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AAfter your last adventure you seek out a small town, fter your last adventure you seek out a small town, 
looking for a well deserved rest, and the comforts of looking for a well deserved rest, and the comforts of 
civilisation.civilisation.

UUpon arriving, you discover the town is soon to hold pon arriving, you discover the town is soon to hold 
a bawdy drinking festival in honour of a local legend a bawdy drinking festival in honour of a local legend 
"Great Bo", who passed through the region many years "Great Bo", who passed through the region many years 
ago. A tribal priest of a rather bacchanalian deity, he ago. A tribal priest of a rather bacchanalian deity, he 
caused no small amount of (fondly remembered) mayhem caused no small amount of (fondly remembered) mayhem 
and chaos.and chaos.

IInn  honour of his fabled visit to the town, they now honour of his fabled visit to the town, they now 
hold a yearly festival of carousel and revelry. Teams hold a yearly festival of carousel and revelry. Teams 
from across the town compete in a (mostly) friendly set of from across the town compete in a (mostly) friendly set of 
challenges in order to be “crowned” champions of Great challenges in order to be “crowned” champions of Great 
Bo’s day.Bo’s day.

CCurrently at a loose end, perhaps you may decide to urrently at a loose end, perhaps you may decide to 
enter into the competition and see if you can’t bag some enter into the competition and see if you can’t bag some 
sweet loot, or at least a hangover worthy of legends!sweet loot, or at least a hangover worthy of legends!



33

Foreword     5
Introduction     6
Callenges of Bo    7
Rival teams     9
The Challenges    10
- Angler Wrangler    11
- Race of Many legs    14
- Haggle Dipper    16
- Smugglers Run    18
- Siege the Wall    20

Contents
Score Sheet     22
Town Locations    23
- 9th Coin      24
- The Blockade    28
- Market Square    32
- Nightcandle     36
 - Outsiders Inn    40
- Pace Manor     44
- The Under Wash    46
Open Gaming License   50

Some elements of this work use content under the Open Gaming License. Please 
refer to the OGL at the back of this document for details.

Credits
Lead Writers:    Johnathan Castle, Jonny Chowns 
Additional Writing:  Matt Henderson, Tam Henderson

Cover Illustration:  © nyothep - stock.adobe.com.
Interior Illustrations:  Matt Henderson
Licensed Stock Art:  © nyothep, © Konstantin Gerasimov, © Paul Fleet, © Stefan, 
    © Erica Guilane-Nachez  - stock adobe.com.
Cartography:    Matt Henderson
Layout:   Matt Henderson

Play Testers:   Wullim Gunderam (George), Kithri (Naomi), Tytanium (Paul), Conan (Ali)
    Thom Needlehand (Mark), Twigsbane (Adi)

The Festival of Bo



44

Towns & Taverns Books of Battle Mats
Inspire a new campaign of adventures on this 
adaptable and portable two book fantasy town set 
which will evolve with your adventure. 

No more hastily drawing town streets or spending 
hours preparing maps for games. Just open & roll for 
initiative!

The Towns & Taverns Books of Battle Mats are a pair 
of modular Battle Map Books that combine to give 
you up to an epic 24”x24” encounter battle mat while 
still fitting in your bag and on your bookshelf along-
side your rule books.

Modular designs line up seamlessly to allow you to 
form a town scene for any encounter! Hundreds of 
combinations, size and shape options, all wipe clean 
and fully customisable for your adventure.

The Towns & Taverns Books of Battle Mats are the 
latest in our award-winning range of Battle Mat 
Books.

For more details visit www.lokebattlemats.com

Little Book of Battle Mats
The Little Book of Battle Mats (Towns & Taverns) is a 
standalone companion book to The Towns & Taverns 
Books of Battle Mats.
 
Small and portable, the Little Book adds extra rooms, 
streets and buildings where and when you need them.

Add-On Scenery
Add-On Scenery for RPG Battle Maps (Town Trim-
mings) is a pack with over 100 reusable static cling 
town themed decals that can be used to customise 
your laminated battle maps, and work perfectly on our 
Battle Mat Books range.
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Foreword
This book contains a short adventure and some 
example town locations, all written for the world’s 
most popular roleplaying system, and has been bal-
anced for a party of 4 characters of around 3rd level, 
although the nature of the adventure will allow for 
some simple adjustment to suit other levels.

This product has been written to accompany the 
Towns & Taverns Books of Battle Mats set from 
Loke BattleMats, using either the physical Books 
themselves or the digital version of the same title.

Jonny Chowns, Johnathan Castle
Module Authors

Matt & Tam Henderson
Loke BattleMats

The Adventure
As an adventuring party head back to town after their 
latest adventure they find the town gearing up for a 
day of revelry, competition and lots of drinking! 

Are the characters up for joining in the with this local 
tradition and seeing if they can win the Barrel of Bo.

Warning
If you are planning on experiencing any of the content 
in this module as a player then read no further than 
this page; as from this point on spoilers await!
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Introduction
Need time to finish writing up the next part of your 
campaign? Do your players need a brief break from 
the daily grind of slaying monsters and rescuing 
hapless villagers? Want a richer location than The Inn 
with barmen Bob?

This short module is designed to fit into your cam-
paign and pad out the “you return to the town to sell 
loot, buy new toys and rest” part of a campaign. Much 
like the Loke BattleMats books it accompanies, it’s 
designed to be modular and can be used in whole or 
select portions as appropriate.

Each of the seven locations loosely fits into a broader 
narrative, but should provide an intriguing standalone 
location that can be fitted into most settings. The ac-
companying NPCs are designed to offer slightly fuller 
and more embellished characters than might ordinari-
ly be created for more mundane town locations.

The adventure itself offers five different challenges to 
run as part of the festival of Great Bo. They are aimed 
at a group of 4 adventurers around level 3, though 
should be easily adjusted to suit as required. If all 
challenges are run, it will take around 2 to 3 sessions, 
depending on session time, group play style and expe-
rience, to complete this module.

Introduction
The Festival of Bo
Everyone in town knows the rules, it’s not hard to find 
someone to explain them, at length.

The festival has a Master of Ceremonies, Shurlek the 
Sober, who presides over the day’s challenges, act-
ing as judge, referee and presenter of the final prize. 
Shurlek’s word is final, though increasingly slurred as 
the day passes.

Each of the taverns listed in this book fields a team 
for the competition. It is assumed that the players will 
be the team for the Outsiders Inn, having gathered 
there for one reason or another.

The Challenges
There are up to five challenges held during the festi-
val, these are:

1. The Angler Wrangler - Fun down at the docks 
2. The Race of Many Legs - A run through the town
3. Haggle Dipper - Find the hidden tokens
4. Smugglers Run - Ride barrels under the bridges
5. Siege the Wall - Scale the town wall

The challenges are traditionally held in the same 
order, starting with the ‘Angler Wrangler’ before noon 
and finishing with ‘Siege the Wall’ after dusk. All 
followed by a party late in to the night.

Rules
The teams must compete in the challenges, scoring 
points as they do so. There are up to five challenges 
to compete in, depending on the desired duration of 
the event. Each challenge gains up to a maximum of 
three points for each team:

One point for Completion; finish the challenge
One point for Technical excellence; perform well
One point is up to the Crowd; Entertain the crowd
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Challenges of Bo
Teams
As the characters compete in an event the other 
teams also compete, when events are completed, roll 
a D10 to determine rival teams score for the event:

On a 1 - 3 the rival team failed and got 0 points.
On a 4 - 7 the rival team managed to get 1 point
On a 8 - 9 the rival team got 2 points
And on a 10 the rival team got all 3 points

Optionally, if the characters are in the lead, but a rival 
team happens to be close in points, that might create 
some interesting possibilities for team vs. team inter-
action.

You may even want to play a challenge with a rival 
team running the same challenge at the same time as 
the characters, if so the following section has some 
sample teams you can use.

The Crowd
At its heart, the festival is for the Townsfolk’s enter-
tainment. Teams that curry favour with the crowd 
stand to gain more points, richer rewards and may 
even benefit from the odd helping hand; or at least 
slightly less hindrances.

Whilst there’s no precise formula to calculate the 
audience reaction some general pointers include:

• They’re an increasingly drunk crowd.
• They have a low brow sense of humour and want 

to see a bit of blood. Just a bit like, no killing.
• Obvious cheating won’t go down well, unless it’s 

really funny. 
• Overt and excessive use of magic will be frowned 

upon.
• Attacking any townsfolk not taking part as a rival 

team member will go down very badly.

Rewards
The Master of Ceremonies will orate over the high-
lights of the day, after which the winning team is 
presented with the Barrel of Bo, filled with donations 
from the crowd during the celebrations. The exact 
amount of coins found in the barrel varies, based on 
the mood of the crowd, however it is always a heavy 
weight of mostly copper and silver coins.

Show me the money
The prize money should generally be enough to allow 
the purchase of at least a common potion or minor 
magic item or two per winning character, the more 
entertained the crowd, the greater the reward will be.

Crowd is unmoved (0 - 1 total crowd points)
Barrel has 4D4 x 10 gp per Character

Crowd is amused (2 - 3 total crowd points)
Barrel has 6D6 x 10 gp per Character

Crowd loved it (4 or more total crowd points)
Barrel has 8d8 x10 gp per Character

Total crowd points assume all five challenges were 
attempted.

The purveyors of all manner of goods and services 
will all take care to drop parchments advertising 
their wares with offers and discounts aplenty; there 
is a degree of competition to ensure as much of the 
winnings are spent in their establishments as possi-
ble. Local merchants won’t mind the small change, 
however it’s expected that most of the winnings are 
spent in the town.

DM NOTE: 
Feel free to adjust any DC values presented here to 
suit your players party, just remember in many chal-
lenges the weakest link can bring the party down!
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“Best to keep the crowd on your side...”
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Rival Teams
Rival Teams

These are some example rival teams that could be 
used in this module. Due to the nature of the festival 
these NPC’s are unlikely to be carrying their normal 
equipment, armour or weapons for each challenge. 
Feel free to adjust as makes sense.
Remember something has gone very wrong if the 
characters need to fight another team for real.

NPC’s that are underlined have a detailed entry in the 
Town Locations section later in this book.

Blockade Team
A mix of sailors, dock hands and the desperate poor 
make up the team that represents the Blockade.

