Fate of the Stonecutters
By Mark Stout, stoutyz@bedford.net

An adventure for the Everquest Role Playing Game; for 4-6 level 5 characters.
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Background

Brandley Goldbeard, a scholar and devout follower of Brell Serilis, islooking for areliable group of adventurersto
check out an old dwarven stronghold. The stronghold in question was the last known hold of the Stonecutters of Brell.
The Stonecutters were a dite organization of dwarven clerics, paadins and warriors favored by Brdl Serilis himsdif.
Brdll communicated many secrets of earth and stone to his favored few through dreams and divine visons, but &l was
logt shortly before the fal of the Combine Empire. The high priest of the Stonecutters proclaimed that he had received a
vison that dl of the Stonecutters had to leave Kdadim and strike out for lands unknown. The guild moved en masse
leaving on ships going in various directions. They left none of their members, or their secrets, behind. The fate of the
Stonecutters has been lost to the modern dwarves, until now.

Brandley Goldbeard has researched the Stonecutters for decades, but it was only three months ago that he made a
critical breakthrough. He purchased a waterlogged, dwarven journd from a gnomish buccaneer from Veious. The
journa belonged to a Stonecutter paladin who accompanied aforce that landed on Antonica. The journal described the
journey from the coast to the Serpentspine Mountains, where the Stonecutters built a new outpost. Brandley has
deduced from the descriptions given in the journa, that the outpost is located in a sheltered valey, within adays walk of
Highhold Keep. He has attempted to raise atask force to reclaim the outpost and discover what secrets remain, but
has been unable to convince King Stormhammer. The king and his advisors felt that anote in an old journa was not
enough to send precious troops out on a“gnome’ s errand”. Brandley has been forced to hire out independent
adventurers to undertake the task, but so far has had no takers.

Unknown to Brandley, or anyone else for that matter, that outpost is not deserted. The Bleeding Nose goblin tribe
inhabits the outpost. The Bleeding Nose goblins are descendents of goblins cast out of Runnyeye Citadd ages ago.
They were wesk, maformed or stupid (by goblin standards), and would normally have been killed or thrown in the stew
pot. In aflash of indght it was decided that they were ided for sending out on missions that were essentidly suicidal.
What the goblins of Clan Runnyeye never redlized is that the outcasts might succeed.

The outcasts, now known as the Bleeding Nose tribe, discovered the outpost as they wandered through the mountains.
They discovered a smoke hole big enough to dlow some of their number to infiltrate the outpost, and used locd plants
to concoct a poison that they used to contaminate the dwarves water supply. Before the dwarves could figure out what
alment was sickening them, the Bleeding Nose goblins attacked. They overwhelmed the weakened dwarves through
numbers and sheer luck, dlaming amost the entire outpost. The high priest of the outpost, Marik Warfig, fell back to
the temple and triggered the find defense mechanism to protect the secrets of the Stonecutters. Massive, multi-ton stone
blocks dropped crushing many of the goblin attackers and Marik as well. The temple was completely sedled off from
the rest of the outpost and remains sedled to this day.

The goblins knew they could not return to Runnyeye and so decided to remain at the outpost and make it their new
home. Their descendents now live there but time has not been kind to them. Their ancestors were the weak and stupid
of Runnyeye and generations of inbreeding has only made them worse. They are now much weaker than Clan Runnyeye
goblins and, on the average, less intdligent. However vicious cunning and guile make up for their lack of strength.
Physicaly they are smdler than normd goblins, apae green in color and quite thin and wasted looking. They are able to
fight straight on, but prefer ranged wegpon attacks, poison, traps and ambush.

The Bleeding Nose goblins currently number 67, but less than one-haf of these are combatants. Their leader isan
unusudly intdligent goblin, awizard named Udrik Half-ear. Udrik has redlized that their home was once a place



important to the dwarves and has organized teams of goblinsto dig out the collapsed areas. He hopesto find powerful
magic within to augment the power of the tribe and perhaps even alow them to begin ranging further away from the
outpost. Asthe PC’s reach the outpogt, the goblins are on the verge of breaking through the fina block into the temple.

The Offer

The Player Characters (PCs) can come across Brandley’ s offer in anumber of ways. They might get atip from afriend
or mentor, see asign that Brandley has hung up or maybe smply be in the right inn & the right time. Brandley can be
encountered in Freegport, Highhold Keegp or any number of smal Commonlands villages.

