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Medium natural humanoid Soldier
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The Scouring of Gate Pass   •   A" One: The Secret Mee#ng

a ba!le has begun at the nearby west wall. 
Townsfolk rush about trying to put out "res or 
get to the shelter of temples, and soldiers hurry 
to their posts, slowed by the throng and chaos. 
All the while, bells ring urgent warnings up and 
down the mountain pass

When the rest is completed, Torrent 
announces that it is time to get to the 
depository in the next ward.

Scene 3: The Ci" 
Under Attack
Level 3 (775 XP)

The Situation
As the party heads for their rendezvous 

with Rivereye at the depository, the 
confusion and the mass of people surging 
about in near darkness makes travel di#cult. 
While they travel, the following events occur 
in their path. All the quests together equate to 
one single encounter of 775 XP (EL 3). Each 
quest completed will a$ect the lives of those 
involved and may provide new springboards 
for adventure in Gate Pass (see also Adventure 
Nine, !e Festival of Dreams).

Que$ 1: Aid to &e 
Wounded (100+ xp)

The Situation
Read the following:

Traveling quickly from the remains of the 
pub, you see that Gate Pass is in turmoil. Torrent 
moves ahead about twenty feet, making haste 
for the depository. As you round a corner, you 
nearly run over a man carrying a woman out 
of a doorway. Both are burned severely and he 
appears nearly spent. !ree children, huddled 
in coats and whimpering, follow behind. “Help 
me,” the man croaks, his pain clearly visible.

If the heroes move by without helping, the 
man collapses, forcing one random hero to 
make a DC 10 Dexterity check or get tripped 
up in the fall. If they still continue on, Torrent 
doubles back and o$ers aid, informing the 
party that they can spare a li!le time to do the 
right thing. No XP is awarded in this case.

If the party helps the family, award the quest 
XP. If they go out of their way and "nd shelter 
at a temple a block away, award an additional 
story award of 100 XP.
%e man’s name is Rensar.

Que$ 2: Burning 
Building (250 xp)

The Situation
Read the following:

As you pass a number of burning structures, 
you see people crossing the connecting 
skybridges to safety. From a building ahead, 
you hear screaming and see a cluster of 
bystanders staring and pointing upwards 
towards the fourth floor, just below the roof.

A woman, named Maibel, is looking out an 
open window to the people below, screaming 
for help. Smoke billows from the portal and 
she looks back into the burning edi"ce, and 
then screams even louder as she turns back 
to face the street. She claws up the frame and 
places a foot on the sash.

Development
Maibel will jump if the heroes cannot or 

will not help. Racing up the stairs to rescue her 
without some "re protection is impossible.

Any plausible resolution awards the quest 
XP, even if the outcome results in a failure. 
Some possible options are:

Arrange to catch Maibel with a blanket. * 

Up to eight people can participate. Have 
the strongest character make a DC 20 
Strength check to successfully catch her. 
Other characters can use an Aid Another 
action to lend support.
Climb up the side of the building to * 

reach Maibel and climb back down with 
her on the character’s back. %e wall 
surface is uneven: climbing up requires a 
DC 15 Athletics check; climbing down 
with Maibel, a DC 20 Athletics check.
Use a skybridge to access the building’s * 

roof and lower a rope to Maibel. A 
hero doing this must make a DC 10 
Endurance check to avoid 5 points of "re 
damage from the heat and smoke.

Que$ 3: Terror in &e 
Skies (100 xp)

The Situation
Read the following:

Only a block away looms the gate 
that leads to the next district, and your 
destination, the depository. !e press of 
people is considerable as they flee eastward, 
and the passage is too narrow to allow easy 
exit from the western ward.

As you push on, screams begin to erupt 
from the north. At first, they are far away, but 
slowly, like a wave rolling onto the shore, the 
panic grows and moves southward. A soldier 
patrolling the gate wall suddenly jumps with a 
curdling scream into the crowd and disappears 
from your view.

You think you still hear his screams go on 
a moment and then stop, but you can’t be 
sure; his plight is quickly eclipsed when less 
than a dozen feet from you, men, women and 
children begin to wail.

Development
%e heroes are susceptible to an irrational 

panic. Non-dragonborn characters must 
succeed against a Fear a!ack; +10 vs. Will or 

What if Torrent Dies?
If Torrent dies, it is not too hard to give 

the party the information they need to 
succeed. A note on the dead cleric’s body 
or a map in her gear can direct the heroes 
to the rendezvous with Rivereye and to 
the safe house, and it is not hard to find 
out where the road to the fire forest is. You 
could also have another member of the 
resistance link up with the party at the safe 
house — perhaps even Rantle — to act as a 
guide to the city.

Kathor Danava — Art by Claudio Pozas
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