Gloss - For a captain looking for ways to pay the bills, 
a barrel of coins is mighty tempting (Pirate Captain).
Vangrel - An explorer with a gambling habit (Spy).
Hansek - A grizzled tough street fighter turned dock 
hand (Thug).
Young Thell - A nimble urchin (Commoner).

Add sailors (Pirate) if the team needs more people.

The Nightcandle Team
The Nightcandle team is made up mainly of retired or 
serving town watch.

Sergeant Lanrey - A jolly, experienced career member 
of the watch (Veteran) who sees the festival as good 
way to connect to the people.
Pyarn - An old guard (Thug) With a reputation for 
thinking with their fists. This is a night they’ve been 
looking forward to.
Dal Redin - A keen new recruit (Guard).
Elli Dean - A chance for a night away from serving 
tables (Commoner).

Any other team member are off-duty watch (Guard).

The 9th Coin Team
The 9th Coin team is always a mix of the noble clien-
tele out for the experience and some hired ringers to 
give the team an edge.

Fourn - A member of the town cavalry (Knight) re-
cruited by official writ from a town official.
Jain Spary - An aspiring apprentice  (Acolyte)
Pesrain - A professional solver of problems (Assas-
sin)
Norquil - A drunkard with a very high opinion of their 
own abilities (Noble).

Any other team member will be rich regulars (Noble).

Under Wash Team
The Under Wash have a reputation for dirty tactics 
and field a team of professional criminals. 

Fast Canrin - A captain in the cartel known for quick 
thinking and cunning plans (Spy).
Long Finral - Pleasant seeming cold killer (Thug).
Falrin the Knife - Violent lunatic (Berserker).
Gandrissal - A mean street enforcer (Thug).

Any other members will be from the cartel (Bandit).

Outsiders Team
The Outsiders traditionally put a team together from 
adventurous travelers new to the town (the player 
characters), but it’s been known to put together a 
team of regulars if needed. 

Saral “Clipper” Helgert - The well liked Wolf Hunter 
(Veteran) acts as team captain.
Olvin Renn - A stout wagon driver used to looking 
after themselves (Thug).
Deves Green - A local game keeper (Scout).
Jonril Brook - An eager youth (Commoner).

Farm hands (Commoner) would bulk out the team.
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Challenge
The challenge is simple enough - carry a live octopus 
with you as you jump from boat to boat and deposit it 
in a barrel at the end of the course. All members of a 
team must attempt the course, but they need only get 
one octopus into the barrel to score the point. There 
is a time limit (15 rounds), and it can take some time 
(10 rounds) to complete the course, so the team 
cannot wait for one competitor to finish before the 
next sets off. Instead, they must follow after in quick 
succession. Of course, if multiple people end up in the 
same boat, they make things much harder for each 
other.

Making the Jumps
With a run up, a character can jump a distance in feet 
equal to their strength score, without a run up this is 
halved.

For this challenge you may allow characters to at-
tempt a Strength Athletics check (DC10) to modify 
their jump distance, with the suggested extra distance 
equal to the check total divided by 3 in feet.

Any jump that starts from a boat and/or that ends on a 
boat requires a successful Dexterity Acrobatics check, 
DC 10, to avoid falling in to the water. If boat capacity 
is exceeded when a jumper lands IN it, or jumps OUT 
of it, then the jumpers Dexterity Acrobatics check is 
rolled at Disadvantage. 

Failing a Jump
If a competitor fails a jump but is adjacent to another 
competitor, they can grab them to try to stop them-
selves falling in. This forces both competitors to make 
a new Dexterity Acrobatics roll with advantage but if 
either still fails, they both fall in the water. In the case 
that there are more people to grab hold of, then a 
chain reaction of rolls is possible.

Angler Wrangler

“Are you wearing that for this challenge?! Why do I ask? 
Oh no, that’s fine, no reason, no reason at all...”

Location
The dockside adjacent to the Blockade Tavern, with 
an eager crowd of rowdy onlookers packed along the 
quayside keen to watch the challenge. 
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Angler Wrangler
The Course
Some of the local fisher folk have arranged their boats 
along the dockside to make the course for this chal-
lenge, with colourful ribbons tied in place to outline 
the route for the challengers. There are seven jumps, 
characters may attempt one per round.

 Jump 1 (Quayside to Boat)
A 10ft jump in to a boat with a run up available, a 
Dexterity Acrobatics check is required when landing 
in the boat. This boat has a capacity of 2.

Jump 2 (Boat to Boat)
A 10ft jump in to a boat with no run up, Dexterity 
Acrobatics checks are required when landing in and 
when jumping out. This boat has a capacity of 3.

Jump 3 (Boat to Jetty)
A 5ft jump on to the jetty with a no run up, a Dexterity 
Acrobatics check is required when jumping out of the 
boat.

Jump 4 ( Jetty to Boat)
A 15ft jump in to a boat with a run up available, a 
Dexterity Acrobatics check is required when landing 
in the boat. This boat has a capacity of 10.

Jump 5 ( Jetty to Boat) 
A 5ft jump in to a boat with a run up available, a Dex-
terity Acrobatics check is required when landing in 
the boat. This boat has a capacity of 5.

Jump 6 ( Jetty to Boat)
A 10ft jump in to a boat with a run up available, a 
Dexterity Acrobatics check is required when landing 
in the boat. This boat has a capacity of 2.

Jump 7 (Quayside to Quayside) 
A 20ft jump from one quayside to another with a run 

up available.
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Scoring
Shurlek will keep a close eye and have the crowd 
relay back how the challenge has gone. The scoring 
for the Angler Wrangler is as follows:

Challenge point: Getting a live octopus into the final 
barrel. 1 point awarded.

Technical point: Getting a second live octopus into 
the final barrel. 1 point awarded.

For the Crowd point, the crowd here love to see 
people fall in to the water or flail around wrestling an 
octopus, especially if the challengers do so with style 
and good humour. If the crowd give Shurleck the roar 
of approval when asked, 1 point is awarded.

Angler Wrangler
Holding the Octopus
Each round the character must make a grapple check 
(DC 10), if successful the octopus loses its attack. 

If not sucessfully grappled the octopus will attack, roll 
a d20 to determine the result:

1. Eyes covered causing temporary blindness
Disadvantage to any checks requiring sight, including 
jumping until octopus is successfully grappled or it 
escapes.
2. Face covered causing asphyxiation
Character suffers  -1D3 HP each round until octopus 
is successfully grappled or it escapes.
3-6. Arm Entangled
Disadvantage to Dexterity checks until octopus is 
successfully grappled or it escapes.
7-11. Leg Entangled
Disadvantage to Strength checks until octopus is 
successfully grappled or it escapes.
12-13. Groin Entangled
You are immobilised as you stop and use at least one 
arm to quickly remove that tentacle, no jumping or 
movement this round. 
14-20. Item Removed
It pulls some item loose from your person and drops 
it into the sea. If no items, then it tears off an item of 
clothing.

Falling in the Water
Competitors who end up in the water must make a 
successful grapple check (DC 10) at disadvantage to 
hold onto the octopus. If they fail it escapes, but even 
if they succeed it still gets its attack.  

If they are adjacent to a boat, jetty or quayside they 
can get out of the water with a successful Dexterity 
Acrobatics or Strength Athletics check (DC 10).
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“The Race of Many Legs? Yeah, it’s simple m’darlings, just 
gotta make it to the end of the old town course as quick as 

you can.

‘Course it ain’t as easy as all that, see the mages and 
merchants have their own little competition to spice 

things up!

And folk love a bit of audience participation on this one, 
oh yes!

Did I mention the rope?”

Challenge
The competitors must complete the winding course 
through the old town streets.

Roped together with a small amount of slack between 
them, they must decide on an order and may only 
move 2 squares (10ft) away from their immediate 
neighbors.

If anyone tries to move further or falls, adjacent 
competitors must pass Strength Athletics, DC 12 or a 
Dexterity Acrobatics, DC 12 check to stay standing.

Falls of any sort will cause 1D3 hit points of damage.

Race of Many Legs

Location
The winding lanes of Old Town 
close to the West Gate and the 
Nightcandle Inn with the crowd 
filling all of the side streets and 
lining the sides of the course itself.

Grease
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Obstacles

Holy Smoke
This section of the street is enclosed in a canvas 
structure, inside the incense makers pull out all the 
stops… the result is a heady cloud of smoke that con-
fuses and bewilders.

Effects as per the Confusion spell with a DC 12 Wis-
dom save on the first round, increasing by 4 for each 
subsequent round. Competitors may attempt to hold 
their breath instead by making a Constitution save 
instead, using the same DC.

Illusionary Maze
The course is blocked with a barricade built from 
scrap timber, sheets of cloth, rope and more. There 
are gaps and possible paths to work through, but the 
structure clearly has dangerous junk stacked precari-
ously throughout. 

Sections of the barricade are illusions with a few 
non-lethal traps, such as falling glass bottles, rusty 
nails, and various things to bang heads, stub toes and 
scrape shins. 

Requires 2 x DC 15 Intelligence Investigation checks 
to navigate through safely. Failed checks result in 1D3 
hit points of damage each.

Race of Many Legs
Grease
Town ordinances normally frown upon dumping, so 
many in the butchery and tanning business savour 
this day as a cheap way to dispose of their waste.

Normal movement requires a DC 15 Dexterity Acro-
batics check to stay standing amongst the greasy de-
tritus. Anyone failing this check will take 1D3 damage 
and gain the Sticky condition.

Sticky - Disadvantage on Dexterity and Strength 
checks. Takes 2 rounds to clean off.

Jumping the distance will require moving further than 
the ammount of slack between the characters.

Scoring

Challenge point: Reaching the finish line, 1 point 
awarded.

Technical point: One person on their feet at all 
times, 1 point awarded.

For the Crowd point, the crowd here want to see the 
challengers fall over in a tangled mess, and will even 
trip any character that gets too close. Either getting 
knocked down by the crowd and not getting angry or 
just being entertaining will earn crowd approval, with 
1 point as the reward.
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“Ooh that’s my favourite challenge! I made a killing last 
year off the stupid cleric team. Gotta have eyes in the back 

of your head for that one mate...”

Location
This challenge takes place in the Market Square, 
close to the 9th Coin inn and Pace Manor.

