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SPECIAL NOTE TO READERS – PLEASE READ! 

 

“Destiny’s Divide” is written for the clients of Heroes B&B to enjoy as part of their ultimate gaming 

experiences with us. Heroes B&B is a Twin Cities-based company that caters to gaming groups in 

Minnesota, Wisconsin and Iowa who wish to heighten their 5th Edition gaming experience. If you’re 

planning on spending a day or weekend playing with us, then STOP right here! We don’t want to spoil 

your fun by giving away the plot twists in “Destiny’s Divide.” 

If that’s not the case, then enjoy this extended adventure module that provides equal doses of RP and 

combat, not to mention more than a few unique gaming moments. 

“Destiny’s Divide” is unofficial Fan Content permitted under the Wizards of the Coast’s Fan Content 

Policy. It is not approved/endorsed by Wizards. Portions of the materials used are property of Wizards 

of the Coast. ©Wizards of the Coast LLC. 

For monsters, we’ve either created them from common creature templates or made recommendations 

on which ones to use from our favorite 5e publisher, Kobold Press. 

All images/visuals were used from Creative Commons sites; we would like to thank these generous and 

talented artists for their work! 

Also in this 5th Edition module you’ll find unique magic items that were created by Session Zero Games. 

Find out more about Session Zero and their magic item decks at www.sessionzerogames.com. 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

For details on the  

ultimate 5e gaming experience for 

Minnesota, Wisconsin and Iowa adventurers,  

check out www.heroesbnb.com 
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ABOUT THE ADVENTURE

For generations a dire prophecy has concerned the courageous folk of Vesta, a mountainous land that 
acts as a sole and defiant guardian against an invading menace. 
The prophecy tells of the destruction of Vesta’s prominent land structure, a volcano, by a natural 
occurrence of behemoths - a mating of mountain-sized giants. This rare act, as the prophecy foretells, 
will conclude with the eruption of the volcano and the formation of a new mountain from the fiery, 
airborne debris. 
If this happens, the eruption would kill hundreds of Vesta’s most populous race, dwarves, and lay low 
the volcano, the only known defensive structure holding back the invasion of murderous creatures from 
the nearby barren lands, called the Wilds. 
This dark prophecy, as newly arrived adventurers will quickly discover, will not only occur but do so in a 
matter of days. The adventurers will be forced to decide if they will attempt to stop this natural act of 
chaos or help it reach its climax. For, as the adventurers will learn, the mountain giants’ destructive act 
also has a potential benefit to the land of Vesta, one that will ultimately decide the fate of its people.

MODULE OVERVIEW: 

Here are special notes on the module: 

• It is intended to take 
at least 15 hours to 
complete; 

• It has been written to 
accommodate all 
player levels in 5th 
edition Dungeons and 
Dragons; GMs will 
have to change 
creatures and some 
conditions depending 
on player levels; 

• We have provided 
monster 
recommendations as 
well as where to find 
these monsters’ stat 
blocks in different 5e 
publications. 

• Locations are loosely described in 
most parts of this module as Heroes 
B&B gamers play 5th edition adventures 
in a unique gameplay environment that 
features high-detailed maps, multiple 
monitors and a sound system. 

 

 

 

A memorable creature from 

our friends at Kobold Press 

 

 

Heroes B&B would like 

to credit Kobold Press 

for its terrific lore of the 

Mountain Giant, which 

led in part to the 

creation of this module. 

Check out the Mountain 

Giant and other great 

5th Edition creatures in 

Kobold Press’ Creature 

Codex here:  

https://koboldpress.com

/kpstore/product/creatu

re-codex-for-5th-

edition-dnd/ 

 

https://koboldpress.com/kpstore/product/creature-codex-for-5th-edition-dnd/
https://koboldpress.com/kpstore/product/creature-codex-for-5th-edition-dnd/
https://koboldpress.com/kpstore/product/creature-codex-for-5th-edition-dnd/
https://koboldpress.com/kpstore/product/creature-codex-for-5th-edition-dnd/
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ADVENTURE 
BACKGROUND & 
HISTORY 

 
ABOUT VESTA 
 
The land of Vesta was 
named centuries ago by 
elves who viewed the 
rugged, mountainous 
terrain as a promise of 
hard living. 
The original inhabitants, 
however, had no idea 
how much of a “vesta,” 
meaning promise in the 
Elven tongue, current-day 
dwellers would have to 
make in order to survive 
what has become the 
focal point of a centuries-
old conflict. For today the 
land of Vesta stands as a 
lone guardian against the 
evil inhabitants of the 
nearby Wilds. 
Dwarves act as Vesta’s 
most numerous and 
prominent defenders. 
Hundreds of the brave 
folk dwell as the region’s 
living shield, living just 
feet away from the only 
known territory reachable 
to the Wilds’ bands of 
orcs and ogres.  
This battle-torn territory is a stretch of 
crossable river some 100 yards long and across. 
Massive waterfalls lie to the north and south of 
it. Between the waterfalls, in the river’s 
shallows, lie the base of a long-dormant 
volcano. Here, within the volcano’s depths, 
hundreds of dwarves dwell, some working lava-
heated forges while others guard a series of 
battlements that have stopped tides of invading 
orcs over the centuries. 
Another Vesta defender, less prominent in 

number but no less courageous, are the elves of 
the nearby woodlands. The elves’ forest home 
is centuries old and encircles the towering 
volcano. 
Both races seek details about a worrisome 
prophecy of Vesta, a vision handed down by 
generation. The vision tells of the eventual 
destruction of Vesta’s massive volcano by a 
natural occurrence - a mating of mountain-sized 
giants. This rare act, as the prophecy tells, will 
conclude with the eruption of the volcano and 
the formation of a new mountain. 
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If the prophecy holds true, the eruption would 
kill hundreds of dwarves and demolish the only 
defensive structure holding back the Wilds’ 
invasion. This is why the dwarven leader, King 
Gremnar, recently acted upon a rumor of the 
existence of an ancient map that is said to show 
the paths the mountain giants will take to reach 
the volcano. Using this magical map, created 
and long held by the elves, the dwarves hope to 
intercept at least one mountain giant before it 
can meet its mate at the volcano and carry forth 
the prophecy. 
Fate, however, will not be with the dwarven 
king. For this magical map will be recovered by 
a band of adventurers in a mountainous area of 
the Wilds, not far from Vesta. 
In the adventurers’ possession, the map will 
find its way to the dormant volcano, now the 
dwarven fortress of Vesta, and set up a fateful 
meeting with the dwarven king and the 
adventurers. This meeting will entangle the 
adventurers into a giant-sized decision that will 
seal the fate of Vesta. 
 

ABOUT THE PCS 

The player characters (PCs) hail from the 

populous lands south of the Kingdom of Boscha. 

(All 5th edition races and classes are acceptable 

given the dense populations in the South.) The 

PCs are an established party of adventurers that 

have worked as mercenaries for different 

kingdoms as squabbles between rulers in the 

South are common. However, peace and its 

bleak outlook on the adventurers’ coin purses 

have forced the PCs to come north, to Boscha 

and its rumored insane ruler, Queen Merta. 

The land of Vesta and its brave residents are 

well known to the adventurers, who have heard 

bards sing the praises of the residents of the 

mountainous land in taverns throughout the 

South. 

