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Happy 
holidays! 
This past year, I 
generated some 
interest in my 
home campaign 
of Steffenhold 
when I posted 
photographs on 
GnomeStew.com 
of the diarama / 
map I had built 
several years 
earlier. 

This map details 
the fictional 
frontier town that 
serves as the centerpiece of the campaign.  
 
But, I had yet to share additional lore or descriptions of the setting, which I had promised to do.  

So, hopefully this adventure will help make amends.  

Beneath the Courtyard of Ravens is an adventure that starts in Steffenhold, with one of several factions all 
clamoring they want to retrieve the Thunder Vest of Comerex.  

What these “upstanding” citizens of town require is a group of novice adventurers to poke around the 
Courtyard of Ravens and then, retrieve the magic item. 

Simple, eh? 

After all, you don’t see any of the town’s more experienced adventurers volunteering for this mission. It 
must be more daunting than it, at first, seems. 

So, enjoy this foray into one of the setting’s most enduring mysteries, the dungeons that lay below the 
three towers.   

Troy, December 2015 
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 Atop the bluff overlooking the Serene 
River are three towers, long-ago abandoned by 
an order of mages whose ultimate fate has been 
forgotten by all but the most ardent scholars. 

Even so, the tales and folklore agree: the mages 
were devotees of a dark goddess of magic who 
subjugated the surrounding territory with their 
mastery of arcane powers. 

For most folk of neighboring Steffenhold, the 
walled town facing the towers from the opposite 
bank, fear and suspicion remain centuries later. 
The three towers are largely avoided.  

The baron sends a patrol there once a week, but 
even cavalry soldiers do not tarry long in the 
Courtyard of Ravens -- the paved area between 
the three towers that are bracketed by the towers 
and other smaller structures. The feeling of 

unease -- of being watched by malevolent spirits 
from the towers’ highest chambers -- is quite 
strong. 

Lure of Magic and Treasure 
Just as tales of magic and spirits keep people 
away from the three spires, such stories are 
equally enticing to others. 

River pirates that sail the Serene River will make 
the occasional foray to the Courtyard of Ravens 
and the ruins below. Being a largely superstitious 
lot, they usually flee in terror after only tentative 
exploration of the site. On occasion, though, 
they enter and do not emerge (at least, not right 
away). Some say the pirates were slain exploring 
the dungeons beneath. Others say they were co-
opted by the evil spirits residing within, 
becoming servants to dark powers who 
encourage the pirates’ continued raiding up and 
down the river in exchange for their own 
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storehouses of gold. The taverns of 
Steffenhold are filled with stories of 
a successful pirate, Jolly Jan, who 
commands the riverboat Darter that 
is raiding towns along the Serene, 
Findlay and Plumes rivers. 

In Steffenhold’s Skygate 
Observatory, arcanists and sages 
have made a study of the three 
towers. A secret the observatory 
keeps is that some of the 
observatory’s celestial mages are 
descendents of one of the orders of 
magic-users that resided there. On 
occasion, members of the 
observatory will make a survey of 
the ruins themselves or commission 
adventurers to do so on their behalf, 
especially if they believe that a 
particular item of magic can be 
located. Of course, these activities 
are always done discreetly, and with 
the expectation of running into 
whomever and whatever yet 
inhabits the towers. 

In Steffenhold’s Temple Ward, 
sectarians of Hecate maintain a 
secret alliance with some the 
inhabitants of the three towers. They 
arrange for deliveries of supplies -- 
driving carts laden with goods into 
the Courtyard of Ravens under the 
cover of the moon -- and providing 
intelligence on the activities of the town, most 
especially its religious community.  

Similarly, certain shamans of Hel among the 
region’s native tribesmen also provide assistance 
in the form of offerings of supplies, including 
magical components. 

Thunder Vest of Comerex 
A fairly recent exploration of the crypts deep 
beneath Steffenhold’s boneyard yielded much 
new information about the Imperial origins of 
the town, confirming what was previously 
believed to be only folklore. Since learning 

about Steffenhold’s founding as an Imperial 
garrison by the general Vashon Antericus, whose 
sigil was a peacock feather, interest in artifacts 
from that era has increased. 