Challenge
Tradition holds that whilst this challenge is occuring, 
anyone can pickpocket any of the participants. Every-
one from grannies and priests to street urchins and 
master thieves try their luck at stealing from competi-
tors. People are expected to carry items worth steal-
ing as part of the challenge, they are welcome to try 
and keep them safe, but violence against the pickpock-
ets would be a dangerous mistake.

This challenge requires the team to find at least one 
of five tokens hidden on various market stalls, all the 
while avoiding pickpockets in the crowd around them.

The Tokens
Each token is hidden on a stall and “guarded” by one 
of the market’s regular stall holders. Competitors have 
10 rounds to find at least 1 token.

Competitors can split up and search different stalls, 
or all search the same stall. Moving to a new stall 
costs 1 round; the crowd is thick and surrounds com-
petitors at all times. 

1 - Flower Stall - Elis Mayweather
Charisma
Elis has hidden the token about their person, and 
must be persuaded to hand it over somehow. Elis 
won’t be easy to convince, and performs for the 
crowds’ amusement. Characters must make a Cha-
risma Performance, Deception or Persuasion check, 
but Intimidation attempts will turn the crowd against 
them. They must succeed twice before Elis will give 
them the token.

DM NOTE: Of course feel free to add a bonus for 
good Roleplay

Haggle Dipper
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2 - Pedlar Stall - Ott Grumblehead
Intelligence
The token is hidden on the pedlars stall, Ott will 
“help” the search, attempting to confuse at every turn. 
The competitor must make an Intelligence Inves-
tigation check against DC 20. If they succeed they 
find the token, if they roll less than 5 Ott somehow 
convinces them to buy a trinket for 1d3 gold coins. 
The DC is reduced by 1 each round. Each additional 
person searching reduces the DC by 1.

3  - Fruit Stall - Vale Warner
Wisdom 
This stall is covered with piles of low quality oranges. 
One orange contains the token, but Vale offers no 
clues. 
There are two approaches to opening oranges, a DC 
18 Strength or a Dexterity ability check. If they fail 
this, they gain Sticky (see below).

A successful DC 20 Wisdom Insight (to read Vale) or 
Intelligence Investigation check gives Advantage on 
the next opening roll.

Sticky - Disadvantage on Dexterity and Strength 
checks. Takes 2 rounds to clean up.

4 - Herbalist Shop - Lavin Fox
Choices
Lavin will offer a choice for the token: 

• Test of Coin: Silver coins equal to the characters 
highest ability bonus times 5.

• Test of Pain: 1D4 + 2 hit points of damage and 
Disadvantage on Strength or Dexterity checks for 
5 rounds.

• Test of Confidence: Confide a personal secret, 
must be “juicy” or will be rejected and shared on 
the spot. Will probably be sold on later…

5 - Animal Shop - Charl Ensite
Dexterity and Constitution
The Token will be hidden in one of the animal cages, 
it takes 2 turns to search a cage. Failing a DC 14 
Wisdom check results in a moment’s hesitation and 
a wasted round. Charl has the token on themself, 
and will slip it into the last container choosen. DC 20 
Wisdom Perception to notice this. If challenged on 
this, Charl will laugh and shake the final container to 
aggravate its creature, +4 DC to the Dexterity check.
The animal crates have some dangerous and agitated 
creatures within and are labbeled as:

• Harmless Snakes - Make a DC 14 Dexterity 
check or be bitten (DC 16 Constitution check to 
resist mild paralysis posion effect).

• Angry Chickens - Make a DC 14 Dexterity check 
or be bitten (1d3 + 1 HP damage).

• Grumpy Lobsters - Make a DC 14 Dexterity 
check or be pinched (1d6 HP damage).

• Sleepy Spiders - Actually harmless

Scoring

Challenge point: Finding a token, 1 point awarded.
Technical point: Find all tokens, 1 point awarded.

For the Crowd point, the crowd will mainly judge 
how amusing the pickpocketing interactions were. 
Roll 1d6 for each character to see who targets them:

1. Drunk mischevious elder (DC 8), will keep trying...
2. Intoxicated oaf (DC 10), will throw beer all about
3. Innocent looking Townsfolk (DC 12)
4. Starving Begger (DC 14), will try to steal food
5. Urchin gang (DC 16), advantage to escape
6. Professional Pickpocket (DC 18)

If players pass a Perception check against the listed 
DC they spot the attempt.

Haggle Dipper
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“I prefer the eastern bridge - the crowd ain’t so drunk, and 
you get to watch the fear on the competitors faces as they 
get lowered in! Watching some scrawny spell flinger trying 
to manhandle a barrel... so funny. Of course there was that 

chap who drowned last year...”

Location
The twin bridges of the riverside district close to the 
Under Wash inn and bathhouse.

Challenge
Transfer at least one barrel to the end of the course, 
by lowering someone off the bridge holding a barrel 
and fishing them out of the water at the other end.

Roles
Characters take on one of three roles:

• Runner: Carries the barrel in the river.
• Feeder: Holds the rope attached to the runner.
• Fisher: Fishes the barrel/runner out of the water.

Other characters can assist the Feeder or the Fisher, 
providing Advantage to skill checks. If there are six or 
more characters, two Runners could enter at once.

The course
Depending on the section of the river the Feeder has 
chosen, the Runner must make the following checks, 
failure on any means 1D3 hitpoints of damage.

1. Start - No Checks
2. Blocking Debris - Strength Check (DC 13)
3. Sharp Rocks - Barrel Break Check
4. Pounding Surf - Intelligence Check (DC 13)
5. Rushing Water - Dexterity Check (DC 13)
6. Narrow Gap - Wisdom Check (DC 13)
7. Tunnel - Constitution Check (DC 13)

Failure to make the final Constitution save means the 
runner is drowning, as if they’d run out of breath.

Smugglers Run
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Barrel Break Check
The Sharp Rocks areas mean roll 1D6 for a barrel 
break check. On a 1 or 2, the barrel has broken.

The Runner
The Runner can use the barrel they hold as a defence 
against injury at each obstacle check. If they choose 
to do so they ignore the damage and must make a 
barrel break check.

Once they have either passed the barrel to the Fisher, 
or lost it in the river, they can climb out. 

After their first attempt, they must succeed a DC 12 
Constitution saving throw or gain one level of exhaus-
tion. Subsequent runs for the same Runner increase 
this difficulty by +2.

The Feeder
The Feeder controls the route the Runner takes, as 
long as they can maintain control of the rope…
Each round they can move the runner 1 section down-
stream and/or sideways 1 section. The Runner only 
encounters the section they start their turn in.
 
Each round requires a Strength check at DC 13. Fail-
ing a test represents a temporary loss of control of the 
rope, and causes 1D3 damage to the Runner. Failing 
two tests in a row means the Feeder has lost the rope 
entirely, and the Runner is swept away by the river…
They may attempt to grab the free moving rope, but 
risk rope burns (1D3 damage even if successful).

Swept Away
Any character swept away. is being dragged along by 
the flow of the river. They can make a Strength Ath-
letics test at DC20 to grab the rocks near the Fisher 
and climb out, otherwise they are swept downstream 
beyond the tunnel into waiting safety nets, taking an 
additional 2d6 hit points damage on route. 

The Fisher
The Fisher stands near the end of the course and can 
choose how far into the waters edge they stand; deep-
er is easier to catch passing teammates or barrels, but 
the greater the risk they will be swept away them-
selves. the choices are:

• Dry Feet - No chance of getting swept away. 
Catching a teammate or barrel is a Dexterity 
Acrobatics check DC 18 or DC 20 if the target is 
swept away.

• Ankle Deep - Strength Athletics check DC 10 to 
avoid getting swept away. Catching a teammate or 
barrel is a Dexterity Acrobatics check DC 16 or 
DC 18 if the target is swept away.

• Knee Deep - Strength Athletics check DC 12 to 
avoid getting swept away. Catching a teammate or 
barrel is a Dexterity Acrobatics check DC 14 or 
DC 16 if the target is swept away.

• Waist Deep - Strength Athletics check DC 14 to 
avoid getting swept away. Catching a teammate or 
barrel is a Dexterity Acrobatics check DC 12 or 
DC 14 if the target is swept away.

Scoring

Challenge point: Fish out a barrel, 1 point awarded.

Technical point: Fish out three barrels, 1 point 
awarded.

For the Crowd point, the crowd love comedy falls in 
the water, seeing competiters smash themselves and 
their barrels on the rocks, if anyone managed to barrel 
surf they’d love that. 

Smugglers Run
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“Aww yeah, that one’s my favourite. Don’t get me wrong, 
it’s not like the others ain’t funny and all. But it’s always 
nice to see a bit of blood, sweat and tears, if ya know what 

I mean?

Plus there’s always a good crowd, coz it’s the last event of 
the day and all. Things do tend to get a bit frisky...

Oh well, that depends ya see, on who they is rooting for!”

Siege the Wall

Challenge
The competitors must raise their flag up on the cen-
tral tower. They start at the top of the map and must 
scale the 30 foot walls using the siege ladders pro-
vided. The two smaller edge towers have hay bales at 
their base, which reduce falling damage by 2D6.

Use of weapons
No live weapons are allowed, instead wooden wasters 
and blunted ammunition are issued. Track damage 
from these as normal, but they (usually) only result 
in a stunned stupor upon reaching 0 hit points. This 
damage will heal after a short rest.

Location
Outside of the West Gate close to the Outsiders inn, 
note that the drawbridge is lowered for this challenge 
but the gate is closed.
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Defenders
Atop the wall a number of the town guard are intent 
on making life as difficult as possible.

• Sergeant Vatugor, a Veteran and Nightcandle 
regular, guards the central tower. Vatugor is 
armed with both large and small wasters (count 
as Longsword and Shortsword respectively) and 
has plenty of padded blunt bolts for the heavy 
crossbow they have.

• A town Scout guards the left tower with a small 
waster (shortsword) and a longbow with a quiver 
full of blunt arrows.

• A town Guard protects the right hand tower 
armed with a quarterstaff.

Add additional Guard or Scout NPCs as required, 
depending on party size. The defenders are free to 
move about the walls once the competition starts.

Note that more of the town guard can be called upon 
if the ‘siege’ gets out of hand and live weapons are 
stored nearby if required but no one is expecting to 
have to use them.