Have the PCs do a History check to understand 

how much knowledge they have of Vesta, 

beyond what they’ve heard in taverns: 

History Check of 9 or less – The PCs’ knowledge 

is limited to the bard songs, which tell of the 

valor and courage of the Vesta dwarves, who 

dwell in a dormant volcano that acts as a 

defensive structure against continous tides of 

orcs, ogres and other foul races. These evil 

races occupy a barren land to the north and 

east of Vesta referred to as the Wilds. This land 

is arid and inhospitable as no humanoid 

populations are known to exist there. 

History check of 10 or more – Besides the 

above, the PCs have some book knowledge or 

learnings on Vesta and the elven heritage of the 

region. Here, Woodland elves populate the 

forests around the great volcano. This tribe of 

elves is reclusive and thought to possess 

knowledge of the lands that would be equal or 

surpass the teachings of druids in other 

kingdoms. 

History check of 15 or more – This in-depth 

knowledge of Vesta includes the sustained and 

repeated rumor of a dark prophecy concerning 

mountain giants and their role in the eventual 

destruction of Vesta’s volcano. The PCs’ extent 

of knowledge on the prophecy does not extend 

to where the giants will come from to reach the 

land of Vesta – something only the magical map 

illustrates once a certain spell is cast upon it – 

nor does it speak to a remarkable side effect of 

this mating of goliaths – an extremely rare 

linkage with a celestial plane. Only the elves of 

Vesta know this information.

 



5 | P a g e  
 

 

ADVENTURE OUTLINE 

 

Part One – The Finding 

The PCs, while persuing a prize in the Wilds, 

will come upon the final stand of Kunlyn 

Silveraxe and her band of dwarves. Here 

they’ll discover a magical map and a 

message that will entangle them into a 

momentus situation. 

Activity: Combat 

 

Part Two – The  

Promise Land 

To cross into 

Vesta and reach 

the dwarven 

fortress, the PCs 

will need to be creative to get past dozens of 

swarming orcs. A massive rockslide – caused by 

approaching mountain giants - coupled with 

some creative goblins could be just the answer!  

Activity: RP/Combat 

 

Part Three – The Prophecy 

A meeting with Dwarven royalty reveals the 

significance of the magical map and the 

situation in which the PCs have stepped into: a 

dire prophecy that is about to come true. 

Activity: RP 

 

Part Four – A Test of Valor 

The PCs will interact with the elves of the 

Woodlands and be shown glimpses of strange 

creatures and sights largely unseen outside of 

these ancient forests. The PCs also will be 

tested by the elves for their combat prowess. 

Activity: Combat/RP 

 

Part Five – The Unknown  

The elven queen will reveal a part of the 

prophecy unknown to outsiders: the mating act 

of the giants, while destructive, also will aid the 

land of Vesta for centuries to come. Will the PCs 

attempt to hinder that? 

Activity: RP 

Part Six – Decision Time 

The PCs will return to the dwarven fortress in 

the volcano, either to attempt to sway the 

dwarven king and his people to flee the volcano 

or decide to aid the king in his effort to defeat 

one of the approaching giants. 

Activity: RP 

 

Part Seven – The Prophecy Strikes 

The PCs awake at dawn to gentle tremors in the 

ground. There is little doubt now – the 

mountain giants are nearing and if they both 

arrive, the landscape and future of Vesta will be 

forever changed.  

Activity: Combat 
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INTRODUCTION

The adventure begins within the barren lands of 

the Wilds, a sprawling, high elevation desert 

that is unlargely unlivable. The PCs are slowly 

traveling through this area thanks to a rare 

occurrence – a decade-long peace accord in 

their home territory. 

Hundreds of miles to the south, the kingdoms 

from where the PCs dwell are in a rare time of 

peace, meaning gold and plunder for 

adventurers are all but impossible to find. 

Which is why the PCs traveled north some 

weeks ago to the mostly avoided Kingdom of 

Boscha, a land zeolously ruled by a half-mad 

woman. The queen, nicknamed Mad Merta, has 

for the past 20 years held a contest for 

adventurers that promises victors a fat purse of 

gold, a magic item and a bard’s song in their 

honor. 

Still, in the past decade, few adventurers have 

deemed it worthy to enter the contest. The 

reason for this lack of interest is twofold. 

First, the contest is held in the highly dangerous 

Wilds, a mostly arid land filled with a slew of 

evil creatures, notably orcs, ogres and the 

occasional monstrous nightmare of a creature. 

There are precious few resources in this barren 

land and no known humanoid populations 

reside here. 

Second, while Mad Merta has been generous to 

victors, those adventurers who fail her 

expectations are thrown into her dungeons and 

rarely again see the light of the day. Mad 

Merta’s father was slain by a great axe-bearing 

orc, who cut the king’s head off in one, clean 

slice. The act, although not seen by the young 

princess Merta, nevertheless caused her to 

fixate on avenging her father’s death and 

dozens of orc heads brought back from the 

Wilds over the years have done nothing to ease 

this pain. 

Thus the contest is renewed each year, with 

notices being sent out across the southern 

kingdoms near the end of summer. 

This year, with little else to do and very few 

coins in their pockets, the adventurers heeded 

the call. 

The contest’s rules are simple: Leave the 

kingdom of Boscha on the first day of fall and 

venture into the Wilds to kill as many orcs and 

ogres as possible until the last moon of autumn 

shines down upon the lands. At this time, 

adventurers must return to the kingdom and 

are awarded points for each orc and ogre head 

they return with. (Orc heads count for 2 points, 

Mad Merta, queen of the Boscha Kingdom. 
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ogre heads as 1 point – as the queen detests 

orcs!) The party with the most points are 

heralded as winners and heroes while many of 

the other, less successful warriors are paraded 

to the dungeons. 

As the PCs begin this adventure, they are two 

weeks into their travels in the Wilds. They have 

come upon two packs of orcs that have yielded 

a d10+1 in orc heads. The latter pack was 

encountered earlier this morning.   

In dealing with the orc pack, the PCs have been 

injured. Have the PCs roll a d20 five times and 

add the attack modifier of an orc (see stat 

blocks of upcoming battles.) These are 

essentially attack rolls against themselves. Use 

an average damage total to calculate how much 

damage was done to the based on how many 

times they were hit. (Spellcasters should figure 

they used 1d4+1 number of spell slots during 

the encounter.) 

At the end of this encounter – something that 

will be discussed by the GM but not played by 

the adventuring group – the PCs came upon 

fresh tracks of a similar-sized orc pack leading 

away from the scene. The PCs, most likely still 

injured, start the adventure with a decision: 

Follow the tracks as quickly as possible in hopes 

of catching the orcs or take a short rest. If they 

quickly follow after the orcs, have them do 

Survival checks. A DC check of 10 or more will 

allow the PCs to follow the orcs, which are 

moving quickly into higher elevations.

  

 

 

 

 

 

PART ONE: The Finding 

The adventurers’ progress from the Boscha 

Kingdom has been slow. The harshnesss of the 

Wilds’ terrain has made the northerly trek 

challenging, with constant elevation changes 

and little in the way of easy paths to follow. 

As well, the enemy has not been easy to spot. 