You find yourselves in this small inn to meet with a dwarf named Brandley Goldbeard. You spot the blond-
bearded dwarf sitting at a large table near the inn’ s fireplace. You make introductions and have a seat at
the table as Goldbeard begins to speak.

“You' ve heard of the Sonecutters? No, well I’m not surprised. Very little is known about them, even to my
own people.”

“ The Sonecutters of Brell Seriliswere clerics, paladins and warriors favored by Brell himself. He passed on
many secrets of stone to his faithful, including the creation of the fabled Sonecutter Axe. The axes were
said to pass on the strength of stone to their wielder as well as cut through stone like a hot knife through
butter. But the secrets of the Stonecutters were lost when they left Kaladim for other lands.”

“| have found the only known location of a Sonecutter outpost temple, but | cannot convince my own
people to go there to reclaim our lost secrets. | would ask you to go there and bring back what you can find
of the Sonecutters. | want any surviving texts, religious paraphernalia and at least one of the Stonecutter
Axesif any still exist. Anything else there, including coins, isyours.”

“What say you?”

Brandley won't pay any money out for the expedition, but on a successful Diplomacy check (DC 15) will provide basic
supplies (food, water, rope, etc not totaling more than 100gp) and a pack animal. He does provide a map showing how
to get to the outpost starting from Highhold Keep.

From the PCs garting location to Highhold Keep, fed free to run as many or as little wilderness encounters as you like.
If the PCs gtart in Fregport or the Commonlands they may be able to find a merchant caravan to travel with, making the
journey asafer one.

Once at Highhold Keep, the PCswill be able to follow Brandley’s map to the outpost. From Highhold Keep, the
journey to the outpost takes about 14 hours. The journey takes the same amount of time whether on foot or mounted,
due to the extremely rough terrain of the mountains. The PCs may have random encounters on the trip to the outpost,
but none are detailed here. Some typica encounters could include anima encounters such as mountain lions, wild goats
or poisonous snakes, or natura hazards such as rockdides, sudden storms or flash floods.



The Outpost

The outpost liesin asmall wooded valey, approximately %2 mile wide by 2 mileslong running northwest to southesst. A
large stream runs down from the mountains to the north and winds its way through the eastern two-thirds of the valey.
The vdley supports birds, smal mammas and asmall population of wild goats. The entrance to the outpost lies on the
east mountainsde at the northwest end of the valey. This adventure assumes there will be no hostile random encounters
in the valley (excepting the goblins), but the GM is free to add encounters to spice up the adventure.

The goblins remain in the outpost during the day, coming out at night to forage for food and bring back fresh water. A
typica hunter/gatherer patrol congsts of 3 goblin warriors and 2 goblin scouts (See Appendix One for tatistics).

Tactics
If the goblinsin the entry hall (area#1 on the map) sound an darm, reinforcements will arrive fairly quickly. The goblins

will gather in the first defense room (area#2 on the map) and will attempt to hold invaders there at the 5 foot wide
entry. Thetime it takes for the goblins and rats from different areasto arrive is listed below.

Room Time needed to
arivein area#2
34 1 round
5 2 rounds
6A 3 rounds
6B-6C 4 rounds
6D-6E 5 rounds
6F-6G 6 rounds
7 8 rounds
8 10 rounds
9 12 rounds
10 14 rounds
Dakra, Bazok 16 rounds
and Udrik

The goblin warriors, scouts and rats arrive initialy. Dakra, Bazok and Udrik take the time to cast buff spells before
coming to engage invaders. Udrik will buff himsdlf with Lesser Shielding before coming to repe invaders. Bazok will
buff himsdf and Dakra with Strengthen and Inner Fire, saving his remaining manato hed or attack. Dakra and Bazok
do their best to protect Udrik so he may cast from behind without being easily targeted for attack.



Area Descriptions

Unless otherwise noted, hallways are 5 feet wide and cellings are 6 feet high. This may present problems for tall
medium-size characters and will for large characters. Such characters suffer -2 on attack rolls with melee wegpons if
their height is greater than the celling, as they must stoop to move and fight. The goblins are smdl, so this presents no
problem for them and the giant rats. The plague rats, however, are large and suffer the aforementioned -2 attack

pendty.