Defender Actions
Each defender may attempt one of these special 
moves instead of their normal actions.

Down you go! - A defender attempts a DC 15 
Strength Athletics roll to push a ladder away from the 
wall. Optionally, a competitor may make an opposed 
Strength Athletics check to hold the bottom of the 
ladder, if successful, the ladder remains in place for 
this round.

Falling competitors may make a DC 18 Dexterity 
Acrobatics check, if successful reduce falling damage 
by 1D6.

Beggars Welcome - The defenders have 3 pots of 
slimey offal “fresh” from the local butchers. These 
function as a reduced radius Stinking Cloud spell, 
affecting only the target they hit. 

Anyone affected by the Beggars Welcome doesn’t 
suffer any of the Crowd Penalties below, as they avoid 
the stink

The Crowd
Lining the walls and in groups on the ground, the 
crowd may help or hinder depending on their mood 
rating:

Crowd love the characters (4 total crowd points)
All Defenders move at half speed and roll at 

disadvantage for all checks and attacks.

Crowd is amused (2-3 total crowd points)
All Defenders move at half speed

Crowd is unmoved (1 total crowd point)
Characters move at half speed

Crowd is hostile (0 total crowd points)
Characters move at half speed and Defenders roll at 

advantage for all checks and attacks.

The points refer to the total Crowd points from the 
previous challenges, assuming all four were included, 
amend if that is not the case.

Scoring
Challenge point: Raise the flag, 1 point awarded.

Technical point: Nobody hurt by falling, 1 point 
awarded.

For the Crowd point, the crowd are very drunk at this 
stage and are easily impressed by grand actions.

Siege the Wall



2222

CHALLENGE CHALLENGE
POINT

TECHNICAL
POINT

CROWD
POINT TOTAL

Angler Wrangler

Race of Many Legs

Haggle Dipper

Smugglers Run

Siege the Wall

Team Leader Board
The following table can be used to keep track of the scores for all teams involved in the festival

CHALLENGE 9TH COIN BLOCKADE NIGHTCANDLE OUTSIDERS UNDER WASH

Angler Wrangler

Race of Many Legs

Haggle Dipper

Smugglers Run

Siege the Wall

Total

Keeping Score
Score Sheet
The following table can be used to keep track of the characters score across each of the challenges.
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Situated near the keep, the 9th Coin caters to the 
more prosperous and educated portion of the towns 
population; along with their customers, associated 
lackeys and hangers on. The inn has a lively, vibrant 
atmosphere and is usually bustling, even late into 
the night. Aimed at the higher end of the market, it’s 
prices generally reflect the more affluent nature of its 
clientele, despite the “rustic” feel it affects in places. 

9th Coin
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9th Coin
Menu

Saint Bo’s Premium Bitter (Mug , 1sp)
Not many can tell what makes this version of the town’s 
signature ale premium, well, except the price, that’s 

certainly ‘Premium’.

Mr Jensons’ Select Pear Cider (1/2 Mug , 1sp)
Needfully served in smaller glasses, this specially crafted 

Pear cider packs quite the punch.

Vianmarrian Port (1 Goblet, 2sp)
Rich and full bodied, the grapes used for this exotic port 

are hauled as tribute to the great wall of Vian Marr before 
maturing in barrels heated by the fires within the wall.

 
 

Items Wanted
A notice board has the following messages affixed.

Wanted: Owlbear Crest Feathers (100gp)
Please deliver to Dr Hane any intact crest feather from an 

owlbear.

Wanted: Banshee Eyeballs (150gp)
Please deliver to Dr Hane any unmarred, fresh banshee 

eyeballs, price to be paid per set.

Wanted: Leviathan Ambergris (2000gp)
Please deliver to Dr Hane any amount of precious 
leviathan ambergris, price is per pound of weight.

Wanted: All Exotic Materials (101gp +)
Please deliver to Frances Del’Mare any and all exotic 

materials for the best prices in town

In contrast to that rustic feel, a notable, possibly even 
suspicious,  number of the inn’s customers are of 
above average attractiveness, well groomed and well 
dressed.

Downstairs a mixture of apprentices, trades folk and 
other patrons are found enjoying the exotic foods 
and imported drinks. During the daytime, the house 
bards play a mixture of bawdy, classical and folk 
songs. They’re happy to take requests; though they’re 
also more than capable of putting hecklers in their 
place. In the evening, the stage hosts a variety of cab-
aret acts, employing magic illusions and fantastical 
beasts as part of the acts.

Seen as the place to meet in town by the great and 
the good, the first floor holds a variety of function 
rooms hired out by the more well heeled locals. High 
value trade deals, secret assignations, plots and 
intrigue abound, accordingly access is very much 
invitation only. This is enforced by a mixture of well 
dressed burly, and more erudite, bouncers. Comple-
menting the physical protection, the upper levels are 
also warded against intrusion and upon request can 
also be protected from scrying for a reasonable fee, 
amongst other magical services; a lead lining to the 
rooms a given.

Services
Private Conference Room (1 Hour, from 5gp)

Well appointed and decorated rooms laid out for private 
meetings. Extra services include Non-Detection Warding 
(120gp for 8 Hours), Illusionary backgrounds (30gp for 8 
Hours) and Unseen Servants (30gp each) amongst others.

Theatre Box (25gp per show)
With a good view above the crowd and some privacy these 
boxes prove popular for those who want to be entertained 

and discuss deals.
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STAFF AND REGULARS

Anfrald, Proprietor
Appearance: Short and exotic looking, one wouldn’t 
imagine someone with such extensive scarring could 
manage to appear attractive, yet somehow, in a rather 
unconventional manner, they do. Their face seems to 
consist of both male and female features and their 
age is equally indeterminate.
Base NPC: Duergar (True Neutral)
Depending on your setting this could be a Duergar 
like human or a true Duergar.
Traits: Attractive, Charismatic.

Background: It’s not known where Anfrald hails from 
originally and they will be politely evasive whenever 
the topic comes up, along with most other topics per-
taining to themselves. They have been running The 
9th Coin for many years now, certainly since before 
any of the current staff started work there. They are 
an urbane, discrete and non-judgemental proprietor, 
in fact the only things they don’t tolerate is disrespect 
to their staff, the inn and the confidentiality of their 
clients. 

Bryth Hane, Dr of Transmutation
Appearance: Middle aged with a degree of accompa-
nying middle aged spread. They are attired in expen-
sive robes, denoting a high level magic user of the 
Transmutation school.
Base NPC: Mage (Lawful Neutral)
Traits: Praise Seeker.

Background: A highly respected resident of the town, 
Dr. Hane is one of the most senior spell casters within 
the city. Their skills and advice are often sought out 
by locals and travelers alike, though unless they come 
bearing gifts, along with plenty of flattery, they will oft 
find themselves out of luck. Dr. Hane is constantly in 
need of exotic materials for their experiments and will 
often post requests on the Inn’s help wanted board.

Benathey, Artisan Sculptor
Appearance: Tall and young with finely chiseled 
features that border on asexual. With a physique as 
finely toned as their features, matched by exquisitely 
tailored evening wear, which is worn regardless of the 
time of day.
Base NPC: Spy - no Cunning Action or Sneak Attack 
(Chaotic neutral)
Traits: Attractive, Master Crafter

Background: With a taste for the finer things in life 
and an ego to match their talents, Benathey basically 
has two modes of operating. They are either engaged 
in sycophantic fawning or trying to exploit their status 
in order to indulge multiple vices. Benathey is always 
on the lookout for a suitable “muse” or exotic mate-
rials to practice their craft with. When regarding the 
former, they are very much non-denominational and 
welcomes anyone regardless of race or gender. 
 
 

9th Coin



2727

Frances Del’mare, Exotic Goods 
Appearance: Dressed in resplendent golden lame 
robes, with fingers weighed down by many rings of 
various precious metals adorned with a cornucopia 
of different gems. Possibly to counterbalance a short, 
slight stature and advanced years.
Base NPC: Assassin (Neutral evil)
Traits: Charismatic, Old

Background: Having explored less legally permitted 
activities as a youth, Frances retired from a previous 
life to become a merchant of exotic goods. Whilst ru-
mors of their previous line of work do circulate, Fran-
ces takes a very dim view of anyone implying they are 
anything less than a stand-up member of society. Past 
careers aside, they are often on the lookout for free-
lancers to help procure legal, if sometimes morally 
dubious, cargo’s. Whilst Frances generally pays under 
the market value, they will offer a slight premium over 
any rewards offered by Dr Hane for exotic materials 
and then sell them to the good doctor at considerably 
inflated prices, much to the irritation of Dr. Hane.

Jain Spary, Aspiring Apprentice
Appearance: Young, highly attractive and well 
dressed in modest apprentice’s robes.
Base NPC: Acolyte (Replace cantrips with:  Minor Il-
lusion, Prestidigitation, and Shocking Grasp, replace 
1st lvl slots with: Burning Hands, Mage Armour and 
Unseen Servant. Swap Wis and Int values.)
(Lawful Neutral)
Traits: Attractive

Background: Jain has a major issue; the lack of a 
suitable Wizard to apprentice them self too. In their 
desperation to climb the ranks of the arcane, they 
have ended up offending the majority of the local 
magic users by playing on their charm and looks and 
switching between one patron and another too often. 
Jain’s attempts to secure the “best” tutor have back-
fired and they are now viewed as fickle and shallow. 
Desperate for redemption and to find a suitable bene-
factor, they are willing to go to any lengths to prove 
themselves.

9th Coin
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The Blockade is a narrow, rambling and cramped 
pub heaving with customers. It occupies a group 
of five small buildings along the dockside, all filled 
already by regulars at almost all times of day. 

Most customers spill out onto the streets and docks, 
where they gather around barrels and crates, or 
stand in doorways.

The main clientele seem to be a mix of fisher folk, 
sailors, dock workers, porters and the residents of 
the disheveled lower port district of town.  

Anyone too out of place, too well dressed for exam-
ple, will have a hard time pushing through the crowd 
to get to the bar, and may find themselves shoved 
or tripped into the silt or sea water of the harbour if 
they are not wary. Desperate pickpockets sometimes 
also operate here, though if caught, will receive a 
savage and possibly fatal beating from the crowd.