The orcs’ skin matches the color of the area’s 

ground covering, mostly sand, and many of the 

jagged rock formations. As well the orcs’ 

leaders even seem strangely wise, for the 

adventurers have at times seemed more of the 

hunted than the hunters. Constant nagging 

thoughts of being watched dog the adventurers. 

The enemy also has set up at least one ambush 

and although the PCs were able to foil this, it 

has slowed their journey to the north, where 

rumors within the Boscha taverns spoke of a 

higher volume of orcs and ogres. 

From the time of the ambush – not three days 

ago – the PCs’ trek north has slowed and 

become more cautious. It is with these thoughts 
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that the PCs follow the orc 

tracks they picked up this 

morning. 

They can follow these 

tracks with a DC10 

Survival check – there is 

not a clear path the band 

of orcs are taking but it is 

evident the group 

numbers at least six or 

more. 

More than two hours will 

pass as the PCs follow the 

tracks and eventually 

begin to ascend another 

mountainous area – one 

decidingly higher than 

other, nearby peaks. The 

weather is sunny and clear, with temperatures 

that aren’t far from freezing, and a constant 

light wind that echoes off the nearby rock, 

sounding like a low-pitched whistling. 

The PCs will reach the top of this plateau and 

hear the muted sounds of battle, perhaps 200 

feet away. The top of this mountain has a 

pathway that meanders around rock 

formations, some up to 40 feet high off the 

pathway. Due to these elevated formations, 

there is no way to see across the entire plateau 

from the pathway. 

As the PCs venture forward on this pathway, 

they’ll discern two things with fairly easy 

Perception checks:  

* There are voices of orcs and others on this 

pathway. (Higher Perception checks can hear 

dwarven voices); 

* As they move through this area, the PCs will 

come upon orc campfire pits, with burnt and 

still smoking pieces of wood scattered around 

skeletol remains of mountain goats and other 

slain animals. It is clear the PCs have come upon 

a large camp of orcs, something they have yet 

to do in their few weeks of travel here in the 

Wilds. 

THE ORCS 

There is little known about the orcs that dwell 

in the Wilds - besides their hatred of dwarves 

and zeal for battle – as warriors from Boscha 

are more concerned with taking their heads 

than analyzing their ways. However, the orcs of 

the Wilds have uncommon wisdom and 

intelligence for their kind, with priests at times 

numbering as many as their warriors.  

Driven by their dark dieties, these priests find 

ways to control the larger, more fierce ogres of 

the Wilds as well as identify ways to use the 

high-desert terrain to their advantage.  

One such priest, acting upon a vision from his 

diety, brought two large bands of orcs with him 

and recently ventured underground, beneath 

the river, by the Vesta volcano. This group 

The lands north of the Boscha Kingdom, called the Wilds, are mostly steep, 

arid mountains. 
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managed to get within the ancient woodlands 

and battled several elves, killing more than a 

handful. One of the slain elves carried a magical 

map, which was taken by the orc priest and 

brought back to this area in the Wilds. Just this 

morning, that priest – and a score of other orcs 

- was killed by the dwarf captain Kunlyn 

Silveraxe and her small, courageous warband. 

(Silveraxe and her group are from the Vesta 

dwarven fortress.) 

Once Silveraxe retrieved the map, she began 

retreating her and her heavily injured group 

back toward the fortress. Unfortunately, they 

never made it, falling victim to an orc ambush. 

Of the original group of 8 dwarves, including 

Silveraxe, there were only 5 surviving when 

they were ambushed on this mountain plateau. 

Now, as the PCs arrive at the time of the 

ambush, only three of the five remain alive, but 

heavily injured. None of the still-battling 

dwarves include Silveraxe, who was targeted 

first by the Orc of the Wild priests. (Krum 

Silveraxe, Kunlyn’s brother, is the most likeliest 

of the remaining dwarves to live, having 

suffered the least damage at the earlier battle.) 

As the PCs arrive, they will arrive from the 

opposite side of the camp from where the 

dwarves are currently batting a force of orcs. 

The orc force – somewhat injured from their 

skirmish but definitely outnumbering the 

dwarves – will make it difficult for the PCs to 

see and reach the dwarves.  

If the PCs did not take a short rest earlier, than 

it is possible for them to cause enough disarray 

within the orc camp to take some of the 

pressure off the remaining dwarven warriors, 

who are getting pelted by spells and ranged 

attacks as the PCs arrive. If the PCs took a short 

rest, the dwarves are likely in their final rounds 

of battle before they fall. 

The wise orc priests will counter the PCs’ moves 

but GMs should weigh the orcs’ hatred of the 

dwarves in whatever battle decisions they 

make. (GMs: Please note one of the orc priests 

is wearing a magic item, noted below.) 

TREASURE 

Upon the orc priests, the PCs will find scrolls of 

cure wounds and create food and water (one 

each from each priest.) One orc priest – 

depending on tier level – will have one of the 

following: Bone Tooth Necklace, Deck of 

Magical Mystery, Tier 1; or Elemental Amulet, 

Deck of Magical Mystery, Tier 2. 

Upon the fallen captain Kunlyn Silveraxe, the 

PCs will find a +1 battleaxe, +1 plate armor and 

a Belt of Dwarvenkind. Most notably, they will 

find an ancient map of the region, which has 

ancient elvish language written on it. If Detect 

Magic is used, the PCs can discover 

transmutation magic upon the map. However, 

the map’s magic can only be activated by the 

elven queen of the Woodlands. 

If one of the dwarves remains alive after the 

battle, they will tell the PCs they will be 

rewarded handsomely by the dwarven king for 

bringing the map to the Vesta fortress. 

Rewarded not just with gold but with dwarven-

made arms and armor crafted from the much-

heralded lava forges of the volcano. 

If the dwarves do not survive, a hastily written 

note from Silveraxe saying the same as above 

will be attached to the ancient map. 

 

Monster recommendations: 

Orc Claw of Luthic, Volo’s Guide to Monsters, 

pg. 183; Orc Blade of Ilneal, Volo’s Guide to 

Monsters, pg. 183; Ogre Chain Brute, 

Mordenkainen’s Tome of Foes, pg. 221 
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PART TWO: The Promise Land

The courageous effort of the dwarf captain 

Kunlyn Silveraxe and her warband to find the 

ancient map ended tragically but not without 

supreme valor. Constantly outnumbered, 

Silveraxe and her warband decimated several 

orc groups before their skill – and luck – ran 

out. 

The dwarven warband was sent out four days 

ago from the volcano fortress. They began by 

crossing the Vesta riverbed under the cover of 

darkness and climbing the sheer mountain on 

the opposite bank. They climbed without 

knowing exactly where they would end up, 

hoping to find some cave or opening that they 

could then track the orcs (and hopefully find the 

map) from. This they found, about 100 feet up 

the cliff. The cave was deserted when the 

dwarves arrived but there were signs of recent 

activity by a number of creatures so the 

dwarves quickly left the cave. However, the 

cave was marked on a map that Kunlyn 

Silveraxe scratched out before the dwarves 

progressed on their journey. 

This map can now be followed by the PCs, who 

will arrive at the cave after a challenging, day-

long hike that featured constant, stiff breezes 

and extended periods of nearly freezing rain. 

The same weather conditions exist as the PCs 

arrive at the cave close to dusk. The other 

notable event from the long hike was a number 

of earth rumblings, feeling much like minor 

earthquakes.  