1. Entry Hall

Forces. 3 goblin warriors, 1 goblin scout

The opening in the mountain is a cut stone halway extending into darkness. Thefirs 5 feet of hdlway is safe, but the
next 20 feet are covered by arrow ditsin both wals. There are normaly 2 goblin warriorsin the north area, and agoblin
warrior and scout in the south area. They don't expect trouble, so they will not automatically notice a Snesking or
invisble character. Any group that comes in with alight source will be noticed immediately and the goblins will shout an
adarmand ready their bows. The goblinsfire arrows at characters until they exit the 20 foot covered area, then draw
their swords and move to attack. The goblin scout takes afull round to apply poison to his short sword before entering
melee (Note: This gppliesto dl goblin scouts in the complex).

2. Defense Room

Forces. 2 goblin warriors, 1 goblin scout, 2 giant rats

Thisroom is designed to alow large numbers of defendersto clugter in here and hold intruders at the 5 foot wide
chokepoint entry. The goblins will attempt to hold invaders here until reinforcements arrive. This room is festurdess and
bare of furnishings. Two goblin warriors are here, asis a goblin scout. One of the warriors holds the leashes of 2 giant
rats, which he sics on any invaders that enter (this counts as an attack action).

3. Guard Room

Forces: 1 goblin warrior, 1 goblin scout, 1 giant rat

Thisisasmdl guard room, furnished with a stone table and crude wooden benches. A goblin warrior and scout are
gtting here throwing knucklebones, while aleashed giant rat is tethered to one of the benches. If derted, the warrior
takes an attack action to untie the giant rat from the bench.

4. Guard Room

Forces: 2 goblin warriors, 2 giant rats

Thisisaguard room smilar to area#3, but dightly larger. Two goblin warriors relax here, reclining on benchesin the
northwest and southwest corners. The warrior in the northwest corner holds the leashes of 2 giant rats. He turns them
loose on invaders as described in area #2.



5. Guard Room

Forces. 2 goblin warriors, 1 goblin scout, 1 giant rat

Thisisthefind guard room protecting the entrance of the outpost. There is a stone table and 3 wooden benches here.
Carvings and dwarves runes are evident on the walls, but have been smashed and defaced by the goblins rendering
them undecipherable. There are two goblin warriors, a scout and a giant rat here. The warriors Sit together playing a
game with bones, while the scout Sts e the table egting. The giant rat is fredy roaming around the room - itisafairly
tame specimen and will follow smple verba commands from the goblins.

6. Residential Rooms

Forces Seeindividud aress

Thislarge areaiisfilled with small living quarters, except 6G which isasmal kitchen and pantry. They are cramped even
by dwarves standards and originaly housed the artisans and laborers. Now they arefilthy, strewn with trash, rotting
food and waste. They house the goblin femaes and children, which are non-combatants.

6A: Thisroom is occupied by a goblin warrior, 2 females and 3 children. A totad of 3gp are hidden under apile of trash.
6B: Thisroom houses agoblin warrior, 3 femaes and 2 children. There are 215p scattered throughout the room.
6C: Thisroom holds a goblin scout, 1 femae and 4 children. They have no treasure to spesk of.

6D: Thisdightly larger room has 2 females and 2 children. They have asmdl stash of 7gp hidden in the remains of a
broken chamber pot.

6E: This room contains agoblin warrior, 2 femaes and 2 children. They have a mere 13cp hidden under trash in the
corner.

6F: Thisroom houses a goblin warrior, 3 females and 4 children. They have 22gp hidden under an old barrd.

6G: This old kitchen and pantry is occupied by 1 goblin warrior, agiant rat, 2 femaes and 3 children. They have 31
and 4gp hidden under the remains of the old sink. What food the goblins forage is kept here until consumed.

7. Grand Gallery

Forces: 2 goblin warriors, 1 goblin scout

Thisgrand hdlway is 10 feet high and 15 feet wide. It is carved with many scenes of Stonecutter life induding working
gone, forging axes and praisng Brell. There are smdl acoves opposite each other, 3 to aside aong the north and south
walls. These are ancient magical traps that shoot jets of flame across the gdllery, 3 feet off the floor. The goblins know
of the traps and are smdl enough to run under them without getting hit. Smal cheracters shorter than 3 feet high can dso
autometicaly avoid the trap. Medium-size characters can crawl under the jets without being hit, but count as prone
versus any attacks made againgt them while doing so. After exiting this room, the halways return to the standard 5 foot
high and wide 5ze.