Some customers can be seen eating stew from 
simple wooden bowls, with no utensils other than a 
hunk of dried bread, and it is clear the pub is a main 
source of food for many of the poorer locals.

The Blockade
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The Blockade

Saint Bo’s Bitter (Mug , 4cp)
The town’s signature ale, a robust ruby ale with a hint of 

exotic spice.

The Black Flag (Mug , 5cp)
The choice of the local dock hands and sailors alike, this is 
a thick, malty and incredibly strong porter. Not for those 

of a mild constitution.

Harbour Water (Mug , 1cp)
This ‘small beer’ is a staple for the poorer customers, but 
you get what you pay for and this is a thin, watery ale. 

Menu
Pieces of Eight (Plate, 2sp)

Small crispy and chewy, the fried and spiced octopus arms 
of these locally caught delicacies are popular, if a little 

more costly than other options

Morning Stew (Bowl, 4cp)
Made from that morning’s landings of local fish, this basic 

staple is available nearly 24 hours a day. Very cheap, 
healthy and nutritious, and actually very tasty, if you 

don’t mind excessive salt. 

Roasted Bladefish (Plate, 8sp + a bribe)
Only available to certain customers, and not on the menu, 
but popular with certain regulars in the small side rooms. 
Outsiders and strangers would need to bribe a barmaid to 

place an order. It smells absolutely mouth-Watering...
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STAFF AND REGULARS

Xanth, Mysterious Traveler
Appearance: At first glance this figure appears un-
kempt and chubby, with ample body fat hidden under 
a messy configuration of jackets, robes, shawls, belts 
and the like, with no clear distinctions between items.
Their voice is heavily accented and has an unusual 
tone and timber. 
They frequently adjusts their clothing as if uncom-
fortable, and as the arrangement of layers change, so 
does their appearance.
Base NPC: Mage (Lawful Evil)
Traits: Eldritch Insight

Background: Xanth arrived in the town recently by 
sea, and is from somewhere far away with an unpro-
nounceable name. (Literally - INT check at DC 18 to 
realise no human mouth should be able to say that 
name.)  Xanth’s reasons for traveling are arcane and 
obscure, and while they seem to understand other 
languages perfectly, their strange voice and unusual 
manner of speech make it hard to understand any 
explanations they offer. 

Xanth will buy any particularly strange or exotic item, 
but never anything more mundane. Xanth may have a 
strange item or two he is willing to sell.  Roll D6:

1 - Disturbing and distracting carved stone. (fear 
check with Advantage to touch) 
2 - Beautiful iridescent seashell. (Advantage to craft 
into jewelery.)
3 - An ancient sealed bottle of unknown liquid, glass 
worn from years in the sea.
4 - A tiny leather pocket book, with notes and sketches 
of a strange Island. 
5 - A small coin. When face up has a weight of 1gram, 
when face down it weighs 100kg.
6 - Roll a random magic item.

Sterla Althosson, Union Boss 
Appearance: Sterla wears a carefully chosen outfit 
that is respectable enough to pass in the better parts 
of town, yet not too showy, so that they still seem at 
place in the docklands. they are well groomed, but a 
couple of gold teeth, a broken nose, and a few small 
scars on the face hint to violence in the past. 
Base NPC: Bandit Captain (Neutral Good)
Traits: Suspicious, Brawler

Background: Sterla is well-known locally, but is a di-
visive figure, and has a mix of supporters and detrac-
tors. To their friends they are “their voice” who fights 
the town authorities on the people’s behalf, to Sterla’s 
enemies they are a corrupt thug running a protection 
racket.

Sterla is always surrounded by a handful of close 
supporters and often a small crowd of supplicants - 
locals with grievances or problems. Sterla often acts 
as an intermediary between different power groups, 
from criminal gangs to the priesthood, from destitute 
individuals to the mayor’s office.

Sterla’s henchmen will intercept any stranger trying to 
get near them. Anyone wanting an audience will need 
to give a reason and will be asked to leave their weap-
ons behind. Sterla will be wary of getting too involved 
with strangers until they have had some time to make 
inquiries into the past of these newcomers.   

The Blockade
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Gloss, Captain of the Windsword
Appearance: They are short for a Sea Captain, and 
compensate a little with large boots and a large hat. 
Gloss rarely smiles, and their eyes are dark and heavy, 
whilst their skin is weather beaten and sun aged.
Base NPC: Pirate Captain (Lawful Neutral)
Traits: Relentless, Cold-hearted

Background: Gloss wears a mask of professional 
detachment and calm even in the face of great danger, 
and rules their crew through respect and skill rather 
than brutality.  While gossip may reveal that Gloss is 
struggling financially, no-one realises the scale of the 
problem - They have skipped essential repairs, been 
forced to use substandard equipment, and has insuffi-
cient supplies for the next voyage.

Gloss knows in their heart the voyage will be a disas-
ter, but can’t see any way to avoid attempting it, as the 
profits from the trip are desperately needed. 

Alber, Chef
Appearance: A tall individual, who slouches and 
keeps their head and shoulders low. Shoulder length 
hair worn loose masks their face. With eyes that often 
wander, and body language that indicates they are 
uncomfortable interacting with people and wants to 
be left alone. 
Base NPC: Commoner (Chaotic Neutral)
Traits: Unassuming

Background: Alber is a talented chef, a born natural 
with a passion for cooking, who for some strange 
reason works in a tiny backroom kitchen of an other-
wise unremarkable lower class dockside pub. Due to 
the nature of the clientele and the local economy, the 
meals are primarily based on the fruits of the ocean- 
fish, crustaceans, seaweed, and cephalopods. Albos 
has a reputation as a “pretty good” cook, and the 
pub has the best food in the area, but Alber actually 
keeps a low profile, and for unknown reasons delib-
erately over or under salts all of the food at the final 
stage. Only the most expert gastrophiles will be able 
to tell that the meals quality has been sabotaged and 
reduced to merely “pretty good”. Alber will get very 
evasive and defensive if questioned about this.

The Blockade
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The tightly packed streets suddenly spill open into 
a brightly-lit cobbled square, full of the bustle of city 
life, the shouts of hawkers, the hubbub of a hundred 
conversations, the yelps and barks of dogs, and a 
cacophony of other noises echoes off the surround-
ing walls.  

Bright and colourful tents rise above the heads of the 
crowd, indicating stalls and shops. Over the gener-
al town stench you can detect the scent of flowers, 
fruits, meats, and fresh bakery. 

The Market is home to a population of stray cats. 
They tend to keep the area clear of rats, and some 
shopkeepers feed them scraps.

A solitary member of the town guard sits on a stool 
against a shop wall, watching the market with a 
bored expression, occasionally exchanging greetings 
with locals. 

Market Square

Market Square
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STALL HOLDERS

Elis Mayweather, Flower Seller
Appearance: A 25 year old, with a kind face, en-
chanting smile, and eyes glittering with intelligence 
and humour. Elis typically wears well cleaned blue 
cotton garb, and a large pair of sturdy farmers boots. 
Base NPC: Commoner (Lawful Good)
Traits: Canny Dealer, Lovesmart

Background: Elis sells produce from the family’s 
small farm on the outskirts of the town. They wake 
up a couple of hours before dawn every day, load a 
handcart, and brings the stall to the market, setting 
up in time for sunrise. Elis stays at the market till late 
afternoon, and then returns home. They are very hard-
working and disciplined, but far too smart for such a 
low paid job.

A sense of duty to their family prevents Elis seeking 
a better life elsewhere. They sell good vegetables and 
flowers, and the prices are fair. For a relatively poor 
farmer Elis can read surprisingly well, knows a few 
skills that are unusual for someone in their position 
and is regarded as a charming figure around the 
market.

Market Square

Ott Grumblehead,Peddler
Appearance: A fidgety, active figure, constantly shuf-
fling about, mumbling to themselves. Medium build, 
with a rather plain look, Ott tries to make up for a lack 
of charisma with blather and fast-talking.
Base NPC: Commoner (Lawful Neutral)
Traits: Nimble Fingers, Canny Dealer

Background: Ott has tried a hand at almost every-
thing, and got the scars to show for it. Now in the 
later years of life and starting to suffer from numerous 
ailments, Ott has settled into a town life, trading a 
wide range of low-quality 2nd hand goods.

Ott will engage potential customers in banter, find out 
what they are after, then try to sell them some piece 
of junk that won’t really be good enough to do the job. 
If that doesn’t work they are usually able to rummage 
through their collection and find something else to 
offer the customer. As this process continues, Ott 
may produce items that are less than strictly legal, if 
Ott thinks he can get a sale. Ott often refuses to let 
customers go, insisting they wait a moment while Ott 
quickly finds just the thing they need.

There is a small chance Ott may actually have rare 
and unusual items (though still not valuable) but won’t 
produce them until the customer has already invested 
time and energy in the interaction. If at the end of it, a 
customer still won’t buy anything Ott will get fake-an-
gry at them for “wasting all my time” and demand 
they at least buy something. Ott will quickly back 
down if physically challenged.
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Market Square
Vale Warner, Fruit Merchant
Appearance: Short and thin with skank unwashed 
hair, Vale isn’t someone to concerned about their 
appearance. 
Base NPC: Commoner (Lawful Neutral)
Traits: None  

Background: Vale runs a Stall selling fruit from a 
number of local orchards. They also own a basement 
in one of the buildings adjacent to the square, little 
more than a large room and an office, where they 
keep the stocks of fruit, a cart, a very sad and mis-
treated donkey, piles of jars and bags of sugar, and 
their meager life possessions. 

Vale is bitter and ambitious, unhappy with their lot 
in life. They are very careful with money, and values 
it above all else. Vale works hard as a middle agent, 
buying fruit in bulk, preserving it and selling it on in 
small amounts through the stall. As such they make a 
large selection of jams and fruit preserves, all of them 
are okay, but as they never uses enough sugar, they 
are often sharp and don’t preserve for long when the 
jars are opened. Vale also sells sun-dried fruit, which 
makes a good travel ration. 