Coming from the Wilds, the PCs will enter this 

cave from a small opening in the mountain. Any 

5- or 6-foot PC will have to bend down and 

slightly twist their body to enter this small 

opening. 

Just like when the dwarves arrived, the cave is 

deserted. But there is plenty of evidence of 

fairly recent activity here.  

The cave’s mouth – roughly 15 feet wide and 10 

feet tall – presents a perfect view of the 

volcano, which is about 120 feet across the 

below riverbed. The cave mouth itself lies 

halfway up the mountain, which stretches 

another 100 feet up from the cave’s opening. 

As the PCs look out the cave mouth, they can 

see two rock formations below, in the middle of 

the riverbed. The closest formation is about 60 
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feet high and the 

other one is about 

40 feet high. Both 

formations are 

fairly circular at the 

top, about 5 feet in 

diameter. 

Once the PCs arrive 

at the cave, they 

will have two 

rounds of 

exploration before 

a large orc pack 

discovers them and 

begins trying to 

infiltrate the cave 

from the small 

opening. If the PCs 

hold off the orcs at 

the opening, the 

orcs will begin 

vicously hacking at 

the mountain wall, 

in hopes of creating 

a wider entrance. 

After two more 

rounds, the orcs’ 

efforts will pay off, 

allowing them to 

start battling side-

by-side, as well as 

casting spells behind 

the two fighting in 

front.  

Before the orcs 

arrive, the PCs can 

look around the 

cave. A Survival 

check of 10 or higher 

This cave is across from the Vesta volcano, about 100 feet up a mountain. 

INSIDE THE GOBLIN DEN 

* Bone piles: On Nature or Investigation checks of 10, the PCs will 

discover these are mostly the remains of dead mountain goats. What’s 

missing – at least from the bone piles – are the goats’ black horns. On 

checks of 15 or higher, the PCs will find several strands of sinew 

underneath the bones, balled up and dried. 

* Piles of branches. On Nature or Investigation checks of 10, the PCs 

will understand the branches come from two types of trees, a dark-

colored Desert Willow and the lighter coloring but thicker-branched 

Tipa. On checks of 15 or higher, the PCs will discover several of the 

Desert Willow branches have sharp edges on their ends, suggesting 

the goblins were preparing the branches for a specific use. 

* Animal hides. On Nature or Investigation checks of 10, the PCs will 

understand these hides weren’t used as blankets for they are 

stretched tight across tree branches. (Some of the hides are stretched 

across Willow branches, others across Tipa branches. None of them 

have a combination of tree branches.) The hides also have two other 

items: 1) two black horns (from the goats) have been stitched into 

each hide, loose enough so that one can clasp their fingers around 

them; 2) rope, of about 5 foot in length, are tied into holes in the 

hides and then extend to wrap around separated, fist-sized rocks. 
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will show it was recently the home of a pack of goblins. 

The cave, at first glance, appears nothing more than what the PCs would expect from goblins – a filthy, 

chaotic scene. Several small firepits are around, bones of long-eaten creatures are tossed about, wood 

branches are scattered as well as a number of animal hides, not to mention other, more foul remains. 

However, closer inspection of some of these items will present an interesting option to escape the cave 

for the PCs. For each of these items, ask the PCs to roll Investigation or Nature checks. (See “Inside the 

Goblin Den” for details) 

During the inspection, the PCs should feel another earth rumbling, this time more pronounced than 

what they experienced earlier in the day. 

 

GOBLIN FLIERS 

The stretched animal hides are actually the work of a group of creative goblins who surmised the 

creation of “goblin fliers,” flying contraptions the small creatures could use to descend from their cave 

and onto the dwarves, who would then – in the golbins’ minds - be killed and robbed of all their shiny 

coins. (The goblins used the mountain goat horns as handles and the stretched hide as essentially a 

glider-like 

device that 

they could 

float down 

on.)  

If the PCs look 

over the cave 

mouth, there 

is evidence of 

the goblins’ 

flight 

attempts. 

Straight down 

the mountain 

cliff, about 20 

feet down, are the bloody remains of a goblin who believed he needed the flier to be weighed down by 

a rock so he wouldn’t remain aloft for the rest of his life, becoming a ravenous goblin-eagle. The 

tattered flier, along with the rope with the rock still affixed to it, remains on the ledge below. 

At the bottom of the mountain there are a couple of heavily damaged fliers, each of which used the Tipa 

wood, which doesn’t bend like the Willow wood. Both Tipa fliers snapped, sending the goblins crashing 

down into the riverbed. (The bodies were found and devoured by the orcs). 

One goblin flier – who did not have a rock attached to his flier that was constructed out of Willow 

branches – did fly down to one of the rock formations in the below riverbed. His intact flier remains 

The area from which the PCs are likely to try out the goblin fliers. 
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there. PCs with a Perception of 20 or higher can see the intact glider as well the type of wood used to 

build it. (Ironically, the victorious goblin, moments after his victorious flight, fell victim to a rock-

throwing orc.)  

 

FLIER ENCOUNTER GUIDELINES 

For the PCs to escape the orc swarm in the cave 

and “fly” down the mountain side, they can use 

the goblin fliers. Here are encounter guidelines 

on the fliers: 

* There are eight goblin fliers. Each of them has 

a rock tied to it. Three of the fliers use Willow 

branches. Five of the fliers are built with the 

lighter-colored, thicker appearing Tipa 

branches. It will take the PCs one round to 

replace the branches on each flier, meaning it 

will take 3 rounds to change the wood branches 

on 3 fliers. GMs could consider placing the 

branch piles closer to the orcs so the PCs might 

have to take an attack of opportunity in order 

to gather enough Willow to complete the wood 

change on the fliers. 

* Fliers with rocks attached to them will last 

only a second before they immediately 

plummet down, probably against the mountain 

side. PCs will likely hit the mountain side or fall 

the 100 feet down to the riverbed unless one of 

their allies can save them. 

* Fliers with Tipa branches will last for 1d4+1 

seconds before giving away with a sharp crack! 

When this happens, the PCs will likely fall 50-60 

feet. Consider giving the PCs a chance at 

reaching the top of the rock formations, 

especially if they flew straight out vs. straight 

down the mountain when they left the cave. 

* Fliers with Willow branches should reach the 

top of the formations without any problems for 

small PCs. PCs of 5 feet and taller should roll a 

percentage. They have a 50 percent chance of 

crashing into the rock formations as their 

weight makes it difficult to effectively steer the 

somewhat fragile fliers. If they crash into the 

rock formations, give them a Athletics or 

Acrobatics check to see if they can somehow 

cling on to the rocks or fall the 40- or 60-foot 

descent. 

As the PCs begin descending down the cave 

mouth on the fliers, an avalanche of rocks will 

begin falling from the top of the mountain. The 

rockslide will hit closest to the center of the 

riverbed, causing orcs to run in panic as the 

avalanche will include not only showers of 

pebbles but large boulders as well. PCs who are 

quick enough can dash for the entrance of the 

volcano fortress before the orcs can regroup in 

the riverbed.
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PART THREE: The Prophecy

Once the PCs have secured entrance into the 

base of the volcano fortress, they will be 

ushered into a corner, left alone and can rest as 

the sounds and sights of battle continue 

unabated outside the volcano. This continues 

for several hours before night 

falls and the hostilities outside 

the volcano end. At this time, 

dwarven priests tend to the 

wounded. Although the 

dwarves are weary afterward, 

they are battle-trained and 

resilient and none of them 

shows the least concern in 

picking up shield, axe or bow 

and starting another battle.   