Anything related to Antericus, his rival and 
successor Paladius, and to Antericus’ son, 
Braccus (who eventually defeated Paladius) is 
valued by collectors.  

The item that has captured the imagination of 
treasure-seekers, though, has been the Thunder 
Vest of Comerex. Comerex was the grandson of 
Vashon Antericus, a noble warrior in his own 
right and devotee of Zeus. The Thunder Vest was 
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a suit of scale mail, said to be crafted of a near 
impervious material, engraved and tinted so the 
scales appeared to be brilliant and beautiful 
display of peacock feathers. The source of the 
Thunder Vest’s name came from its most 
distinguishing feature: Whenever the armor was 
struck, the sound of arms against armor 
reverberated across the battlefield like a peal of 
thunder. Troops loyal to Comerex were said to 
take heart and fight harder upon hearing the 
peals, knowing their commander had taken the 
field with them.  

Legend states that after Comerex died, mages of 
the three spires appeared and claimed the suit of 
armor, saying they had created it for the warrior, 
and now that he was dead, wanted it returned. 
The priests of Zeus also laid claim to it, saying all 
of Comerex’s personal effects belonged to temple 
of Zeus, the patron god of the devoted and 
courageous fighter. There was a battle of arcane 
and divine magic over the item. The mages of 
the three spires prevailed, and took the suit of 
armor back to their stronghold across the river.   

Factions Within Steffenhold 
Parties in present-day Steffenhold are interested 
in possessing the fabled armor:  

Hypherian, chief priest of Zeus and keeper of 
the Thundervaults, whose followers have never 
surrendered their claim on it. 

Lewellan Farran, eldest granddaughter of the 
present Baron, Somerset Faron, as a symbol of 
the family’s power and authority in the region; 

Cornelius Gain, a representative of the mages of 
Skygate Observatory, who says they want it 
strictly as an historical artifact and object of 
study; 

Isadora, a mystic sorceress and planes-traveler 
who resides in Steffenhold’s Crystal House and is 
a collector of things arcane; 

Drabl Hatchet, chief of the thieves guild, 
because it can be sold to any of the other parties 
for a small fortune. 

Roleplaying the Hook 
Steffenhold has a variety of locations where 
potential patrons interested in obtaining the 
Thunder Vest of Comerex might meet with 
adventurers. As with any negotiation, this 
presents an advantage or disadvantage to either 
side. In some cases, the patrons will seek out 
adventurers, in others, they will be summoned. 
It’s up to the GM. 

These encounters can be interesting roleplaying 
opportunities. Not only do they provide a 
glimpse into the sort of frontier town Steffenhold 
is, it’s a chance to meet an interesting NPC. 

Leaky Roof Inn. Gatetown’s busiest and rowdiest 
establishment. A copper gets you a place on the 
floor of the upstairs common room, whose roof 
is the source of the inn’s name. Travelers favor 
the inn, mainly for the cheap, but hearty fare. A 
copper gets you a plate of stew, a chunk of bread 
or a mug of dark ale. But any patron who comes 
here knows the adventurers are near to being 
penniless, and will have the edge in any 
negotiation.  

Clocktower Inn. Situated on the same main 
plaza of the town’s most profitable businesses 
and the town hall, this is a place where men and 
women of influence discuss politics and the 
issues of the day and deals are made. Food and 
drink are of the finest quality, and cost 
accordingly. Unless the adventurers appear in 
threadbare or second-hand gear, any patron 
might presume the adventurers have experience 
and means, and will attempt to “sweeten the 
deal” by picking up the tab for the meeting. The 
inn has a first-floor private room that can be 
rented for discussions such as this.  

Campus of the Imperial Pantheon. The campus 
is a bright pleasant spot of trimmed green lawns, 
a reflecting pool of azure water and a row of 
temples and shrines made of white marble, each 
with tall columns and impressive statuary. 
Unless the patron is a priest, in which case the 
patron would have an advantage, they might 
presume the adventurers have the backing of a 
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particular diety, and will negotiate with 
deference. 

