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Editorial

ONWaRrRD to ADVENTURE!

This issue is fully dedicated to the life blood
of role playing, adventures and campaigns!
We start with an article by Giampaolo Agosta
(Agathokles) which will guide Mystara and
13th Age fans in adapting the 13th Age Icon
Relationships to a Mystara campaigns. Then
we move to the first and foremost place for
adventures in Mystara, the nation of
Karameikos, with an article by Robert
Nuttman (RobJN) on how to use rumors in
your campaign. Then there is my own article,
Campaigning in Karameikos, a guide to
connect and use all the published canon
adventures and several fan ones in several
Campaign Paths or in one unique massive
Path against the machinations of Orcus!
Hausman Santos and Giampaolo then give us
some Thoughts About the Karameikos Civil
War, a possible development for the planned
Mystara Fan Almanac for the year 1,020 AC.
Irving Galvez instead leads us to discover the
most secret place in Threshold, the Thieves
Guild Black Market.

After that we leave our beloved Karameikos
to other adventures. Demos Sachlas guides
us in adapting several very famous AD&D
modules to Mystara: Against the Giants in the
Northern Reaches, against the Slave Lords of
the Gulf of Hule, then inside the Forbidden
City of the Yuan-Ti in the Serpent Peninsula
or the Hidden Shrine of Risilvar in the lands
of the Wallara.

'''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''

Dave Keyser creates in his article, Escape
from Hule, a detailed sequel to X5 and ideal
third act of the Master of the Desert Nomads
series, presenting several possible routes for
the PCs who have to return back home to the
Known World. In this issue Dave leads us
through the Escape by Air and by Land, while
the next issue of Threshold will contain the
Escape by Sea.

In the Egg be Dammned adventure, Brian
Rubinfeld brings us back to Returned
Blackmoor, previously detailed in issue #20
of Threshold magazine, to explore an
abandoned dam full of dangers and mutated
horrors.

Finally in his Deep Cover adventure, set in
Corunglain, Darokin, Geoff Gander presents
a cloak and dagger scenario with zhochal
PCs, the Lovecraftian alien race he developed
and detailed in Threshold issue #20.

The Threshold Editorial Team and the
authors hope you will enjoy this new issue as
much as we enjoyed putting it together, and
stay tuned for the next issue, again dedicated
to Adventures and Campaigns and featuring
a voyage to the Land of the Red Sun!

Francesco Defferrari (Sturm)
Editor-in-Chief, Threshold Issue #22

------------------------------------------------
...............................................
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David Keyser has run four long-term
campaigns set in Mystara since the 1980s,
using published adventure and support
materials as much as possible. He denies
having any creative talent himself. It's just that
if you put him with a group of friends who
are willing to work with him to provide an
evening of entertainment, there's a
momentary spark like the scratch of flint on
steel...and then something magical happens.

Demos Sachlas is back to running
campaigns in Mystara for the next generation.
His group is presently toiling across Merle
Rasmussen's Wild Lands and their foray into
David Cook's Forbidden City won't soon be
forgotten. He's eager to try out some of his
ideas involving the Slave Lords in the Gulf of
Hule on the survivors.

Giampaolo Agosta (a.k.a. Agathokles)
agrees with Schiller that “man is only
completely a man when he plays". Therefore,
he makes a point of taking gaming seriously,
and real life casually. Besides Mystara, his
gaming interests include (among others)
Dark Sun, Planescape, Ravenloft, Birthright,
Call of Cthulhu, Star Wars and Witchcraft RPG.

Geoff Gander has been heavily involved in
the Mystaran community for longer than he
cares to remember. He has since been
published by Solstice Publishing, Metahuman
Press, AE SciFi, and Expeditious Retreat Press.
He primarily writes horror and dark fantasy,
but is willing to give anything a whirl. When
he isn't writing or toiling on a cube farm,
Geoff spends his time reading, entertaining
his two boys, watching British comedies,
playing roleplaying games, and travelling. Not
at the same time.
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Hausman Santos is an art educator and
drawing professor. An enthusiast in Mystara
since 1995 when he met in Brazil the AD&D
boxed set of Karameikos.

He has narrated campaigns for game groups
in Thyatis, Alphatia, Rockhome and Glantri
and keeps some of these groups since 2002.
He manages a page for Mystara Brazilian fans
on the internet. Currently he has gathered
much of the material that he developed into
game sessions with his group from projects
like the Mystaran Almanac and discussed
with the members of the Old Almanac Team
about the old and unfinished plotlines
(around AC 1016-1017) in order to resume
them.

Irving Galvez (a.k.a. Oleck) Mexican
player since the early 80s, amateur Mystara
writer since 1996. The time passes and when
the days of fantasy flew away with the age
and you reach the stage of responsibilities,
work, family and everyday problems, you
look back and take those dusty books of
D&D, and escape a moment to your
childhood. Keep on playing!!!

Justin Pfeil draws comics, is a historical
fencer in the Italian tradition, makes armor
for his friends, and has played D&D since
the Red Box was first published. His current
project is a webcomic about characters
attempting to survive The Keep on the
Borderlands module from the players
perspective.

