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THE BLOODY RAVEN 
Difficulty: Low to moderate 
 

INTRODUCTION 
 This mini-adventure is suitable for use as a fill-in be-
tween larger adventures in any campaign, a sidetrack to 
allow the PCs to discover a hideout, or as a location for a 
climactic battle with a hated enemy.  It is generic enough 
that it could be located in any kingdom on Hârn, though it 
would work best in Kaldor or Orbaal.  It may be played at 
anytime of the year, though winter will make discovering 
the back door much more challenging.  
 

LEAD-INS 
 Caravan Guards: The PCs have hired on as escorts 
to a merchant and are en route from one location to an-
other.  They stop just off the trail in the natural alcove of a 
limestone cliff and set up camp for the night. 

 A Little Assistance Please:  A sometimes-shifty 
NPC acquaintance of the PCs comes across the outpost 
by accident.  After failing to find a way in, he decides he 
needs to recruit a little muscle, the PCs. 

 The Non-Accident:  The NPC who finds the outpost 
is actually a Khuzdul agent sent to recover one of the 
“Keys of Hrazadar” (hidden in the outpost).  He knew ex-
actly where it was and is using the PCs as pawns.  He ca-
res only about the key, they can have everything else. 

 

SETTING 
 The adventure begins on a wilderness section of road 
or trail.  The four caravan routes out of Tashal (the Salt 
Route, Genin’s Trail, the Fur Road and Noron’s Way) are 
the best choices.  The location should be at least a day’s 
travel from civilization.  If the GM wishes to be kind, the 
site of the outpost should be off a little used “short-cut” 
which is only know to a few travellers.  This minimizes the 
chance of interruption while searching for the entrance. 

 Alternately, the section of road could be deep in the 
heart of civilized territory, just a mile from the local vil-
lage.  The area should be well known, a convenient place 
to collect stone and a popular place for the local teens to 
sneak off to and have the occasional party.  The location 
should be far enough away that the PCs will be able to 
discover the back door without attracting immediate at-
tention, however, later attention may be a useful plot de-
vice for the GM. 

 The GM is also encouraged to place this outpost in 
unlikely places, such as just north of the local map for 
Caer Minarsas.  This makes getting into the site a real 
challenge and its value as a hideout immeasurable, espe-
cially if the PCs are operating on the shady side of the law.   
 

GM MAP KEY 
1. Game Trail and Mile Marker.  This narrow track is 
a shortcut along the main trade route.  It follows an an-
cient Khuzdul highway.  Occasional bits of roadway have 
survived.  Opposite the campsite, a badly eroded mile 
marker (really only a rock with a few faint runes) marks 
where to turn to find the campsite. 

2. Campsite and Base of Cliff.  Screened from casual 
view by trees and bush, the alcove in the cliff wall is well 
sheltered from the prevailing winds.  The remains of many 
previous campfires and bits of debris indicate the camp-
site is used on a regular, if infrequent, basis.  The decidu-
ous trees (elm, birch and larch) at the base of the cliff are 
relatively new growth.  There are indications that a forest 
fire burned through the area 20 years ago or more.  The 
forest floor is mostly free of thick undergrowth and there 
is enough open grass to graze a couple of dozen horses or 
mules for a day or two.   

3. Hidden Door and Cliff Face.  Once the main en-
trance to the Khuzdul Outpost, the door has not been 
moved in 1000 years.  Nature has perfectly concealed any 
hints of its existence.  The cliff itself is a 40’ high wall; 
many ledges and crevices make it climbable.  A rock fall 
(just to the right of the camp) has created a series of steps, 
easily climbed by anyone; even a surefooted mule can ne-
gotiate it if given enough time. 

4. Backdoor and Top of Cliff.  The departing Khuzdul 
slid a large boulder over the only other entrance to their 
way station.  Although there are other large rocks on the 
top of the cliff, this is the largest and it stands out.  The 
ground rises gently up to the cliff end before dropping 
steeply.  The soil on the top of the cliff thin and patchy, 
dwindling to nothing as it reaches the edge of the drop.   