Outer bailey of the baron’s blufftop fortress. A 
patron with ties to nobility will want the 
discussion here, flaunting their authority and 
association with the most powerful person in 
town. It is a place of activity, soldiers drilling, 
craftsmen and servants of the baron’s household 
hard at work, and merchants making deliveries, 
and occasionly, members of the baron’s own 
family out inspecting it all. Adventurers should 
be filled with a sense of awe. 

Pilgrim’s Rest or Tribal Encampment. These 
“tent cities” are both outside the town’s main 
walls; caravans of religious pilgrims are 
encamped outside the north gate, the local 
tribesmen have a semipermament presence 
outside the south gate. In both cases, these 
places are busy, filled with people exhibiting 
exotic dress and mannerisms, selling relics or 

tribal crafts. Some patrons, being townfolk, are 
uneasy being among these strangers, but others 
move easily and comfortably in this 
environment. 

At a Homestead boarding house. Should the 
adventurers find accommodations at one of the 
town’s many boarding houses in the Homestead 
quarter, then the dining room table and sitting 
room of the particular house serves as neutral 
ground for any negotiation. Any of the patrons 
entering one of the boarding houses is treated 
with courtesy and honor, but each boarder, 
provided they are paid up, can comfortably call 
this “home turf.” Most of the residents of the 
boarding houses are journeymen workers of 
considerable skill, who go from town to town 
providing services as needed during the “busy 
season” of their particular trade or craft. 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Map of the Courtyard 
The map on the adjoining page is not keyed. 
Consider it a blank slate for the GM to dress as 
they wish.  

The three spires are not indicated on the map. 
They stand to the north, west and south of the 
courtyard complex as indicated on the map.  The 
spires’ entrances are masked and locked by 
powerful magic (and beyond the scope of this 
adventure). 

Any of the chambers might contain a broad stair 
that leads down 40 feet to the dungeon level that 
is the focus of this adventure.  

The stairs lead down to a narrow hall, the length 
of which, carved into the rock, appears to be the 
facing entrance of castle wall, with a gate flanked 
by two turrets, in the Imperial style of a milefort. 
The gate is open, the wood double doors that 
secured the gate having long ago been removed. 

The Courtyard of Ravens 
The courtyard is a paved area bracketed on all 
sides by a series of buildings that served to 
support the activities within the three spires. 
The well at the eastern end of the courtyard, 
near the foundation ruins of the old stables, still 
contains fresh water. 

The surface ruins are often occupied by 
transients, persons and creatures of a fell nature 
who serve as unknowing guardians to the 
dungeons below the entire complex. The surface 
ruins are largely devoid of treasure (unless it is of 
a more recent vintage, personal savings or 
trinkets buried or left behind by the transients). 

Monsters that might be encountered in the 
courtyard 

d20 No. Type 
1 1d6 bandits 

2 1  bandit captain 
3 2d6 commoners 
4 1 spy 
5 2d6 tribal warriors 
6 1 mounted patrol from Steffenhold (1 

  veteran, 1 scout and 6 guards) 
7 1d4 jackals 
8 1 swarm of ravens 
9 1d6  kobolds 
10 1d8 stirges 

11 2 boars 
12 1d4 elk 
13 1d2  giant bats 
14 1d2 giant owls 
15 1 giant wolf spider 

16 2d6 goblins 
17 2d6 skeletons 
18 1d6 pack of wolves 
19 1 swarm of rats 
20 2d4 zombies 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1 Milefort 
Running north to south along the earthen 
floor are two parallel ruts, as if something 
has been dragged the length of the 
chamber. In the southeast corner, stairs 
lead nowhere, the second floor has 
collapsed, rubble and stone litter this 
room. There are a few bones, broken and 
scattered. The sound of growling and 
barking dogs comes from the southwest 
turret. 

1a) Spiked pit trap (dangerous). Dug and 
concealed in the earth at the base of the stairs in 
the southeast corner. Save DC 10 (Wis/
Perception or Int/Investigation to spot, Trap 
attacks +6, Dmg 2d10 falling into spikes. 