Flame Jet trap; CR 2; automaticaly hits;, 3d6 damage; Reflex save (DC 14) avoids, Search DC 25, Disable Device 25.



8. Forge Room

Forces. Dakrathe goblin blacksmith, 2 goblin warriors, 1 giant rat, 1 plaguerat

This large room was the forge room for the outpost and is dominated by the large forge on the east wall. Dakra, the
goblin blacksmith, makes his home here and is assisted in hiswork by severa other goblins. If surprised here, Dakra
amply chargesinto battle with his hammer, trusting his skill and armor to keep him safe. Any bettle started here will
quickly (4 rounds) bring Bazok and Udrik into the fray. Dakra has given al his monetary treasure to Udrik for
safekeeping in the wizard' s room.

9. Shaman’s Room

Forces. Bazok the goblin shaman, 2 goblin warriors, 1 giant rat, 1 plague rat

Thisroom was originally a supply storeroom. It was turned into quarters for the tribe’s holy men and has since been
clamed by Bazok. If not derted, he can be found here communing with the spirits. Two goblin warriors accompany him
a dl timesand will give their livesto protect him. His monetary treasure isin Udrik’s chest (see area #10).

10. Wizard’sRoom

Forces. Udrik the goblin wizard, 2 goblin warriors, 1 goblin scout, 1 giant rat, 1 plaguerat

Thisroom was a supply room for the forge before being turned into living quarters for the chief of the tribe. Udrik
makes this room his home. It is adorned with garish decorations and strange charms and fetishes. He has a chest hidden
behind his bed which contains the bulk of the tribe’s monetary wedlth. The chest contains 2000gp in various coinage,
and weighs about 70 pounds.

11. Blocked Temple Entry

This 10 foot wide and high hallway is blocked by large stone blocks that have fallen from the celling. Someone has been
hewing their way through the stone. There are buckets, picks and hammers lying about the areaas well as piles of debris
from the excavation. An ingpection will reved that the goblins were on the verge of bresking through - only an inch of
gone remains. A few solid hits with apick will break open a3 x 3 foot hole, alowing access to the temple entry hall

beyond.

12. Temple Entry Hall

This 10 foot high and wide halway stretches 30 feet from the blockage to a set of 5 foot wide, 10 foot high bronze
doors. The doors are carved with large, dour-looking dwarf heads with battle axes crossed over their heads. While
imposing, these doors are not locked nor trapped and open easily. There are also 2 doors in recessed acoves 20 feet
down the hall. Anyone who inspects the dropped ceiling blocks from this sSide notice severa fingers of ametd gauntlet
gicking out from under the block. Thisisthe only visble remains of Marik Warfig, the last high priest of the
Stonecutters who triggered the find defense mechanism to protect the temple from the invading goblins.

13. Guard Room

The stone door to this room is marked with dwarven runes that plainly say, “Weatch Pogt”. Inside the room is a stone
table, 2 stone benches and a weapon rack. The rack is mostly empty, containing only afine steel broadsword and a
norma dagger.

14. Guard Room
Thisroom isidentical to area#13 except the wegpon rack is empty.



15. Temple of Brell

Thisis the temple of the outpodt. It is a huge and magnificently adorned room. The room stands 40 feet wide by 55 feet
long. The celling is atremendous vaulted affair that looms 20 feet overhead. Thereisadais at the south end of the
temple, which rises up to an dcove housing a 20 foot high statue of Brell Serilis. In front of the dais Stsan dtar,
engraved with dwarven runes and pictures of holy scenes. There are al'so 2 doorsin the south wall on e@ther side of the
dais and doors on the east and west walls at the south end of the room.

Also here, dthough not immediatdy obvious, isthe find guardian of the doomed outpost - an earth dementd. Marik’s
dying cry to Brell was heard, and an earth dementd was cdled forth to protect the temple againgt any intruder not
bearing the mark of the Stonecutters. Since the Stonecutters are long gone, the dementa will attack al intruders entering
the temple. It will take 1d3 rounds for the dementad to sense intruders passing the bronze doors to the temple. After it
senses them, it will rise up out of the stone floor of the temple and attack. A successful Spot check (DC 15) will alow a
character to see the dementd rising and be able to react. A failed roll means the character is surprised for the first round
of combat. The elementa attacks intruders until they or it are destroyed. Once gone, nothing more will stand between
the characters and their search of the temple area.