5. Hidden Chimneys and Trees.  After carefully dis-
mantling the small smoke stacks that once stood here, the 
Khuzdul camouflaged the shafts with smaller boulders.  
Over the years, trees have grown in, but despite their age 
still only of moderate size.  They only grow where suffi-
cient soil has collected in a crack or crevice.  
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BACKGROUND 
 History: The Khuzdul constructed the outpost during 
the Codominium times as an outpost, way station and 
hunting lodge.  It was abandoned over 1000 years ago and 
has remained undisturbed for a millennia.  

 Opening: The PCs are travelling through the wilder-
ness.  At the end of the day, they decide to stop just off 
the trail for the night.  They set up camp along the edge of 
a limestone cliff about forty feet high.  An alcove in the 
cliff offers protection from the wind and offers protection 
from attack on three sides.  An old campfire ring indicates 
that others have camped here before.  The PCs establish 
camp, set a watch and retire for the night.   

 During the night, a raven, sitting on a cliff ledge 
squawks continually in protest at the human intrusion.  
Finally, an irate NPCs mutters a curse, crawls out of his 
bedroll and throws a rock at the “Bloody Raven”.  The 
rock misses the bird but hits one of the shutters that are 
delicately balanced in the outpost’s crossbow loops.  It 
falls inward making a loud, echoing crash, definitely not 
natural, and wakes all of the other members of the party. 

 If one of the PCs doesn’t think of it, one of the NPCs 
scales the cliff to investigate the strange sound.  Once at 
the level of the ledge, they call for a torch.  They stick 
their arm deep into the strange crevice revealing the 
crossbow gallery and guardroom, revealing tantalising 
glimpses of obviously artificially carved rooms. 
  

OBJECTIVE 
   The objective of this adventure is a straightforward 
dungeon crawl, with the prize being the dungeon itself.  
The first obstacle is trying to determine how to get into 
the tunnels.  Once the PCs have discovered and opened 
the back door, the outpost is small enough to be explored 
in a single session.  There are a few small treasures, but 
nothing game un-balancing.  In fact, if the PCs chose to 
keep the outpost for their own, it can be an excellent way 
to separate them from their excess cash as they go about 
restoring it.   

 

OCCUPANTS 
    This mini-adventure is designed as a puzzle and can 
be easily played without any opponents.  However, that 
does not mean that a GM cannot choose to add a few sur-
prises for the PCs to deal with. 

 Imagined:  To ensure a constant supply of fresh air, 
the Khuzdul drilled a number of small horizontal shafts 
from the complex out to the downwind side of the cliff.  
These ventilation shafts sometimes act as windpipes, es-
pecially when there is a strong breeze.  This creates all 
sorts of moans, whistles and other sounds.  They can also 

cause torches to flicker and even blow out, raising ten-
sions among paranoid PCs. 

 Mundane: There are several ways into the outpost.  
The above-mentioned ventilation shafts allow small ani-
mals (such as bats, squirrels, weasels and the like) to enter 
from the cliff face.  The large drainpipe in the storeroom 
allows medium sized animals (badgers, foxes and most 
dangerous of all, a wolverine) to enter from the rocks at 
the base of the cliff.  Such mundane animals can be used 
to create tension.  If the GM wishes to introduce combat 
into the scenario, it is suggested that they add a wolverine 
into the storeroom [room 4].  It has claimed the room as 
its den.  Hints, such as sounds of movement and a harsh 
musky smell (totally unfamiliar to anyone with less than 
Tracking 90) may alert the PCs to something ominous.  
The wolverine will not attack immediately; rather it will 
bare its teeth, raise the hair on its back, stick up its bushy 
tail, and make a low growl.  If the PCs back away, the 
wolverine will most likely retreat down the drain and flee. 