1b) Two mastiffs, well-fed and vicious, are 
growling and barking, guarding the stairs 
leading to the southwest turret’s second floor. 
They attack anyone who approaches. The 
second floor has a window and arrow slits 
overlooking the entrance, and two chests 
adorned with carvings of fish and sabres.  

Treasure: Each chest contains 500 pieces of 
silver, booty taken by river pirates in service of 
the river hag (Room 7) whose domain is this 
level. Each chest has a simple lock (DC 10 Dex). 

1c) On the second floor, covered in dust, are two 
alarm bells. The rope for the pullcords is gone, 
but another can be easily attached. 
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2 Dining Hall 
A booth and 20-foot long table (with a gap 
for servers in the center) line the south 
wall). If there was bench for the north side 
of the table, it’s long gone. Two small, 
vaguely humanoid-shaped beings with 
rotted, pockmarked skin are squabbling 
over what appears the carcass of a goat. 

The manes, Brisque and Fresque, chaotic 
servants of the lowest planes, made their way up 
from the deepest dungeons in search of fresh 
meat, which they found by raiding the stores of 
the river pirates. 

3 Pantry and Storeroom 
Mold and a layer of crust mostly covers a 
rack of old wine bottles in the north 
corner. A sour smell comes from a large 
barrel propped up nearby. A few crates of 
more recent vintage are stacked along the 
south. Several have been opened and their 
contents removed. 

The room is otherwise empty.  

4 Hallway and Stairs 
The south door is unlocked. But there is a 
blob of wax pressed into the lock. Beyond 
the stairs going down, there is a gallery of 
portraits hanging from the east and west 
walls. The figures in the faded paintings 
are men and women in martial attire. 
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5 Hourglass Room 
The scent of ozone is strong. There is a 
dark, maroon-brown stain on the floor in 
the center of the room. In the northeast 
corner is a stone pedestal, upon which 
rests an hourglass made of brass and clear 
glass, about a foot square in size. The top 
of the hourglass has eight notches in 
draconic script and an indicator arrow on a 
slider that can be moved. 

Treasure: The hourglass is a teleportation anchor, 
a magic item of the conjuration school and 
linked to other similar devices. It is bolted to the 
pedestal and cannot be moved (though it can be 
damaged).  

To use the device: The draconic script are the 
numerals 1 through 8. Move the slider to the 
number desired, then cast a conjuration spell 
upon the device, activating it.  

The sands begin flowing up into the top bowl of 
the hourglass and everyone in the room is 
teleported to the place indicated by the number, 
where an identical hourglass sits. Once the sands 
fill the top bowl, they begin to fall naturally. 
Once all the sands fall out of the top bowl again, 
then the duration of the sending is over.  

Those teleported to the new location stay in that 
place for an hour equal to the spell level; a 1st 
level spell equals 1 hour, a 2nd level spell equals 
2 hours, etc. Casting a cantrip does not activate 
the teleportation, but it does reveal the various 
elements of its operation, which a character can 
discern with an Int check of DC 15.  

Persons who are teleported are automatically 
returned at the end of that period, regardless of 
where they are in proximity to the device at the 
destination point. 

The locations indicated are places roughly in the vicinity of 
Steffenhold (though the GM can substitute other places 
according to their campaign. 

1 Second basement chamber in the cathedral of the Diocese 
of Amberg in Lanjes Bridge. 

2 A ballroom in the gothic, haunted castle of Pennington 
Moors. 

3 A forgotten -- and sealed off section -- of the dungeons 
beneath the baron’s blufftop fortress in Steffenhold. 

4 Exposed hilltop ruin of a former Imperial milefort northeast 
of Steffenhold in the gap between the Harkenwood and 
Ellenwood forests. 

5 Abandoned monastery in the northern Midlothian 
mountains, a stopover en route to the mountain pass called 
the Gateway to the Gods. 