As the PCs behold this, a small 

retinue of dwarven guards will 

approach them. Unlike the 

dwarf fighters around them, 

these guards’ armor and 

clothing look unscathed and 

shined to a polish. These 

guards will usher the PCs up 

higher in the volcano fortress, 

climbing a circular staircase as they proceed. 

The staircase follows the perimeter of the inside 

of the volcano for a number of feet before 

ascending skyward against different vertical 

rock formations, set in the center of the 

volcano’s interior. The interior of the volcano 

isn’t as large as it probably looked outside, at 

less than 100 yards wide. 

The higher the PCs climb on 

the steep stairway, the more 

elaborate the structure 

around them appears. It is 

clear the dwarves reserved 

the lower levels of the 

volcano as a stronghold, with 

low, tight tunnels winding 

around the area. This lower 

section appears like a maze 

and would certainly be 

challenging to move around 

in for large creatures or 

groups of humanoid 

creatures. The dwarves also 

have left the base of the 

volcano relatively primitive, 

with little design or change to 

the natural structure of the rock. 

As the PCs continue to ascend 

the staircase, the appearance of the volcano’s 

interior changes rapidly. Not 20 feet up from 

the base of the stairs, the dwarves’ 

Sculptures line the staircase 

in the dwarven fortress. 
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craftmanship begins to show in 

elaborate statues – many with 

gem-filled eyes and silver 

adornments– that line the 

interior of the volcano walls. 

These statues grow larger and 

more detailed with every 10 feet 

the stairway rises.   

About 30 feet up the volcano, the 

circular staircase winds into a 

stone tower, built into the side of 

the volcano. This tower then rises 

hundreds of feet high. 

Several feet below the tower 

entrance – secured by an iron 

door - the dwarven guards will 

stop the PCs and emit a short 

whistle. After a brief pause, an 

elder dwarf will emerge from 

from the tower and eye the 

adventurers. The elder has dark 

robes, a bushy grey beard and an 

appraising eye. The latter looks over the 

adventurers in critical fashion before turning 

back to the tower and calling out, “You may 

come now Princess” in Dwarvish. 

At this point, from the tower, another set of 

dwarven guards, with similar shiny armor and 

attire as the ones leading the PCs, will appear. 

They will proceed down the stairs in pairs, 

forming an honor guard for the Princess, who 

will turn out to be a small dwarf, not even three 

feet high nor yet 50 pounds. The Princess wears 

a dark gown with silver studs across the front of 

it as well as a silver necklace with a ruby gem 

inset into it. As the Princess walks forward, it’s 

apparent she is struggling with the loose-fitting 

gown and the tight jewelry on her neck, tugging 

at the latter repeatedly. This is Maemera the 

dwarven princess. (See NPC info below). 

If Maemera sees a woman fighter among the 

adventurers, she will immediately start 

excitedly talking about the PC’s weapons and 

armor, asking a number of questions. These 

questions, however, will be stopped hastily by 

the elder dwarf, Ermann, who will demand in a 

fierce whisper spoken in the Dwarven tongue 

that the girl stick to the royal formalities. 

With a deep and prolonged sigh and while idly 

pulling at her tight necklace, Maemera will 

communicate the following: 

* The adventurers have entered the fortress of 

King Gremnar of the Vesta dwarves, the leader 

of the “courageous and valiant guardians of all 

the people in the South,” and the king awaits 

them now in his throne room; 

* Before they are allowed to see the King, they 

must promise to abide by the dwarven society’s 

The stone tower within the dwarven fortress where the PCs 

will first encounter the princess and her elder advisor. 
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rules of no stealing, respect the gods and a 

good pint o’ ale, and … with a sudden grin the 

girl adds quickly …. to tell the Princess anything 

she wants to know about the battles they have 

fought. (At which point the dwarven elder will 

stop the communication and chide the girl for 

this “nonsense,” again in Dwarvish.) While the 

Princess is being harassed by the elder, the 

guards will motion for the adventurers to follow 

them. 

After climbing up several vertical flghts of stairs, 

the guards will usher the adventurers into the 

throne room where King Gremnar awaits. 

Gremnar is a dwarf clearly in his prime, 

although he appears more like a soldier in 

appearance than a king. His armor is dented in 

several spots and he wears a helm that appears 

to have endured a number of severe blows. 

Gremnar, appearing somewhat weary from the 

evening’s just-concluded battles, will get right 

to the point by welcoming the adventurers and 

asking them why they have come.  

If they mention the dwarven party killed by the 

orcs – or bring forth some of their possessions – 

the king will appear distraught, even hastily 

trying to wipe away tears as he turns his back 

on the adventurers for a brief time. He will 

compose himself and quietly utter in Dwarvish 

what may sound like scripture to some, “I am a 

Vesta dwarf and I promise to uphold the 

defenses, no matter the cost.” 

At this point, he will turn back around and ask 

the PCs if they found an old map where the 

dwarven band was killed. No matter their 

response, he will tell them the following about a 

dark prophecy of the land of Vesta: 

* Many generations ago it was divined that the 

volcano of Vesta would be torn asunder by an 

extremely rare mating ritual by titan-sized 

giants. These giants, mountain giants to be 

precise, will descend upon the land of Vesta 

from two different locations, a male from one 

direction and a female from another. They will 

meet at the volcano, mate there and in so 

doing, cause the mountain to explode. A 

mountain giant child would be born in the 

process. 

* The ramifications of such an act would be 

disastrous on many accounts. First, hundreds of 

dwarves would die within the blast. Secondly, 

the main defensive barrier protecting Vesta and 

the many kingdoms to the South from the orcs, 

ogres and other evil races of the Wilds would be 

laid low and the much-heralded defenses of 

Vesta would be no more. 

* This dire prophecy was not just divined by a 

single priest but by both prominent races of 

Vesta, dwarves and elves alike. The separate 

visions the races had on this prophecy had 

many shared aspects. One of them being that 

the ground would signify the approach of the 

giants. In fact, over the past week, the dwarves 

have felt the ground tremble each day and just 

today this heightened to a full avalanche of 

rocks from the nearby mountains (something 

the PCs personally experienced) Gremnar will 

look upon the adventurers and admit, “The 

prophecy is upon us. Death is on its way.” 

* Some weeks ago, an orc priest was seen in 

possession of a map as it moved among the 

riverside battleground – a map that projected a 

magic not associated with its kind. The dwarves 

acted upon this, believing the orc priest had 

somehow come upon an ancient drawing of 

Vesta, believed to be created by the elves, that 

is said to show the paths the mountain giants 

will take in coming to Vesta. The dwarves’ plan 

was to seize the map and then use it to find one 

of the giants traveling here and either defeat 

the giant or send it away from the region. With 
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the death of Silveraxe and her dwarven fighter 

band, that plan is now in shatters. 

* As Gremnar relays this last part, he will hang 

his head in despair before suddenly looking up, 

with a gleam in his eye, “Unless …” he says to 

the PCs, “… unless you can take Silveraxe’s spot, 

to raise your axe and shield, to don your 

courage and valor, like a Vesta dwarf, and 

defend this fortress. Will you do it?” 