Charl Ensite, Live Animals 
Appearance: Charl is 55 years old with a weather 
beaten look, and a strong “countryside” smell. Their 
thick clothes are heavily stained by various animal 
“products”.
Base NPC: Commoner (Lawful neutral)
Traits: Animal empathy 

Background: Charl trades in live animals and asso-
ciated products. The stall and the ground around it 
is piled high with cages and boxes containing chick-
ens, lobsters, piglets, puppies, ducks, and goats. On 
occasion they may even have a donkey or sheep to 
sell. Charl can usually arrange to provide almost any 
common animal for the right price. 
This stall also sells eggs, feathers, bundles of wool, 
animal pelts and skins, and wooden and reed cages 
and boxes of various types. 
Charl is superficially friendly to customers, and likes 
straight talking folk who know what they want and 
pay the asking price.
 
Lavin Fox, Herbalist
Appearance: A hunched over, frail-seeming middle 
aged redhead.
Base NPC: Cult fanatic (Lawful neutral)
Traits: Deep Sight

Background: Lavin is a popular fortune teller, herbal-
ist and wise one, and makes a modest living providing 
a range of discrete services. Lavin frequently acts as 
a lay doctor for the local community, and is partic-
ularly skilled at safely delivering babies, and makes 
concoctions that provide effective help for the pain of 
childbirth.
Lavin is also something of a spymaster, maintaining a 
web of contacts and gleaning secrets from their cus-
tomers. A prodigious memory records all details and 
Lavin is very skilled at understanding people and their 
desires. If Lavin acts on this knowledge they do so in 
ways too subtle to be detected.
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Located near to the west gate but nestled down a 
side street, the Nightcandle is away from the main 
flow of travelers. Whilst this means it’s quieter than 
the Gatehouse tavern, that suits its clientele of off 
duty watchmen and town officials. Some of whom at 
least would prefer less excitement after a day of deal-
ing with drunken adventurers or merchants claiming 
destitution.

Despite the quieter ambiance, there is something of 
a divide in the pub. In the main bar, off duty towns 
watch nurse their drinks amidst an atmosphere of 
quiet conversation. Standing by the bar a senior 
watch member is engaged in debate with the bar 
tender, whilst they don’t look alike there is a sense 
they are cut from the same cloth.

The side rooms however, are a different matter. Mut-
ed sounds of raucous revelry have all the markings 
of a vigorous party going on, much to the muttered 
annoyance of the occupants of the main bar. A platter 
of expensive looking food in the hands of a young 
looking server is currently engaged in an intricate 
“don’t drop the food that’s more than a day’s wages” 
dance with an equally large collection of empty glass-
es trying to make their way to the bar.

Nightcandle
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Nightcandle
Menu

Murasi Fire Ant Stew (Bowl, 1sp)
A spicy heartwarming stew, seasoned with dried Murasi 
fire ants for extra kick. Perfect after a long night on the 

cold streets.

Selarian Eye Stalks (Plate, 2gp)
Harvested from freshly killed floating horrors from the 
cursed temple of Seleria, this exotic delicacy is favoured 

less for it’s taste and more for its rarity and the boldness of 
eating an eye stalk. It tastes a little like chewy broccoli.

Softshell Mitred Crab (Plate, 1gp)
Rare though the mitred crab is in these climes, it’s rarer 
still to find a chef with the skills to cook them without 

accidentally freezing the dish.

Saint Bo’s Bitter (Mug , 5cp)
The locals favourite is slightly pricer here, unless you’re a 
member of the watch. Flavours of citrus combine with a 

smoky flavour, creating a unique drink.

Temjalob Mead (Bottle, 12gp)
Imported all the way from the giant beehives of Temjalob, 
this mead is a rare tipple indeed. The sweetness of the 
mead is tempered by the giant bee’s unique diet of 

borderland flora.

STAFF AND REGULARS

Thoma Dean, Proprietor
Appearance: Late middle aged with chiseled features 
who clearly gets plenty of exercise running a pub.
Base NPC: Veteran (Lawful Neutral)
Traits: Social Analyst, Attractive

Background: A former captain of the watch, Thoma 
renounced their commission and continues to do so, 
often at length, to anyone in earshot at the end of the 
night.

Whilst loudly and publicly renouncing all ties to the 
watch and the towns other civil faculties, the pub does 
have a lot of exotic drinks at some really quite com-
petitive prices, despite the slightly Faustian price they, 
and more directly Elli, pays for this largesse.

  
Elli Dean, Tavern Server
Appearance: A short statured youth with a powerful, 
athletic poise.
Base NPC: Commoner (Neutral Good)
Traits: Quick footed

Background: Their solid frame is usually sufficient to 
encourage politeness amongst all but the most fool-
hardy or rowdy patrons. The fact Elli seems to know 
all the town watch regulars by drink and first name 
usually takes care of the remainder. 

However not all is so charmed in Elli’s life for their 
mother, unable to pay for temple healing, passed away 
in childbirth, leaving their sibling, Thoma, to become 
Elli’s guardian. To further complicate matters, Judge 
Kobana seems to have a grudge against Elli and is not 
a forgiving soul. 
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Sergeant Vatugor, Town Watch
Appearance: Well groomed hair hides much of a 
time worn face, below which a strong muscled frame 
has grown rounder over the years.

Base NPC: Knight (Lawful Neutral)
Traits: Powerful Paunch, Street smart

Background: Rising to the rank of Sergeant many 
years ago, Vatugor has kept both health and position 
intact with an uncanny nose for trouble and an al-
most legendary sense of timing. Their cool head and 
sharp senses have saved many a young member of the 
watch from trouble, and they seldom find their glass 
or funds run low whilst drinking in the Nightcandle. 
Seen as a rallying point by the towns watch, anyone 
with information on matters criminal will be directed 
toward Vatugor.
 
 
Sophra Kobana, Judge
Appearance: Dressed in formal yet well tailored 
clothes, with youthful looks despite being middle age. 
They clearly spend a lot of time, effort and money 
enhancing their appearance .
Base NPC: Noble (Lawful Evil)
Traits: Cruel Natured, Attractive

Background: In return for turning a blind eye about 
black market booze and wares, Sophra and several 
other city officials use the side rooms of the Nightcan-
dle as their perpetual party suite. In Sophra’s case, the 
arrangement is all the sweeter for the chance to tor-
ment the tavern server Elli, whenever the mood takes 
them. Rumors of infidelities, illegitimate heirs and 
rivalries are all mooted as motivation for this animos-
ity, though these are talked of quietly from a distance.  
Aside from tormenting helpless workers, they are also 
known as one of the harsher judges in the city and 
for enjoying the finer things in life. In the case of the 
latter, preferably, at someone else’s expense.

Nightcandle
Janu Kassk, Customs Inspector
Appearance: A well dressed young adult in formal 
attire and bright red hair braided in a conservative 
manner.
Base NPC: Mage - without spells (Lawful Neutral)
Traits: Bureaucrat, Social Analyst

Background: Born to one of the better  connected 
merchant families, their career in the customs depart-
ment is no chance affair. Innate mental acuity com-
bined with expensive schooling and a strong familial 
motivation combine in a highly talented individual, 
able to find a way to tax almost any form of transac-
tion. Or avoid doing so…
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Situated outside of town, a few hundred yards from 
the gates, the Outsiders Inn is a reassuringly solid 
building, with modest but functional walls around its 
yard. At night, it is often the only building beyond the 
town wall with lights still blazing from its windows. 
In the daytime, visitors can enjoy the view of the 
nearby stream and milhouse, and watch the work in 
the stable from the rear yard, while enjoying a nice 
breeze by the river.

Patrons in the main lounge can watch the world go 
by out the window - the farmers taking produce to 
market, peasant children playing in the street, and 
enjoy a taste of the countryside.

Here townsfolk can mix with adventurers, travel-
lers and merchants either passing by the town, or 
stopping for a last drink before they set off on their 
journeys.

Outsiders Inn

Room Prices
Single Room (1 bed, 4sp)

Rustic and simple, but tidy and well cleaned.

Twin Room (2 Beds, 7sp)
Sleeps two in separate beds.

Master Bedroom (1 Bed, 8sp)
A large bed with the best linens the Outsiders can offer.

 Stable Stall (1 Stall, 4cp)
For either a horse or the traveler on a budget.
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Outsiders Inn
Menu

Bread and Bacon (Plate, 2sp)
Simple but tasty. Two thick slices of seedy wholemeal 

bread with an inch thick layer of bacon slices. 

Bread (Loaf, 5cp)
One small loaf of bread. Intended as staple food for the 

poor, this is often sold out the side door.

Full ‘Bacon’ Ham (Ham, 1gp)
A large side of cured and salted pig, from which to 

slice ham. Very popular with travelers, it comes ready 
packaged for a journey wrapped in a simple waxed 

canvas cloth secured with string. 

Millbrook Pale (Mug , 3cp)
Local village brewed ale with an earthy herbal tang.

Old Valley Red (Pitcher, 1sp)
Cheap imported wine of questionable quality.

STAFF AND REGULARS

Hertha Tonney, Miller
Appearance:. Sturdily built, with muscles hard from 
work. Old faded tattoos mark the skin on their neck, 
and they breathe with a throaty wheeze, coughing 
frequently.
Base NPC: Commoner (Lawful Neutral)
Traits: Stoic, Strong

Background: Herthas family has owned the local 
mill for generations, and Hertha has been running it 
for many years, but has yet to raise a family, and their 
health is already starting to worsen. Hertha intends to 
sell the mill in a few years and retire, although is se-
cretive about where they plan to move. Hertha is also 
a smuggler, working with a gang to ship contraband 
into the town past inspections. The carts that deliver 
the mills flour to the town bakers provide the perfect 
cover for smuggling, and Hertha is growing rich from 
the crime. Disentangling them self from the criminal 
gang and retiring with that wealth is proving difficult...
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Jorn Sarassa the Third, Noble
Appearance: Jorn is often dressed in blue, their 
favourite colour, and a symbol of wealth. The ornate 
light armour they wear is more showy than practical, 
and trimmed with gold thread. They have a sullen and 
suspicious look, and give off a challenging and aggres-
sive aura. 
Base NPC: Noble (Lawful Neutral)
Traits: Violent, Drunk, Gambler.

Background: Jorn is nearly penniless, their father 
having restricted their allowance as punishment for 
drunken rages and reckless spending. Jorn spends 
the days seething in a corner of the pub, dreaming 
of escaping this life or turning their fortune around 
with grand schemes and wild adventures. Jorn nurses 
murderous fantasies about their own father, and has 
a growing list of enemies, some real, some imagined. 
Jorn chooses to hang out at the Outsiders because 
they envy the travelers and adventurers who pass by.