6 Elfen city of Allebrillesdon in the Thetwood Forest to the 
northeast of Steffenhold. 

7 Giants Home, the ancient city of cloud giants in the Russett 
Mountains. 

8 Headmaster’s chamber at the Conservatory of Harmony in 
the Harkenwood Forest gnome town of Octave. (However, 
because everything in Octave is gnome-sized, persons 
teleporting in must also be small sized or be denied entry, 
and thus, be caught in a magical loop, with the device trying 
to send them to the destination, then bringing them back 
when they don’t fit, to attempting the sending again. 
However, there are 5 minutes between attempts, and PCs 
can make Int checks vs. DC 10 to determine the problem and 
possibly rectify it). 

6 River Pirate Hideaway 
This room has two bunk beds and a 
workbench, which is piled with gear 
belonging to the room’s occupants, three 
river pirates. 

The pirates, who are bandits,  are Phillipe “Fish-
Eyes”, Jaque “Apples” and Bella “Raven-Haired”. 
They will fight any intruders to defend their 
booty, which is held in three, boot-sized chests. 

Treasure: The first chest contains 20 gp, a potion 
of fire breath and 8 gems worth 50 gp each; the 
second chest holds a potion of water breathing, 30 
sp and 10 gp and a potion of diminution; the third 
chest contains 50 cp, 20 sp and 20 gp, 2 potions of 
healing and a crude map showing towns along 
the Serene, Plumes and Findlay rivers the pirates 
have raided. Each pirate carries three days worth 
of rations. 
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7 River Hag’s Retreat 
The room is damp and smells of river 
water, which drips from the ceiling. Two 
inches of water layer the floor, which is in a 
depression lower than the other rooms on 
this floor of the dungeon.There are lily 
pads in the water and you hear the 
croaking of frogs. Three sets of manacles 
are attached to the south wall, two contain 
skeletal remains, the third a woman of 
medium age in pirate attire. 

“Thank the gods you’ve come!” the chained 
woman says. “She’s crazy! Crazy! You must free 
me before she returns!”  

A key to the manacles hangs on a peg across the 
room. 

The woman says her name is Marcellette and 
that she was a prisoner of a river hag that killed 

their captain and took over the pirating crew she 
belonged to. The woman is, in fact, the river hag 
(use sea hag stats) in disguise who was aware of 
the adventurers’ entrance into the dungeon and 
set up this little ruse for her amusement. 

Her disguise is perfect, except for one fact, 
anyone who gets close thinks her breath smells 
like rotted fish. 

Marcellette won’t leave the dungeon 
unaccompanied, saying the hag is “out there.” 
She will accept a single escort (and attempt to 
kill off a party member singly.) Otherwise, she 
will wait until she is in a room with allies (Room 
No. 6 or No. 17) to reveal herself. 

She has in her possession an Ioun Stone (Reserve) 
which contains the spells charm person, 
thunderwave and witch bolt. But she won’t reveal 
this possession unless in hag form or has an 
opportunity to charm one of the party members. 

Treasure: A stone chest holds an unorganized 
mess of valuables, including 1,000 cp, 100 sp, 70 
gp, 10 gems worth 50 gp each and two potion 
vials (one of healing, the other of climbing). 

8 Room of Dust 
Room is dry and filled with dust. There is a 
writing desk, writing utensils, a dry ink 
well and a chair with a ratty seat cushion. 
A stole with a holy symbol embroidered 
into it is draped over the chair. 

A character who fails a Con DC 15 check has a fit 
of coughing for 1 minute and is subject to the 
restrained condition. 

The symbol on the stole is a stylized version of a 
moon setting behind the horizon and represents 
Hecate, goddess of magic. The symbol can be 
recognized with an Int (religion) or (arcana) 
check of DC 15. 

Treasure: The writing desk contains sheets of 
parchment. One is inscribed with magical 
writing. It is a scroll of flaming sphere.  
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9 Stove Room 
A cast-iron stove sits in the center of the 
room. The stove is cold. Nearby are three 
buckets, one filled with coal, one with 
kindling, and the other with charcoal. 
There is a bench along the south wall. 
Beneath the bench are containers that 
slide out. All are empty. But the containers 
have the faint smell of linens. 