If the PCs don’t immediately respond, Gremnar 

will sweeten the deal, “If you do this, I will make 

you as rich as a dwarven king!” 

* If the PCs agree or at least consider agreeing 

to this quest, Gremnar will ask them to travel to 

the Woodlands surrounding the volcano and 

seek out the elves’ queen. He will admit the 

dwarves and elves rarely speak, for there is little 

trust between the races. But, Gremnar says, the 

elves surely will provide the adventurers 

information helping them find the giants before 

the monstrous beings can arrive at the volcano. 

If Gremnar is shown the magical map by the 

PCs, his temper will rise and he will shout 

dwarven curses, most of them directed to the 

elves. “Cursed magic! The elves hide the giants’ 

paths by their cursed magic.” (There is ancient 

Elvish language on the map, something 

Gremnar can identify as Elvish but not 

comprehend its meaning.) “Find the queen,” 

Gremnar will say, “Surely she does not want her 

and her people to die by the acts of crazed 

giants!” 

 

NPC PROFILE: THE DWARVEN PRINCESS 

 
MAEMERA 
(Pronounced May-Mare-A)

The Dwarven princess is merely 8 summers 
old but already possesses the pride of an 
adult dwarf. Maemera is the lone child of 
the dwarf king Gremnar and as such, carries 
out royal duties, although not happily. 
Maemera sees all formal matters as 
incredibly dull and puts very little energy in 
them, something her caretaker, the elder 
dwarf advisor Ermann, reminds her at all 
times. (Ermann shadows Maemera, 
something the dwarven child equally detests.) 
Unlike royal affairs, Maemera is fascinated with 
warfare and even magic, although the latter she 
does with reservations as her dwarven advisor 
frowns at the use of magic. Maemera is also 
fascinated with anything new to the fortress, 
including potentially the PCs, especially if one or 
more of the party are capable female fighters. 
The dwarven princess knew and idolized Kunlyn 
Silveraxe, the dwarven female fighter, and news 
of her death will bring Maemera to instant 

tears. 
If the PCs fight on the dwarves side in the finale 
and Maemera makes friends with one of the 
PCs, she will secretly gain entry to the 
battlefield, hiding from her father but boldly 
going to help her people out. Although she is 
young, Maemera is skilled with dwarven 
weapons and armor. Her father, knowing his 
daughter’s stubborness, crafted her +2 armor 
and a magical battle axe. The latter is crafted 
out of silver.

Maemera, the dwarven princess 
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PART FOUR: A test of valor 

The PCs will awake the next morning with the 

intention of finding the queen of the Vesta 

elves. As the PCs leave the protection of the 

dwarven volcano fortress, a light snow will be 

falling. As the ground is now mostly covered in 

snow, it appears the snowfall began some time 

in the middle of the night. 

There is little communication between the 

Vesta dwarves and elves and what little there 

has been in recent times has not ended well. So 

the dwarves won’t be able to give the PCs an 

exact location to find the elves and their queen, 

but the dwarves can provide a pretty good 

guess. Outside of the volcano, away from the 

riverside battleground area – where the PCs are 

headed - the area is mostly a forest. Once the 

PCs leave the immediate area of the volcano 

and its rocky base it does not take long for the 

Woodlands to take over the countryside. The 

towering trees and underbrush are thick here 

and pretty soon only the sounds of howling 

wolves and running deer are heard. 

A couple of miles into the Woodlands and the 

elves will appear, although they will do so 

steathily. Their mounts – white-colored 

snowcats – are difficult to perceive in this 

wintry scene.  

Two of the mounted elves – among a group 

numbering six, most of which are hiding and 

won’t become apparent unless provoked to - 

will speak to the PCs, one aggressively arrogant 

and the other more refined but seemingly 

uncaring of his friend’s attitude toward the PCs. 

The elves will refuse the adventurers’ wish to 

speak to their queen, nor shed any information 

on the map.  

“Perhaps,” the arrogant elf will say to the other, 

“we could consider these mortals’ petty wishes 

if they can accomplish some of our less 

demanding tasks, something perhaps even they 

could succeed at.”  

The other will take a moment to consider this, 

than smile and nod. At this point, the first one 

will throw two, foot-long shriveled “sticks” 

upon the ground, near the PCs. Upon closer 

inspection, the sticks are actually dried thorny 

vines.  

“Fetch an armful of those and bring them back 

here. Then, perhaps, we’ll reconsider your 

request.”  

The second elf will provide more direction as he 

motions toward the thorny vines: “They can 

only be found in one location. You must venture 

north. But do not stray from the path. There are 
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other creatures in this forest 

that would sooner eat you 

than speak to you.”  

With that, the two will turn 

their mounts and disappear 

into the depths of the forest. 

About 20 feet up the path, 

toward the north, is a titanic-

sized moth, its light blue 

coloring nearly matching the 

snow on the ground. The 

moth is all but covered by 

the recent snowfall. Unless 

the PCs roll a Perception of 

15 and higher, they will likely 

step on the moth and 

suddenly feel the “ground” underneath them 

quiver and then feel themselves rising in the air. 

If the PCs attempt to venture off the moth, a 

female voice in their head will say, “Wait! Leave 

now and the answers you seek will fly away.” 

The moth will take the PCs on a short flight 

around the Woodlands, where they will see 

Treants walking amidst the old growth. Than 

the moth will fly near the riverside and upon 

closer inspection, near what appears to be a 

rock-strewn tunnel leading under the river. 

From this tunnel a number of orcs and ogres 

will appear and then be efficiently struck down 

by forest denizens, some elven, some living 

trees and others appearing to be more plant-

like than humanoids. 

Finally, the moth will fly further north before 

dumping the PCs – literally dumping them, a 10-

foot fall – in the middle of a clearing. Here they 

will be approached by three Hallow Reeds, 

which will joyfully (without speaking) encircle 

the PCs and lead them to an ominous grove, 

which the Reeds will not enter. They will motion 

the PCs toward the grove and then leave. In the 

grove, the PCs will see thorny vines – like the 

ones the elves asked them to retrieve – laying 

on the ground near thick underbrush and a 

sprawling vine plant. Here the PCs will battle an 

Arborcyte.   

After the battle, the elf queen will appear, as 

silently as the other elves. She will appear on a 

towering mount, powerfully built and 

apparenty wise for its eyes scan the PCs for 

several moments. 

“Atar, the Father, and I greet you,” the elf 

queen will say, first in Elvish and then in 

Common. “You come here looking for answers 

but in fact you don’t know the right questions 

to ask. How could you – the prophecy has many 

sides and you have heard but one. Shall we fix 

that?” 

 

Monster Recommendation: 

Arborcyte …. Pg. 40, Creature Codex … with 

Alliumites 

 

The Vesta Woodlands are covered in a light snowfall. 



20 | P a g e  
 

 

NPC PROFILE: THE ELVEN QUEEN 

 
TELARISSA 
(Pronounced Tell-a-Reese-a); 

This elven woman is young to be a queen, a 
mere three centuries old. But the harshness of 
living so close to an ever-present tide of 
enemies has reduced the Woodland elves’ 
population, both among its commoners and its 
nobles. Neither of Telarissa’s parents were 
ruling members of the elves but the extent of 
deaths, especially in the past century, has been 
so severe that Telarissa is one of the few 
surviving elves with royal blood. She doesn’t 
plan to waste this opportunity. Since she was a 
child, she has studied the arcane arts, learned 
the knowledge passed on by druids as well as 
become an expert archer. All of this makes her 
a lethal ally, or enemy. She is an Alchemist 
Archer (Creature Codex, pg. 141) that also has 
lower-level Druid spells. 