Hermis Lightfoot, Stablehand
Appearance: A tall, graceful, quite handsome youth, 
who moves quietly and speaks softly. Their eyes are 
lidded and heavy and Hermis frequently seems sleepy 
or dreamlike in their movements. 
Base NPC: Commoner (Lawful Good)
Traits: Animal empathy (Adv on all animal handling 
checks) Insomniac. (Disadvantage on perception 
checks)

Background: Hermis was found as a child wander-
ing the woods, and travelers dropped them off at the 
stables, where they were adopted and raised by the 
owners. They seem content to look after the horses, 
and seem to need nothing else in life. Hermis has 
no bedroom, and goes days at a time without sleep, 
but can sometimes be found standing or sitting in a 
trance like state of rest, facing towards the distant 
deep forest.

Saral “Clipper” Helgert, Wolf-hunter
Appearance: Youthful, charming and sly, with an easy 
smile for strangers. Their clothes suggest a traveler, 
but under the leather duster and fine wolf skin cloak 
you can glimpse two well worn knife belts. Saral ex-
udes confidence and happiness.
Base NPC: Veteran Hunter (Lawful Good)
Traits: 

Background: ’Clipper’ is a popular and well-liked reg-
ular at the Outsiders Inn. They work as a game war-
den for the town, not to prevent poaching, but to keep 
wolves away from the farms and settlements in the 
area. Saral has a pretty wide definition of “wolves”, 
and has killed a fair few humans that they thought 
the world is better off without.  Hunter Helgert, as 
respectful strangers should address them, is a great 
judge of character, and a very real danger to any evil 
person who strays into their turf.

Erinas Fletcher, Proprietor
Appearance: Erinas looks older than their years, 
with hint of melancholy just beneath a cheerful out-
ward persona. 
Base NPC: Commoner/Farmer (Lawful Neutral)
Traits: Sanguine 

Background: Erinas had a happy childhood in a 
loving family, but as they neared adulthood one crisis 
after another took its toll, and were bereaved of their 
siblings last winter. Erinas’ father is many years dead, 
and mother bedridden, so Erinas has taken over the 
family business, running the Inn and caring for their 
dying mother. Erinas employs Davin Goodacre as a 
general janitor and cleaner, two local youths as serv-
ers, and has a close business relationship with the 
owners of the stable yards. Erinas doesn’t need any 
more stress in life, and just wants people to buy beer 
and go home when the inn is ready to close up. Is that 
so much to ask? 

Outsiders Inn
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Davin Goodacre, Janitor
Appearance: Most people notice the peg leg first, and 
the distinctive hobbling gait. Davin wields a wooden 
crutch under one armpit, and is surprisingly agile and 
mobile for someone with a wooden leg. Davins face is 
lined with creases, and has a small but noticable scar 
on the chin. 
Base NPC: War Veteran (Lawful Neutral)
Traits: 

Background: Davin was a farm worker and peasant 
who fell on hard times after a bad harvest. When their 
other options ran out Davin was recruited into some 
rich nobles war, and shortly after sustained an injury 
that ultimately cost a leg. After many years as a wan-
dering beggar Davin finally found charity from Hertha 
Tooney, who gave Davin a shack to sleep in and bread 
to eat. Over the last few years Davin has striven to 
become accepted by the local people, and works hard 
at any little job they can get. Davin sweeps floors, 
empties latrines, replaces candles and refills lanterns, 
gathers water from the well, makes small repairs, and 
keeps an eye on Hermis. Whilst still very poor, Davin 
accepts only the minimum charity required to scrape 
by and avoid starvation.

Izael Durrantis, Waggoneer
Appearance: A youth dressed for travel, with clothes 
clean and in good repair, a shortsword on the belt, and 
a few good leather pouches are all they carry, the rest 
of their gear elsewhere perhaps. Izael has intelligent 
eyes, and seems very aware, notices anyone checking 
them out and responds with a polite nod. When Izael 
stays at the Outsiders they spend much of their time 
playing games of coin, dice and chance, either solo, or 
with anyone willing.
Base NPC: Spy (Lawful Neutral)
Traits: Gambler, Gamer (adv on gambling or opposed 
games of skill) Machiavellian (adv on manipulate) 

Background: An orphan enslaved (“employed”) by a 
merchant company, they proved to be a fast learner, 
and adept at numeracy and writing. Their lazy master 
spotted these talents and came to rely on Izael to do 
the grunt work involved in the company book-Keep-
ing. Izael soon learnt that the master was embezzling 
funds and gambling them away, and with a flash of 
insight a plan formed. A few years later the company 
went bankrupt, the bookkeeper was arrested and 
tortured, and confessed to their crimes. No-one paid 
any attention to the lowly child who cleaned the office, 
and the angry creditors believed their fortunes had 
been gambled away and lost forever. 

A few months later, in a different part of the country, 
a young looking but duly authorised agent picked up 
some shipments that had been waiting in a ware-
house, brought a wagon and horses, and headed 
south. To avoid suspicion Izael has had to hide most 
of the stolen wealth, and begin their own business 
carting goods. They have created a reputation as a 
small-time modest gambler who sometimes gets pret-
ty lucky. Izael may be willing to hire adventurers for 
protection on dangerous routes. 

Outsiders Inn
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Pace Manor
Opportunities
The Manor house is a big consumer of local resourc-
es and provider of employment. Some of the available 
opportunities include:
Food services - The Kitchens are always on the 
lookout for deals on fresh food deliveries, on rare and 
difficult to obtain ingredients, and often have need of 
extra staff in the kitchens for big events. 
Entertainment - From jugglers to mimes, acting 
troupes to dancing bears, wrestling dwarves and com-
peting magicians, they all seek work here. The chief 
town official has a bully’s sense of humor, and enjoys 
low cruelty and degradation. With tastes that would 
sink deeper and darker were it not for the importance 
of maintaining a reputation.
Official business - Anything to do with the general 
well being of the town and townspeople. If a subject 
can be made to seem important enough to the chief 
official, then it will be considered town business. 
Many free lunches with supporters seem to qualify. 
 
 
Shady Business
Visitors offering illicit services to the officials that call 
the manor home must be careful how they make any 
approach. Outsiders and strangers will be treated to 
a display of shocked indignation and escorted out. 
More subtle approaches will find a market for every-
thing from stolen art, embezzlement, tax schemes, 
legal corruption, and the occasional bit of violence 
(although Thorne usually handles that).

Real Emergencies
Should a disaster strike or threaten the town, some 
might think alerting the top town official is a wise 
decision. In any such crisis the chief official will show 
their true colours, abandoning everyone and seeking 
to flee with his wealth. If the threat is only looming, 
instead they will choose to willfully ignore it, and have 
any trouble-making whistle blowers locked up.
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Pace Manor
RESIDENTS AND STAFF

Herule Pace, Chief Town Official

Appearance: Herule has boots with small bells on, 
an impressive feathered hat, gold chains of office and 
gem-set rings covering all fingers. The person under-
neath all this is unremarkable, somewhat bland faced, 
made ugly by perpetual leering eyes and sneering lips. 

Base NPC: Noble (Lawful Evil)
Traits: Narcissist

Background: Herule understands the value of ap-
pearances, and goes to great lengths to project wealth 
and power, which they feels is appropriate for their 
station. There are petty, greedy and cruel, and would 
make a dangerous enemy were they not so easily dis-
tracted, and lazy. Herule is susceptible to flattery and 
bribery, and a number of powerful people consider 
Herule to be their puppet. 

Thorne, Bodyguard
Appearance: Heavily muscled and broad across 
both chest and shoulders, they sometimes struggle 
to fit through doorways. Thorne wears an expression 
of indifference on duty, and looks like they might be 
capable of being both polite and violent at the same 
time.
Base NPC: Soldier (Neutral Evil)
Traits: Suspicious, Brawler

Background:  Joined the army as a teenager, and 
had a violent and poor life until landing a job working 
for Herule. Thorne has settled into this life, much 
preferring the cleanliness, the regular meals, and the 
reduced incidents of violence. Thorne is careful to 
behave very well to ensure this continued lifestyle.

Helek Pace, Socialite
Appearance: Cold, thin, tall, with hard cheekbones 
and what would be a pleasant face if it wasn’t for the 
permanent scowl and a look like the world disgusts 
them.
Base NPC: Noble (Neutral Evil)
Traits: Gold digger

Background: A poor immigrant for a distant land, 
Helek was getting involved with the towns seedier 
underworld when they met Herule and joined into a 
family of wealth and crime. Some judge Helek unfair-
ly for their survival decisions, but others for Helek’s 
underlying nature, for they retain no sympathy for 
others in poverty.  

Emin Pace, Socialite
Appearance: Considering their parentage, Emin is a 
cheerful and like able soul. They seem carefree and a 
dutiful child, but Emin takes an unusually close inter-
est in all visitors to her father’s house.
Base NPC: Noble (Chaotic Neutral)
Traits: Machiavellian

Background: Raised as the favourite child, Emin 
has had a cosseted childhood, with all the advantag-
es money could buy. Emin was a bright child, with a 
determined manner and good work ethic, and by their  
teenage years was well aware of flaws and limitations 
of their parents. Emin conceals their true intelligence, 
and has great ambitions, although their plans are still 
forming.
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Situated in the shade of old town, it’s named partly 
for location and partly for it’s main clientele. The 
local fisher folk tend to need a rather thorough scrub 
after gutting their catch, which lends a slightly salty 
overtone to the smell of suds and steam.

Popular during all hours of the day, the upstairs is 
always bustling with patrons. The main upstairs 
room acts as a waiting area and serves a variety of 
cheap drinks and basic fare. Beyond that, the back 
area offers access to the bathing area below via the 
disrobing area, all items are left at the owners risk. 
To the side, the private massage rooms offer a variety 
of services to cleanse and relieve the weary, traveler 
and worker alike.

Fed from an underground hot spring, the basement 
is a large open plan communal bathing area. For 
those of a more prudish nature simple cloth wraps 
are available to hire for a small fee, though most 
simply disrobe and go “au naturel”.