 Supernatural:  During the rush to close up the out-
post, one of the Khuzdul slipped and fell from the escape 
ladder.  He struck his head, dying instantly.  His compan-
ions checked on him and when they determined he was 
dead, they laid his body to rest in the hall.  Unfortunately, 

WOLVERINE  
Habitat: Woodland and Forest 
Length: 45” (male), 36” (female) 
Height:  18” (male), 14” (female) 
Weight: 36 lbs (male), 25 lbs (female) 
Diet: Carnivore 
Lifespan: Generally 8-10 year (maximum 17 years) 
Cost: 300d (healthy cub) 
Attributes: 

Str  14 Eye 10 Int 05 End 16 
Sta 12 Hrg 16 Aur 10 Mov 18 
Agl 18 Sml 28 Wil 18 

Skills:   
Initiative 80, Dodge 80, Claw 50/4e, Bite 65/6p, Tracking 80, 
Awareness 80, Stealth 70, Intimidate 50. 

Armour:   Worrying: 
B6 E4 P3 F5 Wolverines have powerful jaws. 

Strike Locations: When they bite, they can hold on and 
 01-15 Head “worry” the wound.  After a successful 

16-25 Neck bite attack, the wolverine rolls its bite 
26-30 Fore leg * EML again the next turn: CF = loose grip, 
31-50 Thorax MF = no re-roll, MS = re-roll dmg, same  
51-85 Abdomen dice as previous hit, CS = re-roll dice+1d6  
86-95 Hind leg * (max 4d6).  If re-roll indicates worse 
96-00 Tail wound, wound is reset to higher level. 

* Odd = Left, Even = Right Otherwise, wound remains the same. 
Combat Options: 
 Offence: Evade / Attack, Defence: Counter strike / Dodge 
Notes: 

The wolverine is a fierce creature and not afraid to stand it’s ground, 
even against the largest bears, wolves or humans.  If cornered, it will 
attack.  Built low to the ground, it is extremely agile and hard to hit.  
They are excellent climbers and burrowers.  It has a strong, offensive
musky odour.  They cannot be domesticated or trained and the cubs 
(extremely rare) are only raised for sport in the Pamesani Games.  
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in the rush, his soul was not properly commended to 
Siem.  As a result, the poor fellow’s soul has been con-
demned to walk the outpost forever looking for the way 
out. The ghost of Akthul Narag will most commonly be 
encountered on the upper level, especially in and around 
the site of his death at the base of the escape ladder.  His 
next most preferred location is in the main hall where his 
body was laid to rest.  Nothing remains of his body.   

 

OPTIONS FOR AN EXPANDED ADVENTURE 
Option 1: New Hideout.  Once the PCs have ex-

plored and cleaned out the outpost, it makes a great base 
of operations for a group of adventurers.  It may also be-
gin to attract their enemies.  

Option 2: Disgruntled Khuzdul.  Unbeknownst to 
the PCs, the backdoor is enchanted with a spell that alerts 
Azadmere.  About a month after the PCs open the out-
post, a contingent of Khuzdul arrive to reclaim their prop-
erty.  If the PCs are present when the dwarves arrive, they 
are besieged until they agree to return anything they have 
found and depart, never to return.  If the PCs are not pre-
sent, they will return to find the Khuzdul have returned 
and are now occupying “their” outpost. 

Option 3: What About Our Share?  If the PCs were 
part of a larger group (especially caravan guards in em-
ploy of a merchant), they will be disturbed to find that 
their employer does not intend to share.  He hires addi-
tional guards and tosses the PCs out on their ear, minus 
any loot they may have found.  Will they go quietly? 

Option 4: Betrayed.  While the PCs are exploring the 
outpost, Klinla orders his men to close the backdoor and 
pile stones on it.  He entombs the PCs, assuming that they 
will starve to death.  He intends to steal their horses, 
mules and belongings and return later to loot the outpost 
(and their bodies) at his leisure.   The crossbow loops are 
too narrow to slip through.  Can the PCs get the front door 
open?  What will they do once they get out and find them-
selves in the wilderness with nothing but what they were 
carrying when they went in?   