16. Library

Thisroom isthe temple library. The room is lined with bookshelves containing many books and tomes here, dl written in
Dwarven. A character with 3 or more ranks in Language (Dwarven) will be able to pick out books that have the most
useful information in them (about the Stonecutters holy rites, wegpons, etc).

17. Relic Storage
This room isfilled with boxes and shelves used to store the relics and parapherndia used by the Stonecuttersin their
rituals to honor Brell. There are about 200 pounds of items here that the characters will need to take back to Brandley.

18. Armory

Thisisthe armory used to house most of the Stonecutter’ s weapons and contains only stone weapon racks. The room is
mostly empty, except for 2 sted battle axes hanging on one of the weapon racks. These axes, etched with split mountain
peaks, are the fabled Stonecutter Axes.

19. Armory

Thisisthe armory used to store the armor of the Stonecutters and contains stone boxes and pegs to hold armor. The
only pieces|eft here are 2 sets of chain mail, 3 sats of scde mail and 1 set of plate and chain. The armor is, of course, dl
dwarf szed.

20. High Priest’s Room

Thiswas Marik Warfist’s room. The room contains a bed, dresser, stand and chest. The only vauableslie in the chet,
which islocked with avery good lock (DC 25). The chest contains 1000gp in various gems of 100gp vaue and smdler,
aswdl as Marik’s story of the journey from Kaadim to the outpog. It is an invauable piece of history and Brandley will
most certainly want it.



Appendix One- Creatures

Goblin Warrior (22); Smal Humanoid; HD 5d8; hp 22 (average); Init +7 (+4 Improved Initiative, +3 Dex); Spd 30ft;
AC 17 (+1 9ze, +3 Dex, +3 hide armor); Atk +6 melee (1d6-1, short sword), +6 ranged (1d6- 1, short bow); SA
Fouled wegpons, SQ Infravison, Cold Resistance (2), Disease Resistance (5), +1 savesvs. disease; SV Fort +4, Ref
+4, Will +2; Str 8, Dex 17, Con 10, Int 8, Wis 12, Cha 8.

Sills: Climb +2, Jump +1, Swim +1, Taunt +1, Language (Goblin-4)

Feats Improved Initiative, Weapon Finesse (Short Sword)
Equipment: Crude hide armor, short sword, short bow, 10 arrows.

Goblin Scout (7); Smal Humanoid; Rog2; HD 4d8+2d8; hp 27 (average); Init +8 (+4 Improved Initiative, +4 Dex);
Spd 30ft; AC 17 (+1 size, +4 Dex, +2 |leather armor); Atk +8 melee (1d6-1, short sword), +8 ranged (1d6-1, short
bow); SA Fouled wegpons, Poison; SQ Infravision, Cold Resistance (2), Disease Resistance (5), +1 saves vs. disease,
Sense Traps, SV Fort +4, Ref +4, Will +2; Str 8, Dex 18, Con 10, Int 8, Wis 12, Cha 8.
ills Climb +2, Jump +2, Swim +1, Taunt +1, Hide +10, Sneak +6, Trade Skill (Poison Making or Pottery)
+4, Language (Goblin-4)
Feats: Dodge, Improved Initiative, Wegpon Finesse (Short Sword)
Equipment: Leather armor, short sword, short bow, 10 arrows, 1 dose rattlesnake poison.

Giant Rats (10); See Monsters of Norrath for details.
Plague Rats (3); See Mongters of Norrath for detalls.

Udrik Half-ear, Goblin Wizard; Smal Humanoid; Wiz6; HD 5d8+6d4; hp 37 (average); Init +7 (+4 Improved
Initiative, +3 Dex); Spd 30ft; AC 16 (+1 size, +3 Dex, +2 Bloodstone Bracer); Atk +4 melee (1d3-2, dagger), +9
ranged (1d3-2, dagger); SA Spdls, SQ Infravision, Cold Resistance (2), Disease Resstance (5), +1 savesvs. disease,
Quicken Magtery, School Specidization (Evocation); SV Fort +6, Ref +6, Will +10; Str 6, Dex 16, Con 10, Int 18,
Wis 14, Cha 10.
Sills: Climb +1, Jump +0, Swim +0, Taunt +3, Meditation +13, Channeling +9, Spell craft +13, Trade Skill
(Brewing) +13, Knowledge (Mysticism) +12, Language (Goblin-4, Dwarven-2, Commont-4)
Feets Combat Cagting, Dodge, Improved Initiative, Iron Will, Mystic Capacity
Mana Pool: 48
Spells: Shock of Ice (5), Shadow Step (2), Lesser Shielding (4), Fingers of Fire (8), O'Kells Radiation (3), Root (5),
Gate (12), Eye of Zomm (5), Glimpse (1).
Equipment: Dagger, spdll book, 200 gp, Bloodstone Bracer (See Appendix Two: New Items).