Telarissa rarely is seen without her steed, an 
abnormally large and powerful moose named 
Atar en’ I’ Taure, or “Father of the Forest” in 
elvish. (Telarissa calls the moose “Atar” for 
short.) The moose and the elven queen are 
mentally linked and although the moose cannot 
speak, it has uncommon ability to sense 
creatures within the Woodlands and 
communicates these to the queen. 
While Telarissa is not overly fond of dwarves – 
or outsiders, save those who are connected to 
the forest (rangers and druids) – she does not 
give them much thought. Telarissa trusts in only 
one thing – that her people’s lives are directly 
connected to the health and welfare of the 
Woodlands. She will do everything necessary to 
aid the care and future of these ancient forests. 

 

 

 

 

 

 

 

PART FIVE: The Unknown 

“The land of Vesta is many things but simple it 

is not,” the elvish queen will continue, and if 

there is a druid or ranger among the PCs she 

will look at them. “Perhaps you’ve sensed this?” 

To the other PCs, the queen will say, “I have 

tried to show you this. There is little here that 

you will see elsewhere. For example …” 

The queen will jump off her moose steed and 

approach the defeated Arborcyte. Here she will 

whisper an elvish spell, causing the plant to 

regrow. 

“This,” the queen will say of the strange-looking 

shrub, “was a childhood friend of mine … (the 

queen’s voice, sad at first, will turn serious and 



21 | P a g e  
 

cold) … a druid that was unable to fulfill her 

promise of keeping the woodlands safe. As a 

result, she was turned into a monstrosity at her 

death and will forever remain here, a symbol 

for us.” 

The queen will gaze back at the PCs and with a 

stern look say, “This will not happen to me. That 

is my Vesta, my promise. Come with me.” 

Back upon her large steed, Telarissa will lead 

the PCs to a less ominous place and explain the 

following - the mating of the giants, while 

assuredly dangerous and remarkable in the 

natural disaster it will cause, is in fact the best 

possible outcome for the land of Vesta and to 

the people in the southern lands. Here’s why: 

* stories outside of Vesta paint the dwarves and 

their volcano fortress as the only real defense 

against the orcs. This, however, is far from the 

truth as the orcs – wiser than most give them 

credit for - have created tunnels underneath 

the river (as the PCs just saw on their moth 

flight) and are now entering Vesta through this 

route. The prophecy tells of a new mountain 

that will be formed by the volcano’s eruption 

(something the dwarf king either did not 

mention or does not know.) This newly formed 

mountain, the elven queen says, will settle on 

top of these orc-built tunnels, squashing them 

and thereby closing this way into the region.  

* the mating of the mountain giants creates 

more than just a giant offspring. It also will 

produce a magical embrace with another plane, 

a celestial plane. This rare occurrence is 

incredibly important to the safety of the Vesta 

woodlands as through this magical embrace, 

trees and other forest denizens of this spiritual 

celestial plane will come to live within the 

Woodlands. It is these creatures that possess 

the strength and cunning to match the evil 

races of the Wilds. If the mating of the giants 

does not happen, than this planar embrace also 

will not occur and the Woodland realm will 

become weaker as a result. “Not just weaker in 

the days ahead,” the queen will say, “but for 

centuries beyond.” 

Telarissa will concede the dwarves will lose 

their fortress – their home – when this natural, 

choatic act of mountain giants occurs. But the 

elven queen will point out: 

* the dwarves have known about this centuries 

and have done nothing to secure a different 

home; 

* the queen will say she is more than happy to 

find the dwarves a temporary home within the 

Woodlands to accommodate them and keep 

them safe until after the volcano is destroyed, 

although she highly doubts the dwarves would 

even consider this option; 

* As destructive as the volcano’s eruption will 

be to the dwarves’ home, it will be equally 

deadly – perhaps more so – on the orc and ogre 

races that must live – or at least – gather near 

the riverside, where the giants will travel to. 

Regarding the map, Telerissa will say: 

* it does in fact show the paths the giants will 

take to reach the volcano, as her forefathers 

were able to divine this information. This 

information on the map is only visible if an 

Elvish ritual is cast upon it.  

* the queen will reveal that she, as well as some 

of her people and their forest allies, plans on 

shadowing the mountain giants as they near 

Vesta, ensuring they’re kept safe from all 

manner of enemies. “We will aid the giants 

from whomever desires evil upon them.” At this 

point she will looked pointedly at the PCs and 

repeat, “Whomever desires evil upon them.” 

The queen will provide no other information 

about the giants’ paths here, only if the PCs vow 



22 | P a g e  
 

to help them. At that point, she will tell them 

that the elves and their Woodland allies plan to 

leave the next morning. At that time, she’ll cast 

the ritual that will provide the information 

about where the giants are coming from. 

Until then, Telerissa will urge the adventurers to 

revisit the dwarven fortress and convince the 

dwarves to prepare to leave the volcano and 

seek safety within the forest. Telerissa does not 

wish to see the dwarves die, but she won’t put 

her people and the Woodlands at risk. “That is 

my Vesta, my promise.” 

 

 

 

 

 

 

 

 

 

PART SIX: Decision Time 

As the PCs arrive back at the dwarven fortress, 

they will be led to a meeting with King Gremnar 

in his royal hall. There, the adventurers will see 

his royal guard of a dozen dwarves, the king’s 

daughter and of course her shadow, the elder 

advisor.  

But they are not alone! 

As the PCs enter the hall, they’ll see an 

incredible sight: a 20-foot-tall black dragon 

standing on its back legs, its wings spread out. 

The dragon, indeed an impressive and 

harrowing sight, remains perfectly still. 

“Masterful work!” Gremnar shouts out, as he 

and his daughter slowly circle the black dragon. 

Rather than having weapons drawn or anything 

else the PCs might expect of a dwarf walking 

near a towering black dragon, Gremnar is acting 

quite normal. In fact, he appears impressed and 

strangely, pleased. 

As Gremnar appears to be appraising the 

creature, the princess will step near the dragon 

and begin to climb it – despite her advisor’s 

shocked responses, “That is not how a royal 

princess acts! Come down this instant!” The 

princess will eventually get halfway up the 

creature and point at what appears to be its 

hands.  

“Look dad, maces! The crafters gave him maces 

for hands!” 

“What shall we name him?” the Princess calls 

down excitedly, continuing to climb up the 

dragon’s chest as her elder advisor continues to 

shout after her. “How about Smokey?”   

As the adventurers draw near, they’ll see the 

“dragon” is actually a clockwork creature, 

crafted out of metals. (For higher tiers, GM 

could consider giving the dragon up to 3 heads.) 
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Once the king hears the adventurers approach, 

he will wave them over and proclaim, “This is a 

fine day! And …” motioning toward the dragon, 

“our finest work – a creature that will burn 

down a mountain giant and protect our 

people!” 

“And you …” he will peer at the group and 

smile, “… you will have the honor of fighting 

alongside it.” 

