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Dine Divine: A Sneak Peek at Bluffside

Description of Establishment: This
eating establishment hosts an unusual
dichotomy of beauty and pain. Two bounc-
ers check all weapons at the door. The
inside is done all in wood carved with a
dark, rich, beautiful feel. The walls hold
paintings of historical events, each featur-
ing a different god. Above those tables
against the walls are holy symbols of all the
deities worshipped in Bluffside. Only
patrons wearing the right symbol can sit at
the table of a specific god. The rest of the
tables are available to anyone. In the center
of the establishment is a round fighting
ring, with a sign above: “Don’t ruin the fur-
niture! Take your disagreements here, and
may the strongest believer win!” This is
where “holy fights” take place, proving for

all to see whose belief is strongest. Dine
Divine is considered one of the toughest
pubs in the city.

Owner/Promi-
nent Resident:
Farkham McDoug-
nam

Description of Owner/Prominent
Resident: Farkham is a short human with
a rough demeanor. He is usually behind the
bar, serving drinks and making conversa-
tion. Once a well-known thief in Bluffside,
his career ended when one robbery went
horribly wrong. He was caught and sum-
marily sent “over the edge” by his victim.
Fortunately, the wind was heavy and luck
was with him. He was pulled out of the bay
on the verge of death by a passing cleric.
Now, all Farkham has from that dreadful
night is a limp and memories. He felt that
the gods gave him a second chance, so he
quit his thieving life, opened this pub, and
dedicated it to the people closest to the

gods as a thank you. A cleric of any deity
with a permanent location in the Temple
District can get all food and drink at cost.
Whenever a new religion comes in,
Farkham gets the symbol posted over a
table along the wall. As the pub grew in
popularity, so did the theological debates,
which grew more heated and often physi-
cal. Farkham established the ring to pro-
tect his furniture. Many a patron has
discovered his pious side while watching
the heated discussions within the ring, and
gambling cannot be bad when it’s part of a
philosophical discussion, can it?

List of Regulars:
Brandyn & Jezzica
Bergen  – Brandyn
and Jezzica live in a
well maintained
house in Old City
with his sister. They

are the last of the Bergens, a line of royalty

Dine Divine

Key
TD1

Type of Establishment:
Inn/Tavern Male human Rog7/

Exp3; hp 50; see 
Appendix 1: NPCs

Male human Pal6; 
hp 48; female 
human Sor9/BGn1/
Ftr1; hp 55; see 
Appendix 1: NPCs
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from the south that came to Bluffside for a
change of pace from the "less civilized"
lands. When he is not with his sister he can
be found at Dine Divine.

Kinkar Kinlay (NC8)
Walnd (TD12)

Hooks:
• The person who sent Farkham “over the 

edge” has discovered he is still alive. He 
is actively searching through the pubs of 
Bluffside.

• The PCs are taunted into a religious 
“discussion” once inside the tavern. 
When it reaches a heated level, they will 

be called out to enter the ring and prove 
the validity of their beliefs.

Excerpt from 
Appendix 1: NPCs

Farkham McDougnam: Male human 
Rog7/Exp3; CR9; Medium-size humanoid 
(human); HD 10d6+13; hp 50; Init +7 (+3 
Dex, +4 improved initiative); Spd 30 ft.; AC 17 
(+3 Dex, +4 bracers of armor; touch 13, flat-
footed 14); Atk +13/+8 melee (1d4+4, 19-20/
x2, +3 dagger), or +10/+5 melee (1d6+3, 19-
20/x2, +2 short sword ghost touch); SA Eva-
sion, sneak attack +4d6, uncanny dodge; SV 
Fort +4, Ref +9, Will +7; AL N; Str 13, Dex 16, 
Con 13, Int 14, Wis 14, Cha 15.

Languages: Common, dwarven, gnome.
Skills and Feats Appraise +11, Balance 

+12, Bluff +11, Climb +10, Diplomacy +14, 
Disguise +7, Gather Information +12, Listen 
+13, Move Silently +13, Open Lock +13, Pick 
Pocket +13, Search +12, Sense Motive +14, 
Spot +9, Use Magic Device +10; Alertness, 
Improved Initiative, Quick Draw, Toughness, 
Weapon Finesse (dagger).

Possessions: +4 bracers of armor, +3 dag-
ger, +2 ghost touch short sword, stone of good 
luck, ring of invisibility, misc. coins.

Note: Stone of good luck confers a +1 luck 
bonus on saving throws, ability checks, and skill 
checks.
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1. Definitions: (a)"Contributors" means the
copyright and/or trademark owners who have
contributed Open Game Content; (b)"Derivative
Material" means copyrighted material including
derivative works and translations (including into
other computer languages), potation, modifica-
tion, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other
form in which an existing work may be recast,
transformed or adapted; (c) "Distribute" means
to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute;
(d)"Open Game Content" means the game
mechanic and includes the methods, procedures,
processes and routines to the extent such content
does not embody the Product Identity and is an
enhancement over the prior art and any addi-
tional content clearly identified as Open Game
Content by the Contributor, and means any work
covered by this License, including translations
and derivative works under copyright law, but
specifically excludes Product Identity. (e) "Prod-
uct Identity" means product and product line
names, logos and identifying marks including
trade dress; artifacts; creatures characters; sto-
ries, storylines, plots, thematic elements, dia-
logue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and
other visual or audio representations; names and
descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and
special abilities; places, locations, environments,
creatures, equipment, magical or supernatural
abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered
trademark clearly identified as Product identity by
the owner of the Product Identity, and which spe-
cifically excludes the Open Game Content; (f)
"Trademark" means the logos, names, mark,
sign, motto, designs that are used by a Contribu-
tor to identify itself or its products or the associ-
ated products contributed to the Open Game
License by the Contributor (g) "Use", "Used" or
"Using" means to use, Distribute, copy, edit, for-
mat, modify, translate and otherwise create Deriv-
ative Material of Open Game Content. (h) "You"

or "Your" means the licensee in terms of this
agreement. 

2. The License: This License applies to any
Open Game Content that contains a notice indi-
cating that the Open Game Content may only be
Used under and in terms of this License. You
must affix such a notice to any Open Game Con-
tent that you Use. No terms may be added to or
subtracted from this License except as described
by the License itself. No other terms or conditions
may be applied to any Open Game Content dis-
tributed using this License. 

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

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

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

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

7. Use of Product Identity: You agree not to
Use any Product Identity, including as an indica-
tion as to compatibility, except as expressly
licensed in another, independent Agreement with
the owner of each element of that Product Iden-
tity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered
Trademark in conjunction with a work contain-
ing Open Game Content except as expressly
licensed in another, independent Agreement with
the owner of such Trademark or Registered
Trademark. The use of any Product Identity in
Open Game Content does not constitute a chal-
lenge to the ownership of that Product Identity.

The owner of any Product Identity used in Open
Game Content shall retain all rights, title and
interest in and to that Product Identity. 

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

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

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

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

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

13. Termination: This License will terminate
automatically if You fail to comply with all terms
herein and fail to cure such breach within 30
days of becoming aware of the breach. All subli-
censes shall survive the termination of this
License. 

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

15. COPYRIGHT NOTICE 
Open Game License v 1.0a Copyright 2000,
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System Reference Document Copyright
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Dave Arneson. 
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