Buffed with Lesser Shielding: Udrik Half-ear; hp 44; AC 19; SQ Magic Resistance (4), +1 saves vs. magic.



Bazok, Goblin Shaman; Smal Humanoid; Shm3; HD 5d8+3d8; hp 36 (average); Init +7 (+4 Improved Inititive, +3
Dex); Spd 30ft; AC 18 (+1 size, +3 Dex, +3 hide armor, +1 smal wooden shidd); Atk +6 melee (1d6, light mace);
SA Spdls, SQ Infravision, Cold Resistance (2), Disease Resistance (5), +1 saves vs. disease; SV Fort +6, Ref +5, Will
+7; Str 11, Dex 16, Con 10, Int 8, Wis 16, Cha 8.
Skills: Climb +3, Jump +2, Swim +2, Taunt +1, Meditation +6, Channding +3, Spdll craft +12, Wilderness
Lore +6, Language (Goblin-4)
Feets: Combat Casting, Improved Initiative, Weapon Focus (Light Mace).
Mana Pool: 18
Spdlls: Scade Skin (4), Minor Healing (2), Endure Fire (3), Endure Cold (3), Inner Fire (2), Frogt Rift (3), Sicken (5),
Strengthen (2).
Equipment: Hide armor, smal wooden shidd, light mace.

Buffed with Inner Fireand Strengthen: Bazok; hp 39; AC 19; Atk +8 melee (1d6+2, light mace); Str 14.

Dakra, Goblin Blacksmith; Small Humanoid; War3; HD 5d8+3d12+16; hp 57 (average); Init +6 (+4 Improved
Initiative, +2 Dex); Spd 30ft; AC 18 (+1 size, +2 Dex, +5 Battered Breastplate); Atk +10/+5 melee (1d8+5, war
hammer used two-handed); SA Berserking; SQ Infravison, Cold Resistance (2), Disease Resistance (5), +1 savesvs.
disease, Taunt bonus; SV Fort +9, Ref +4, Will +3; Str 16, Dex 14, Con 14, Int 8, Wis 12, Cha 8.

Skills: Climb +5, Jump +5, Swim +5, Taunt +8 (+10 w/taunt bonus), Trade Skill (Blacksmithing) +9,

Language (Goblin-4)

Feats Improved Initiative, Skill Focus (Trade Skill-Blacksmithing), Wespon Focus (War Hammer).
Equipment: Battered Breastplate (See Appendix Two: New Items), war hammer, slver fire emerad ring (+1 melee
damage), forge, amithing tools.

Buffed with Inner Fireand Strengthen: Dakra; hp 60; AC 19; Atk +11/+6 melee (1d8+7, war hammer used two-
handed); Str 19.

Earth Elemental (1); Medium eementd; HD 8d8+48; hp 110; Init -1 (Dex); Spd 20ft; AC 18 (-1 Dex, +9 naturd);
Atk +13 melee (2d6+10, dam); SA Root Proc (DC 17), Save DC 20, 1d8 rounds duration; SQ Elemental, Poison
immunity, Disease immunity, Damage Reduction 5/+1; SV Fort +12, Ref +1, Will +2; Str 25, Dex 8, Con 23, Int 4,
Wis 11, Chall.

ills Intimidate +7, Listen +6, Spot +6, Taunt +5

Feats: Cleave, Power Attack.



Appendix Two - New ltems

Battered Breastplate

This item appears to be atypical sted breastplate, dented and battered from excessve use. Thisdingy outward
gppearance concedls the magic contained within. The breastplate is much tougher and lighter than norma and dso
enhances the wearer’ s strength.

Battered Breastplate (AC +5, Max Dex +3, Armor Check Pendlty -4, Hardness 12, 15 hp, Break DC 28).

