But if
you’s win - I’ll be givin’ you’s a present - an’ you’s
will let me go?”
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If the chance to parley comes around (or indeed if
the PC’s instigate it), the party will hopefully accept the
half-orc’s offer and will play him at the dice game (see
page 5 for the rules of the game). However there is
nothing to stop them simply hacking Unlagu to pieces
either before or after the game is played, though players
with certain alignments should be discouraged from
doing so (for example - a lawful good character may be
suspicious of the half-orc’s true intentions, but he/she
would still probably give Unlagu the benefit of the
doubt, and thus play him at his game).

Unlagu, on the other hand, is a less scrupulous
character, and if he looses the game he will (at least
initially) give the characters the ‘present’ he promised
them (which is in the form of the a large gem which he
has upon his person), and make his way (somewhat
disgruntled) toward the exit. However, if the orcs in the
guard room have not yet been encountered (or if it is
not obvious to Unlagu that they have already been
defeated) he will attempt to rouse them as he pretends to
exit - and thus return to do battle with the characters in
a hope to retrieve his lost treasure. If, however Unlagu
can see that his henchmen have already been slain, he
will leave the dungeon (as promised), but may well seek
vengeance on the PC’s at some later date (perhaps in a
subsequent adventure).

If the PC’s are given the opportunity to search the
table of this room they will discover that there are 2d6
gold coins scattered across the top, and that the
upturned goblet contained nothing more than stale
tasting wine (which can be found splattered across the
surface of the table). The two pieces of paper, however,
are actually arcane spell scrolls* (summon monster II &
Melf’s acid arrow), which together are a greater treasure
than Unlagu’s gem (but obviously, the half-orc is
unaware of this).

* Note: if you are using this adventure for a higher level
party (see page 5 for more details), then you may like to
replace these items with scrolls of summon monster IV
& fireball instead.

6. Store Room

The heavy door swings open with a loud creak to
reveal a small square chamber filled with reek of
rotten foodstuffs. In the south-eastern corner are
several wooden crates (in various states of repair)
that have been piled atop one another in a somewhat
haphazard fashion - from which the foul smell
appears to be emanating.

This room is where the orcs have brought their
plunder from recent raids, which consisted mostly of
foodstuffs encased in sturdy wooden crates (which can
now be seen stacked in the far corner of the room).
Unfortunately, not all of the contents of these crates has
endured the passing weeks too well in this dank
environment - hence the nasty aroma that greets the
PC’s as they enter.

If the PC’s insist on searching the crates for possible
salvageable items, they will find the following articles
amongst various broken pots, torn sacks, and maggot
riddled perishables:

* A sack containing around 2'lb of flour (worth 15
cp - including sac).

e Around ’lb of hard mouldy cheesy (worthless but
just about edible)

* 3 loaves of stale bread (worthless but edible)

e 1 pitcher, half full of common wine (worth around

1sp)

In addition to the above, this room also contains a
small secret compartment that can be found beneath the
middle slab of the flagstone floor (DC20 to find), that
was created, long ago, by the dungeon’s previous
tenants. Within this shallow, 1ft deep, dusty
compartment can still be found a small vial, which in
turn contains a magical potion of cure light wounds*.

* Note: if you are using this adventure for a higher level
party (see page 5 for more details), then you may like to
replace this item with potion of cure moderate wounds
instead.

Additional note: If in your campaign world you like all
potions of a comparable effect (healing for example) to
have a similar taste (so that PC’s may ‘sip’ the potion to
help determine the effect), you may choose to make the
healing potion that is hidden in this room have a sweet
refreshing taste, not too dissimilar to that of fresh
strawberries.




The Game Of ‘Doubles’

‘Doubles’ is a fairly straightforward dice game
played between two opponents, usually for small sums
of money. The game itself requires two (six sided) dice,
and is possibly the most common game played amongst
the ‘common’ people.

Before any dice are rolled, both players agree on a
bet, though in the above case the ‘wager’ is suggested
by Unlagu (i.e. if he wins the PC’s leave and vice
versa). Both players then roll the two dice (one player at
a time), and compare the results.

The aim of the game is to have a higher total (i.e.
adding the results of both dice together) than your
opponent. However if a player rolls a ‘double’ (i.e. both
die come up with the same figure - ‘double one’ for
example) that roll will beat any other ‘non-double’ roll
no matter what the total result is. However, if both
players roll a double, it is the higher ‘double’ that wins
(with both players re-rolling in the event of a tie).

Optional rule: It is suggested that in the above scenario
(when playing ‘doubles’ against the half-orc Unlagu)
that the game is played on a ‘best of five’ basis.

Scaling The Adventure

For a higher level party (e.g. level 3-4) you may find
it beneficial to alter this adventure slightly - so that it
proves more challenging to your players. If this is the
case, it is suggested that you either double the amount
of orcs found in area 2 (for a CR2 encounter) or replace
them with 2 bugbears (for a CR4 encounter). You will
also need to make the half-orc ‘Unlagu’ a little tougher,
and therefore should use the stat block given below
rather than the one within the body of the adventure.

4 Bugbears (2): CR4; medium-size humanoid
(goblinoid); HD 3d8+3; hp 16; Init +1 (Dex); Spd 30ft;
AC17; Atk +4 melee (1d8+2 morningstar), +3 ranged
(1d6+2 javelin); SQ darkvision 60ft; AL CE; Sv Fort
+2, Ref +4, Will +1; Str 15, Dex 12, Con 13, Int 10,
Wis 10, Cha 9.

Skills and Feats: Climb +2, Hide +3, Listen +3, Move
Silently +6, Spot +3; Alertness.

Possessions: leather armour, small shield, morningstar,
javelin, and 1d20 copper coins.

@' Unlagu: male half-orc fighter; CR4; medium size
humanoid (orc); HD 4d10+4; hp 32; Init +5 (+1 Dex,
+4 improved initiative); Spd 30ft; AC16; Atk +9 melee
(1d8+3 longsword), +6 ranged (1d6+3 javelin); SQ
darkvision 60ft; AL NE; Sv Fort +5, Ref +2, Will +1;
Str 16, Dex 13, Con 13, Int 8, Wis 11, Cha 7.

Skills and Feats: Climb +4, Jump +3, Listen +2, Spot
+2; Alertness, Dodge, Improved Initiative, Weapon
Focus (longsword), Weapon Focus (javelin).
Possessions: Chainshirt, small steel shield, masterwork
longsword, javelin, 1d20 gold coins, and a large
aquamarine gem (worth 750gp).
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