Whilst the room is open plan, one corner seems to 
be reserved by a group of persons whose tattoos 
have come from a prolonged period of confinement. 
A steady stream of urchins come and go from said 
group, conspicuous by their lack of bathing attire.

The Under wash

The Under Wash
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The Under Wash
Services

Communal Bath (2cp) 
Grants access to the communal bathing area in the 

basement of the Under Wash; wraps and towels can be 
provided at an extra cost. 

- Bathing Wraps (1cp)
 - Towel (1cp)

- Clean Towel (2cp)

Deep Clean (3sp)
Removes even the most stubborn smells and stains, along 

with the top layer of skin.

Sauna Use (5cp)
The smaller building in the Under Wash yard is fitted out 
as a steam room, for those that want to ‘feel the heat’.

Private Bathing Chamber (1 hour, 5sp)
For those with a little more coin and a desire for privacy, 
grants access to one of the three private bathing areas for 1 
hour. Tubs with heated water and clean towels provided.

Sensory Spa (2gp)
Incenses and perfumes, some of which are mildly narcotic 
are combined with soothing music and exotic motions. 

Removes a single level of Exhaustion per day, in addition 
to any removed by normal rest.

Extracurricular Activities (1sp+)
Additional services not listed may be negotiated at the 
discretion of the management. The arrangement of these 
are all handed over to a member of the Cartel and can 

range from the mild to very illegal in nature.

It may even be possible to arrange an audience with 
Nothelm, although that may or may not be a wise idea...

Menu
Bucket O’ Fish (Bowl, 8cp)

Tradition allows certain of the fisher folk to pay their bath 
fees from the daily catch, this assortment of random fish 

are cooked up in to a hearty, heavily spiced stew.

Meat Skewers (1 Skewer, 1sp)
A metal skewer with cuts of grilled meat, locally called a 
‘Back Stabber’ either because of the choice of back meat or 
because the skewer looks like it could do some damage!

Saint Bo’s Bitter (Mug , 3cp)
A popular local ale, and found for one of the best prices in 

town at the Under Wash.

Royal Mark Vintage Brandy (Bottle, 25gp)
Only a few bottles of this expensive and exquisite tipple 
are ever in stock, with any regular able to advise that it’s 
main reason to be on the menu to help the cartel spot 

guests with deep pockets. 

The ‘Bath House’ Cartel

The Under Wash is owned and operated by a local 
thieves guild, who use the bath house as a head quar-
ters and meeting place.

The cartels influence is there for those who know 
what to look for, but doesn’t interfere with the general 
running of the Under Wash itself. Although the fisher 
folk and other regulars keep well out of the cartels 
business, leaving them well alone seems safest. 

There are rumors of secret passageways that connect 
the basement of the Under Wash to the towns sewer 
system and natural caves, allowing the thieves unseen 
access or escape.
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STAFF AND REGULARS

Gylip, Bathhouse Proprietor
Appearance: Now in their twilight years, they seem 
to care little any more for appearance or diet.
Base NPC: Commoner (Lawful Neutral)
Traits: Old, Street Smart

Background: There was a time when this establish-
ment was a little higher class than it now is. There 
was also a time when Gylip groomed, bathed and 
wore washed clothes more regularly. These days, 
much like their ownership of the Under Wash, are in 
the past. What’s done is done and they accept their lot 
in life with taciturn pragmatism, aided by the notion 
that snitches tend to need to make donations to the 
local temple and the rates are exorbitant these days. 
Gylip acts as a respectable front for the current own-
er, Nothelm, forwarding requests and information as 
appropriate.

  
Nery & Merry Taine, Masseurs
Appearance: Wearing simple but presentable 
smocks that were probably once white, these two are 
obviously siblings. They are both solidly built with 
strong looking hands and wry smiles.
Base NPC: Guard (Neutral Good)
Traits: Hands like shovels, Always time for a laugh

Background: Their work isn’t the most glamorous, 
hygienic or at times even pleasant. That never seems 
to stop them treating life like it’s far too important to 
be taken seriously. They always seem to have a wry 
smile on their faces and as such, they are loved by 
both customers and the rest of the staff. Apprecia-
tion for their humour does get more patchy amongst 
Nothelm’s associates, a fact that’s nearly got them into 
serious trouble on multiple occasions. 
 

  
Nothelm, Crime Boss
Appearance: At first glance they seem to be a well 
dressed noble with a smile that doesn’t quite reflect 
in their cold piercing eyes. Closer inspection, should 
it be chanced, will note the fine clothes are a little too 
frayed. Is that a gang tattoo peeking out from behind 
that cuff? If they are dressed for bathing, then the 
many tattoos that signify a dangerous well connected 
individual will be very visible.
Base NPC: Bandit Captain (Lawful Evil)
Traits: Natural Leader, Street Smart

Background: They’ve been the leader of a local guild 
of thieves for quite some time now, which in and of 
itself says quite a lot. Nothelm has a knack for in-
spiring loyalty amongst their followers, which is no 
simple feat given the range of rogues, murderers and 
vagabonds that pay them fealty. Always on the lookout 
for new talent, they are more than happy to grant a 
temporary local thieves guild license, even if you’re 
just “passing through”. 

If you’re able to reach them for an audience, they may 
even be happy to grant a retrospective license, though 
those are considerably more expensive and tend to 
involve a permanent reminder as to the wisdom of 
asking first, rather than seeking forgiveness.  
 

The Under Wash
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 Adwin Exard, Bodyguard
Appearance: A well rounded frame covers a solid 
layer of muscle underneath, Adwin Exard might be 
described as a “unit”. However anyone doing so would 
be advised to do so quietly, from some distance away.
Base NPC: Veteran (Chaotic Neutral)
Traits: Powerful Paunch, Psychotic

Background: With a reputation for extreme and 
unpredictable rage frosted with psychotic levels of 
violence, Adwin is foremost of Nothelms enforcers. 
With a well deserved reputation carefully spun over 
the years such that the mere threat of a visit is usually 
sufficient, much to their disappointment.

Mathye Clyne, Devout of Tymora
Appearance: An unassuming looking individual with 
mousy blond hair, they are deliberately easy to miss.
Base NPC: Cleric Trickery Domain (Chaotic Neutral)
Traits: Bureaucrat, Prevaricator

Background: Whilst the more mainstream priest-
hoods may have a more acceptable public image, at 
least Tymora (Trickery) is honest about it’s two faced 
nature. They is one of Nothelms’ few trusted advisors 
and supports the business both directly through their 
divine powers and indirectly through an innate under-
standing of the complex duplicities of the legal and 
tax systems.

The Under Wash
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This book makes use of material from SRD5 and 
must include a copy of this legal information.

Legal Information
Permission to copy, modify and distribute the files 
collectively known as the System Reference 
Document 5.1 (“SRD5”) is granted solely through the 
use of the Open Gaming License, Version 1.0a.
 
This material is being released using the Open 
Gaming License Version 1.0a and you should read 
and understand the terms of that license before 
using this material.
 
The text of the Open Gaming License itself is not 
Open Game Content. Instructions on using the 
License are provided within the License itself. 
The following items are designated Product Identity, 
as defined in Section 1(e) of the Open Game License 
Version 1.0a, and are subject to the conditions set 
forth in Section 7 of the OGL, and are not Open 
Content: Dungeons & Dragons, D&D, Player’s 
Handbook, Dungeon Master, Monster Manual, d20 
System, Wizards of the Coast, d20 (when used as a 
trademark), Forgotten Realms, Faerûn, proper 
names (including those used in the names of spells 
or items), places, Underdark, Red Wizard of Thay, 
the City of Union, Heroic Domains of Ysgard, EverChang-
ing Chaos of Limbo, Windswept Depths of 
Pandemonium, Infinite Layers of the Abyss, 
Tarterian Depths of Carceri, Gray Waste of Hades, 
Bleak Eternity of Gehenna, Nine Hells of Baator, 
Infernal Battlefield of Acheron, Clockwork Nirvana 
of Mechanus, Peaceable Kingdoms of Arcadia, Seven 
Mounting Heavens of Celestia, Twin Paradises of 
Bytopia, Blessed Fields of Elysium, Wilderness of the 
Beastlands, Olympian Glades of Arborea, Concordant 
Domain of the Outlands, Sigil, Lady of Pain, Book of 
Exalted Deeds, Book of Vile Darkness, beholder, 
gauth, carrion crawler, tanar’ri, baatezu, displacer 
beast, githyanki, githzerai, mind flayer, illithid, 
umber hulk, yuan-ti.

All of the rest of the SRD5 is Open Game Content as 
described in Section 1(d) of the License.
 
The terms of the Open Gaming License Version 1.0a 
are as follows: 

OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the 
Coast, Inc. and is Copyright 2000 Wizards of the 
Coast, Inc (“Wizards”). All Rights Reserved.
 
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, modification, 
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 additional 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) “Product Identity” means product and 
product line names, logos and identifying marks 
including trade dress; artifacts; creatures characters; 
stories, storylines, plots, thematic elements, dialogue, 
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 specifically excludes the 
Open Game Content; (f) “Trademark” means the 
logos, names, mark, sign, motto, designs that are 
used by a Contributor to identify itself or its 
products or the associated products contributed to 
the Open Game License by the Contributor (g) “Use”, 
“Used” or “Using” means to use, Distribute, copy, edit, 
format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) “You” or 
“Your” means the licensee in terms of this agreement.
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2. The License: This License applies to any Open 
Game Content that contains a notice indicating 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 Content 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 distributed 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, nonexclusive 
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 Contributions 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 COPYRIGHT 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 indication as to 
compatibility, except as expressly licensed in 
another, independent Agreement with the owner of 
each element of that Product Identity. You agree not 
to indicate compatibility or co-adaptability with any 
Trademark or Registered Trademark in conjunction 
with a work containing 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 
challenge 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 designated 
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 sublicenses shall 
survive the termination of this License. 

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

15. COPYRIGHT NOTICE 
Open Game License v 1.0a Copyright 2000, Wizards 
of the Coast, LLC. 

System Reference Document 5.1 Copyright 2016, 
Wizards of the Coast, Inc.; Authors Mike Mearls, 
Jeremy Crawford, Chris Perkins, Rodney Thompson, 
Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. 
Cordell, Chris Sims, and Steve Townshend, based on 
original material by E. Gary Gygax and Dave Arneson. 

END OF LICENSE