The breastplate has the qudlities of Hardness and Lightness. Lightness alows the breastplate to be treated as Light
Armor, and therefore may be worn by those with Armor Proficiency: Light.

Stats: Str +1

Bonus Type: None.

Cadter Leve: 4th

Market Price: 4000 gp

Sot: Body

Weight: 51bs.

Bloodstone Bracer

This sted bracer is etched with spird patterns and studded with 12 bloodstones. It provides some armor protection to
the wearer and gives aminor boost to her intdllect.

Bloodstone Bracer (AC +2, Hardness 10, 5 hp, Break DC 25).

Stats: Int +1, AC +2

Bonus Type: Inteligence = Augmentation, Armor Class = Armor

Cadter Leve: 5th

Market Price: 1000 gp

Sot: Wrig

Weight: 1.5 Ibs,

Stonecutter Axe

These stedl battle axes are embaossed with an image of a split mountain pesk surrounded by Dwarven runes proclaming
“All Praiseto Brell the Father”. They areimbued with enchantments that make them particularly effective againg things
made of earth and sone. The knowledge of making such axesislost to the modern dwarves, but may be rediscovered if
the tomes in the temple are recovered.

These axes have a+2 bonus to attack and damage and the Bane (Earth and Stone Elementa's and Constructs) qudlity.
In addition the wielder may activate a Strength of Earth effect once per day, which lastsfor 2 hours.

Stonecutter Axe (1d8+2 or 1d8+4 plus 2d6 versus earth or stone eementals and constructs, delay 5, AC 7, Hardness
10, 15 hp, Break DC 27).

Stats: None

Bonus Type: Attack and Damage = Enhancement, Bane Effect = Divine, Triggered Effect = Divine.

Cadter Leve: 120

Market Price: 20,000 gp

Sot: Sashing

Weight: 8 lbs.









Appendix Four: Open Game License

This scenario is published under version 1.0 and/or draft versions of the Open Game License and the System Reference Document by
permission from Wizards of the Coast. Subsequent versions of thiswork will incorporate final versions of the license, guide, and
document. Some portions of thiswork that are delineated Open Game Content (OGC) per the Open Game License appendix, originate
from the System Reference Document ©1999, 2000, 2001, 2002, 2003 Wizards of the Coast, Inc. The remainder of these OGC portions of
this book is hereby added to Open Game Content, and if so used, should bear the COPYRIGHT NOTICE “ Ever Quest Role-Playing
Game: Adventure" Copyright 2002, Sony Computer Entertainment Americalnc”. All contents of thiswork are copyrighted year 2002,
2003 by Sony Computer Entertainment Americalnc.. All rights reserved. Reproduction or use without the written permission of the
publisher is expressly forbidden, except for the purpose of review or use of OGC consistent with the OGL. EverQuest is aregistered
trademark and “1t’s Y our World Now” is atrademark of Sony Computer Entertainment Americalnc.. SOE and the SOE logo are
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Wolf are trademarks of White Wolf Publishing, Inc. All rights reserved. The mention of or reference to any company or product in
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Designation of Open Game Content: Subject to the Product Identity designation above, the remainder of this volumeis designated as
Open Game Content and may only be used in accordance with the Open Game License.

OPEN GAME LICENSE Version 1.0a

Thefollowing 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 transl ations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other formin
which an existing work may be recast, transformed or adapted; (c) "Distribute” meansto 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 |dentity 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. (€) "Product
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stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats,
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be Used under and in terms of this License. Y ou 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.

3.0ffer and Acceptance: By Using the Open Game Content Y ou indicate Y our acceptance of the terms of this License.

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

5.Representation of Authority to Contribute: If Y ou are contributing original material as Open Game Content, Y ou represent that Y our
Contributions are Y our original creation and/or Y ou have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: Y ou must update the COPY RIGHT NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content Y ou are copying, modifying or distributing, and Y ou must add the title, the copyright
date, and the copyright holder's name to the COPY RIGHT NOTICE of any original Open Game Content you Distribute.
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8. Identification: If you distribute Open Game Content Y ou 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. Y ou 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 thisLicense: You MUST include acopy of this License with every copy of the Open Game Content Y ou Distribute.

11. Use of Contributor Credits: Y ou 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 isimpossible for Y ou to comply with any of the terms of this License with respect to some or all of the Open
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