Option 5: Completing the Trip.  Once the PCs have 
finished with the outpost, they still face another ten days 
(80 leagues) travelling through the wilderness with people 
they barely know.  Gargun, barbarian or brigand attacks 
are all a possibility.  When they reach Orbaal, will each of 
them go their separate ways?  

 

PC’S MOTIVATION AND REWARD 
The biggest motivations in this adventure are curiosity 

and greed.  The noisy clatter of the falling shutter inside 
what is supposed to be a solid cliff should spark some cu-
riosity.  The torch lit view of a mysterious large cavern 
obviously carved by an intelligent agent should make the 
PCs wonder how deep it goes.  Once the PCs open the 
back door and discover a long lost Khuzdul outpost, vi-
sions of dwarven treasure, weapons and gold should drive 
them forward. 

If the PCs are in the employ of someone else (i.e. cara-
van guards for a merchant), the GM also has the option of 
using a little stick.  The merchant wants to explore this 
ruin and orders his employees to assist him.  Of course, 
since this is not in their original contract, smart (and 
greedy) PCs will be able to negotiate an additional bonus 
or share of the treasure. 

 

AFTERWARD 
 Once the outpost has been fully explored, the PCs will 
have to decide what they want to do with their find.  Re-
placing the shutter covering the crossbow loop and rolling 
the boulders back over the openings will conceal the out-
post again, allowing the PCs to return at a later date.  Or, 
they may choose just to leave it once they have finished 
looting it.  If they don’t seal it up or conceal it in some-
way, there is a good chance that others will stumble upon 
it.  They may return to find someone else (gargun, ivashu 
or brigands) have taken over this nice little home. 

 Using it as a hideout also has many possibilities.  If it 
is far from civilization, it could serve as a retreat, strong-
hold, or underground manor from which to build a new 
settlement.  If it is in the middle of settled territory it could 
act as a secret base, cache or emergency retreat from 
which to stage their nefarious activities.   

 The GM can vary the stage of repair (or disrepair) of 
the outpost to either encourage or discourage PC.  If the 
GM wants the PCs to move it, more of the fixtures can 
have survived, preserved by outstanding Khuzdul work-
manship (especially the front door and portcullis).  If the 
GM wants the PCs to move on, dangerous cracks, shifting 
rock, heavy water leakage can make the location the PCs 
want to get out of quickly.   

Akthul Narag  
Ghost (Damned Soul)  
Abilities: 

Str  • Eye • Int 14 
Sta • Hrg • Aur 09 
Dex • Sml • Wil 13 
Agl • Voi • Mor • 

Combat Abilities: End • Mov 14 
Skills:  Telepathy 62, Sensitivity 59, Manifestation 39, Mental Conflict 54 
Mental Disorder:  Kleptomania (Moderate) 
Notes:  Akthul is one of the Innocent Dead (See CGI Ghost article by 

John Sgammato) and can be laid to rest by convincing him is dead. 
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CONVENTION PLAY 
 This adventure was run during HârnCon 3.  It can 
easily be completed within a four-hour timeslot simply by 
varying the difficulty of finding the backdoor or by in-
creasing the number of opponents found in the outpost.  
The following list of suggested NPCs and PCs is drawn 
from the Friends, Foes and Followers supplements.  A 
maximum of 4 – 5 PCs is recommended.  The large num-
ber of NPCs allows the GM to add time pressure (the jew-
eller wishes to move on) or to free the PCs from uninter-
esting tasks such as tending camp or mounting a sentry. 
 

Setting the Scene 
 Klinla of Vebelirky is planning to travel the Fur Road 
from Tashal to Leriel to meet an important client and is 
unwilling to wait for the next large caravan.  His guide, 
Arwalin, suggests that the four of them would be too vul-
nerable on the trail and suggests recruiting other travellers 
to add safety in numbers.  Arwalin makes it known 
through the taverns of Tashal that he is assembling a 
caravan.  The PCs are all travelling to Orbaal for their own 
reasons and join up.  Although Klinla is the richest and 
most important member of the group, and nominally the 
leader, it is clear that Arwalin is actually running the cara-
van.  The PCs will primarily deal with Arwalin. 