The door in the north wall is a sliding door that 
retreats into the stone wall. It is locked. The 
broken head of a hammer lays on the ground 
beneath the lock. The lock has a DC 10. 

Trap: The door is trapped. Unless secured or 
rigged, the sliding door will, after it is unlocked, 
slide open and then slam back into place when 
someone crosses the threshhold and their feet 
hit the pressure plate in the next room. The trap 
has a save DC 10, Door attacks at +3 and does 
1d10 points of damage when it hits. (A person hit 
by the door can then push it away with a Str DC 
10 check and move aside). 

The trap can also be deactivated by pressing a 
button on the other side of the door frame.  

The trap was designed to discourage thieves 
from taking the coal in the storage room. 

10 Coal storage 

This room has a 10-day supply of coal, peat, 
charcoal and kindling in piles on the floor. 
There is a coal shovel and a second bucket. 

11 Clothes Closet 
Opening the door reveals four bullywugs 
rummaging through two open clothes 
chests. The chests are mostly filled with 
children’s and women’s attire and their 
accessories. The clothing is well made, 
clearly for the nobility or merchant class. 
The bullywugs are gleefully trying the 
articles on in a mismatched fashion and 
arguing among themselves over who looks 
more dashing. 

Each bullywug carries 2d12 gold coins and a 
handcrafted fetish that serves as a bullywug 
fertility charm (we’ll leave the description of that 
to each GM’s imagination). There are 10 outfits in 
the chests, each was of fine quality, though will 
have be laundered and repaired to restore them 
to that state after the bullywugs have tried them 
on. The bullywugs are allies of the river hag, 
Marcellette. 
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12 Moon phases chamber 
This floor of this large chamber is a white 
and midnight blue tiled mosaic of the 
phases of the moon in a line running west 
to east against a night sky. The room looks 
as if it has long been stripped bare of any 
genuine treasure. Torches have been lit and 
placed in sconces as the room’s nine robed 
occupants conduct some sort of ritual. The 
slippers of all nine are coated in soot.  

Special note: The southern door (to Rooms 
15) has been barred from the inside by the 
cultists to ensure a level of privacy. The doors 
can be forced with a Str DC 15 check.  

The room has a Hecate acolyte, Nescon, 
instructing a group of eight Hecate cultists in 
a ceremony of mysteries. If interrupted, they 
will fight in a retreating fashion toward Room 
14 and the stairs that lead to the lower levels.  

The ritual they were enacting was intended to 
awaken the construct guardian, a suit of 
animated armor, in Room 13, which they 
were successful in doing. The guardian will 
respond and come through the open doorway 
in 1d4 rounds. The guardian will obey 
Nescon’s commands so long as he lives, 
otherwise the guardian will attack 
indiscriminately. 

Treasure: Nescon carries 20 gold pieces and 
wears a fine outfit of Hecate vestments. The 
cultists are penniless. 

13 Armored guardian 
A bright suit of armor, adorned with more 
spikes than seems practical, stands upon a 
two-foot high pedestal in the center of the 
room.  

This is the animated armor being awakened by 
the Hecate cultists in Room 12. It responds to the 
ritual in 1d4 rounds, as described above. 
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14 Stairwell 
The walls of these stairs are black with 
soot. Footprints lead from the stairs to the 
door in the south. 

Hecate’s followers used fire to burn out an 
infestation of green slime. 

The stairs go down one level, which is beyond 
the scope of this adventure. GMs are encouraged 
to develop this as they see fit. 

15 Cult patrol 
Six cultists guard stand guard against the 
door in the north wall. They are wearing 
robes of Hecate. Their slippers all are 
sooty. 

The cultists were instructed to guard the 
entrance into Room 12, where cultists of Hecate 
are engaged in a ritual to animate a suit of armor. 
  

16 Pigsty 
All the entrances to this room have gates of 
iron bars, which are latched from the 
outside. Inside, a dark shape lumbers and 
snorts. The smell of porcine manure is 
nearly overpowering. There appear to 
broken bones pushed up against the bars 
from the inside. 