As predicted by the elven queen, the dwarven 

king will not hear of leaving the volcano to flee 

from the coming mountain giants. In defense of 

his plan to stay – and his hope to convince the 

adventurers to fight for the Vesta dwarves – 

Gremnar will attempt to quell his initial anger at 

the PCs if they speak of aiding the mountain 

giants and/or the elves. 

Gremnar, barely holding back his anger, will try 

to convince the PCs to aid the dwarves with 

these arguments: 

* The PCs will put their friends and families in 

the South at risk as the mountain giants will 

destroy the land’s only defensible area and any 

hope of keeping the Wilds’ orcs and ogres from 

descending upon the Southern lands. The elves 

do not have the numbers nor the strength to 

stop the Wilds’ murderous races, which will 

simply set fire to the forests before venturing 

further south. (The PCs actually have no real 

idea about the number of elves in the 

Woodlands, which is a secret held tightly by the 

queen); 

* Gremnar will show some surprise if the PCs 

relate the orcs’ success at building tunnels 

under the river and reaching the forested area 

near the volcano. But he will shrug it off, saying, 

“If these underground routes are so effective, 

why don’t all the orcs venture that way? Why 

do they continue to mass at the riverbed like 

they always have?” 

* If told of the planar embrace that would occur 

in the ancient Woodlands, Gremnar will mock 

the elves and their beliefs, declaring that “iron 

and stone, not twigs and branches, will halt the 

orcs and ogres, as it has done for centuries.”  

If the PCs still are convinced to side with the 

elves, Gremnar will allow them to leave the 

fortress, even though he appears more than 

agitated. “I will not stop you now,” the king will 

say, before adding, “nor will I stop the dwarven 

axe that will slam into you if we see you near 

those mountain giants. Now leave my halls!” 
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PART SEVEN: The Prophecy Strikes 

The PCs awake at dawn to gentle but constant 

tremors in the ground. There is little doubt now 

– the mountain giants are nearing and if they 

arrive, the landscape and future of Vesta will be 

forever changed.  

There are two possible scenarios for this last 

part of the adventure – both will take place in 

the same area, about a mile away from the 

dwarven fortress, in the nearby forest. 

Here are the two scenarios: 

 

FIGHTING WITH THE ELVES 

The PCs will arrive or awake in the Woodlands 

at dawn and likely seek the elven queen, 

Telarissa. She, however, will already be gone, 

having performed a magic ritual at night, while 

the moon was brightest. At that time, she read 

the elvish script on the map to understand 

where the giants would come from. The queen 

then left with a number of allies, but did leave 

behind a few to guide the adventurers, should 

they decide to fight with the elves. 

At the battle, the elves and the adventurers will 

be faced with three dwarven warbands, each 

numbering between 5-10 dwarves, depending 

on tier level. Each warband should have one or 

two dwarven war priests. Along with these 

warbands will be the clockwork black dragon. 

One dwarven warband will go after the elven 

queen and her allies, including a couple of 

Treants. (GM note: This fight would happen “off 

map” – meaning the GM can relate to the PCs 

what is happening but actual combat rolls, etc. 

won’t be happening.) 

Another dwarven warband will target the 

adventurers. This warband should include King 

Gremnar, his best warriors and one or two war 

priests. The adventurers could be aided by the 

elves, depending on tier level and the number 

of PCs. 

The third and final dwarven warband – aided by 

the dragon – will target the mountain giant. 

The mountain giant – thinking the creatures 

around him merely fleas – will strike out at 

creatures that draw near him or try to attack 

him. Otherwise, the giant will try to reach the 

volcano.  

How it ends - If the dwarves are reduced to a 

small number and their clockwork dragon is 

destroyed, they will flee, back to their fortress. 

At that point, the mountain giant would 

continue to travel toward the volcano, 

eventually reaching it. Later that day, the PCs 

will see the dwarves leaving their fortress, being 

led by the elder and the Orincess. (Perhaps the 

King as well if he was not was killed) The next 
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dawn, wherever the PCs are, they’ll hear and 

see the explosion of the volcano. If they stay in 

Vesta to rest after the battle, the adventurers 

will be brought by the elves to a safe place to 

watch the coming volcanic explosion. As the 

elven queen Telerissa looks on at the fiery 

display, she will nod in satisfaction and then 

peer at the PCs, saying solemnly, “Now we 

return to keep our Vesta, our promise, to keep 

the Woodlands safe.” She and a number of 

elves will then begin moving through the forest, 

toward a changed landscape that features a 

new mountain that begins to show through a 

steady rain of ash and fiery fragments. 

Monster recommendations: 

* Dwarf, Cleric of the Brew, Creature Codex, pg. 

399; War chaplain, Creature Codex, pg. 410; 

Clockwork dragon, Creature Codex, pg. 111. 

 

FIGHTING WITH THE DWARVES 

In this scenario, the PCs are seeking to destroy 

one of the mountain giants, knowing the 

foretold mating ritual can only occur if both 

giants arrive at the volcano.  

As they awake, they will be brought in front of 

King Gremnar, who, with a considerable grin, 

will note the dwarves sent out scouts days ago 

to watch the forest for any signs of elven 

movement. Those scouts returned at dawn with 

news of the elves’ march, where clearly they 

are going to safeguard the giants. 

With these directions, the adventurers – along 

with a warband of 5-10 dwarves (including a 

war priest) and the clockwork dragon – will 

leave and essentially follow the elves’ footsteps 

through the forest, which isn’t difficult 

considering the snow has stopped and tracks of 

the elves and their steeds are easy to spot. 

(Survival checks of DC10 plus can also identify 

Treants.) The elves, the PCs and dwarves’ foes, 

will do everything in their power to keep the 

mountain giant safe. There will be two groups 

of elves. The first group, made up of elves and 

treants, will target the dwarven warband. This 

battle will be “off map,” as described above. 

The second group - featuring the elven queen, 

her mount and a number of her archers on 

snowcats – will target the adventurers. 

The adventurers, in turn, must bring down the 

mountain giant or weaken it enough that it 

ends its travel to the volcano and turns around. 

Have one of the adventurers control the 

clockwork dragon, which will fight with the PCs. 

(GMs: Depending on tier level, GMs may have 

to lessen the mountain giant’s stat block and/or 

abilities.)  

GMs also can consider adding the dwarven 

king’s daughter to the battle as a potential way 

to spicen up the battle.  

The elves, primarily shooting arrows from their 

mounts, will stop fighting if the mountain giant 

is killed and/or turns away, fleeing the area. 

How it ends – If the mountain giant is turned 

away, the adventurers will arrive back at the 

fortress to a hearty feast and a party that will 

last long into the night. Dwarven craftsmen will 

sketch out portraits of their faces and begin 

carving them into the volcano’s interior 

stonework. Finally, Gremnar will present them 

with several nets of orc and orge heads to bring 

back to the Boscha kingdom, assuring their 

victory there. “Your names,” Gremnar will say, 

“will flow from bards’ mouths like whiskers 

from a dwarf’s chin! Hail the Southern heroes!” 

 

Monster recommendations: 

* Elvish Veteran Archers, Tome of Beasts, pg. 

422; (Queen) Elf Alchemist Archer, Creature 

Codex, pg. 141; Mountain Giant, Creature 

Codex, pg. 185  
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