 The group leaves Tashal and makes their way to Olo-
kand and from there up the Fur Road.  They make a final 
stop at Loban Manor before heading into the wilderness.  
The adventure takes place at a campsite eight leagues 
(two watches, one day’s trail march by foot) from Loban.  
The group sets up camp without incident.  The PCs make 
themselves comfortable while Gathric tends to Klinla and 
Otto.  Arwalin scouts out the area.  The PCs and NPCs set 
up a night watch schedule and everyone goes to bed.  
During the night they hear a raven cawing.  After an hour 
or so, Gathric throws a rock at the bird and upsets the 
stone shutter (see Opening, page 2). 
 

Suggested NPCs 
Arwalin of Rogila: Huntsman 27-D-01 

Role: Guide / Bowman 

 He is on foot.  The lead scout and “real” caravan mas-
ter, he ranges ahead of the group.  Arwalin knows the 
trade route very well and leads them down the “shortcut” 
to the campsite that he has used before.  Klinla has bought 
his loyalty with excellent pay. He speaks only Hârnic. 
 

Klinla of Vebelirky: Jeweller 41-01 

Role: Important Guildsman / Caravan Master 

 He is mounted on a fine palfrey.  Officially, he is the 
organizer of the caravan and nominally in charge.  He is 
travelling to Orbaal on business.  He accepted Arwalin’s 

“suggested” that they might want others along.  Although 
he is anxious to move on, he is easily tempted to stay for a 
share of any treasure. He speaks Hârnic and Azeryani. 
 

Otto: Mercenary (MF) 76-B-01 

Role: Klinla’s Bodyguard 

 He is on foot leading Klinla’s horse.  He is the jewel-
ler’s personal bodyguard and has been with him for sev-
eral years.  He stays with him at all times and his hand-
somely paid for his loyalty.  He speaks only Hârnic. 
 

Gathric of Deschu: Servant 07-01 

Role: Klinla’s manservant / Cook / Mule wrangler 

 He is on foot, leading four mules (two carry Klinla’s 
belongings and two carrying food/supplies).  He is very 
suspicious of anyone coming near Klinla’s packs.  He 
obeys all Klinla’s commands and defers to Otto and Ar-
walin.  He speaks only Hârnic. 
 

Suggested PCs 
Ylina: Clansman (LF) 73-B-01 

 She is on foot, leading two mules, and is heading to 
Orbaal on “business”.  She will not allow anyone to touch 
the packs on her mules (they contain smuggled weapons).  
She speaks Orbaalese, Jarinese and Hârnic. 
 

Husraas of Kjalis: Shipwright 59-01 

 He is on foot, leading two mules.  Husraas is returning 
to Orbaal to catch a ship home to Ivinia.  He is carrying a 
large amount of shipwright tools on his mules; they may 
prove very useful in moving the boulder.  He speaks 
Ivinian, Orbaalese and Hârnic. 
 

Giles of Gilam: Journeyman Ostler 52-Y-01 

 He is mounted on a fine palfrey and is leading two fil-
lies.  Giles is travelling to Orbaal on behalf of his master to 
sell the two horses.  He will not let anyone ride them.  He 
speaks only Hârnic. 
 

Ealfric Defard: Yeoman (LB) 70-F-01 

 He is mounted on a light warhorse.  Ealfric is travel-
ling north in search of employment.  He speaks only 
Hârnic but is interested in learning Orbaalese in order to 
facilitate finding a job.  He will gravitate to those who 
speak the language.  He is a skilled climber. 
 

Bjarr Pelerom: Cleric Sarajin 05-H-01 

 He is mounted, but his palfrey is old and tired.  He 
walks, leading the horse most of the time.  He is travelling 
to Orbaal and then home to Ivinia.  He and Husraas have 
struck up a friendship and are planning to travel together.  
He speaks Ivinian, Orbaalese and Hârnic. 
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GM MAP 
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PLAYER MAP 