The pirates trapped a giant boar, found this 
room already secured with gates, broke the locks 
and put it in there. They don’t know what to do 
with the beast, either kill it and cook it or try to 
train it to be a raiding beast. So they’ve put it in 
here until they can decide. 

The gaps in the bars are narrow, making it 
difficult to target missile fire. Shots fired through 
the bars are at disadvantage. 

Secret door and Treasure: The pirates are 
unaware that the iron bars were meant to secure 
this room from intrusion because it was once a 
treasure vault. Most of the transportable treasure 
was removed long ago. However, one chamber 
remains undisturbed. This is a secret chamber in 
the north wall, which can be found with a DC 20 
Wis check. The secret chamber contains a stand 
which holds the Thunder Vest of Comerex, which 
is a suit of adamantine armor of scale mail, 
recognizable by the peacock feather adornment 
of the scales. 
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17 Captain’s Hidey Hole 
This room reveals a pirate crew of four and 
their captain drinking and eating and 
dividing up the spoils of their most recent 
reaving. The room smells of sweat, food 
and fish. 

Jolly Jan Jiggers, a bandit captain, and his 
remaining crew of four pirates, all bandits, are 
holed up in this room. None are happy about 
being under the command of the river hag, 
Marcellete (Room 7), but the raiding by their 
riverboat Darter has been more successful since 
she started directing them.  

They will recognize her in her damsel disguise, 
but won’t give her away. They will play along 
with any game she has, knowing her capacity for 
retribution. 

Treasure: Each pirate has 50 silver pieces on 
their person. Jolly Jan has 100 silver pieces and 
10 gold pieces tucked tightly away, so the coins 
don’t jingle. A chest contains 10 gems, each 
worth 100 gp, 1,000 copper pieces, 300 silver 
pieces and a potion of healing and a potion of water 
breathing. 

18 Hecate’s faithful 

Four local tribesmen defend the east door 
against entry. 

A war party of local tribal warriors, who 
venerate Hecate in her aspect as the local 
goddess Hel, guard against intrusion into the 
east door, which leads to the moon phases 
chamber where the ritual is taking place. 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What’s Next? 
Should the adventurers retrieve 
the Thunder Vest of Comerex 
and return to Steffenhold, any 
number of things could happen. 

That’ll cost you: There is now a 
bidding war for possession of 
the Thunder Vest and it is 
placed in the PCs’ hands for 
safe-keeping. If the PCs decide 
to keep the vest for themselves 
or agree to  protect it until the 
auction, they will likely be 
targeted by thieves and / or 
assassins, or at least, by buyers 
who want to sidestep the 
auction process. 

Back we go: Any and all of the 
factions within Steffenhold 
would want to sponsor another 
expedition to the dungeons 
below the Courtyard of Ravens, 
now that the PCs have proved it 
is fertile ground for artifacts. 
This might mean the PCs go 
back in knowing there are rivals 
adventuring parties, too. 

You’ve just made us very angry: 
The cultists devoted to Hecate 
had a quiet little supply train 
going, until the PCs disrupted it. 
The cultists will have to deal with 
these meddlesome adventurers. Retribution 
might mean a physical attack, but it also might 
involve a smear campaign to sully their 
reputation. 

Unclaimed property: The pirates had a 
riverboat, the Darter, right? Time to find out 
where it is and claim it. If any of the pirates 
escaped, but especially Jan, then they will try to 
gain their revenge on the PCs. 

Time flies: The PCs might return to the 
Hourglass anchor and use it to scout out 
additional spots to go adventuring. It is a good 

way to get a sense of the territory surrounding 
Steffenhold. 

Key the Courtyard: A locale such as the 
Courtyard of Ravens is a good tool for the GM 
because he or she can restock with with 
monsters of the appropriate adventuring level 
each time the PCs go exploring. This keeps it 
fresh, and makes the PCs the “go-to” group for 
dealing with intrusions into the baron’s territory.  
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