Brian Rubinfeld: despite never being as
intense of a fan as much of the fandom,
Brian has had a fondness for Mystara
stretching back as many eons as the stars!
Whether coming up with zany ideas or
diving into the earthiness of the setting's

_________________________________________________________________________________________________
X
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‘This Issue’s CONtrRibutors

lore, he always finds something to love about
the Known World and beyond. When not
writing for Threshold, Brian is an amateur
writer and game creator looking into
freelance options, as well as currently
working in a pharmacy.

I'm Toni Roads - I'm a concept artist and
illustrator based in Barcelona, Spain. I
always liked fantasy as a way to get away
from reality so I can learn to face problems
with a new perspective. I'm a big fan of
RPGs, and fantasy universes like Harry Potter
and the Lord of the Rings. Currently, I'm a
Half-Elf Ranger raised by Halflings.

You can follow me on instagram:(@toniroadsart
Artstation: www.artstation/toniroadsart.com
Facebook: Toni Roads Art

Robert Nuttman (aka RobJN) has been a
Mystaraphile since before that world even had
a name. When he is not busy untangling the
skeins of a certain Traladaran druid or
making sense of the cribbed handwriting in
the diary of a teenaged wererat, he tries to
write honest-to-goodness adventures. This
has only met with limited success. He also co-
admins at The Comeback Inn, where he hosts

a science-fantasy magi-tech play by postset in
Blackmoor just before the Great Rain of Fire.

Even though Sturm (a.k.a. Francesco
Defferrari) loves any alternate world, he
believes Mystara is incomparably the best for
its vibrant community endlessly delving into
ethnography, linguistics and history just to
make a little sense of it. Something like the
real world, but with dragons.

Thorfinn Tait hails from the Orkney Islands
in northern Scotland, though he has lived in
Japan for many years now. Growing up with
BECMI and the Known World, he learnt to
type by compiling a database of Mystara’s
timeline. He joined the Mystara online
community in 1997, but his true
contributions began with the Atlas of
Mystara project starting in 2005. Recently he
has made the jump to become a published
fantasy cartographer, working on Bruce
Heard’s Calidar series. You can follow his
work on his cartography site
(www.thorfmaps.com) and the Atlas site
(mystara.thorfmaps.com).

“§ FROM
CHE VAULTS
OF PANDIUS

Some features in issues of Threshold carry a “From
the Vaults of Pandius” tagline. As one of our stated
aims is “to promote the Vaults of Pandius and the
material there”, we hope you will enjoy these revised

or extended treasures from that website.
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Call For CoNtributors

The Threshold editorial team invites all fans
of the Mystara setting to submit
contributions to the magazine's next issue.
We are especially looking for contributions
fitting the following themes:

Issue 23 - Adventures and Campaigns II
A second issue focused on adventures,
campaigns, and other materials directly
useful for your Mystaran games.

Proposal Deadline: March 15th, 2019
Manuscript Deadline: April 21st, 2019
Issue Published: by June 21st, 2019

Call for proposals for main themes of
forthcoming issues (2019):

Issue 24 - Strongholds
This issue will delve into the myriad of
strongholds that dot the Mystaran
landscape. Cities, castles, towers, and
secret lairs. These strongholds may serve
as anything from bastions of refuge, to
adventure obstacles waiting to be
overcome by Mystaran PCs.
Proposal Deadline: July 15th, 2019
Manuscript Deadline: August 21st, 2019
Issue Published: by October 21st, 2019

CALL FOR CONTRIBUTIONS

Threshold accepts and invites submissions
of extended or revised versions of works
having appeared on The Piazza or Vaults
of Pandius.

Contributions may include, but are not
limited to: Articles: short stories, short
adventure modules, NPCs, historical
treatises and timelines, geographical
entries, new monsters and monster
ecologies, etc.; and Illustrations: portraits,
maps, heraldry, illustrations, etc.

The Threshold editorial team strives for
edition neutrality, but edition specific
articles (e.g., conversions) are also
accepted. statistics for new monsters and
NPCs may be included in articles (e.g.,
adventure modules, new monsters or
NPCs) in any version of Dungeons &
Dragons. The editorial team also offers
help in providing conversions to some
specific rules set. including BECMI/RC,
2nd Edition, 3rd edition/Pathfinder.
However, this material should be limited
to a minimum. For most NPCs, it is
sufficient to mention class, level, and
alignment. For important NPCs, a one or
two line stat block may be included.
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PRrevious Issues

Previous Issues

Previous issues of THRESHOLD - the Mystara | Also available at the same location are higher
Magazine, are available for download from the | resolution versions of the maps that were

Vaults of Pandius website.

#1 - “RaramMeiRos”

#2 - “Vaults of PaNdius”

#3 - “Che Sea of Dread”

#4 - “ReturN to Dread”

#5 - “EXpIORING DavaNia”

#6 - “Che NorthlaNds”

#7 - “EXpPIORING NORWOID”

#8 - “WaRrlordsof NORwoOID”
#9 - “Hollow WORID”

#10 - “EIVEN Realms”
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#12 - “Ages Past”

#13 - “A Crucible of Creatures”
#14 - “the Shadowdeep”

#15 - “Mystaraspace”
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#17 - “WesterRN BRUN”
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A Mystara Glossary

A Mystara Glossary

The Editors present a list of common abbreviations that authors may use to refer to various
Mystara-related game products and events:

AC# - Accessory series product (rules supplements, campaign sources, etc)
BECMI - Basic, Expert, Companion, Master, Immortals rules (by
FrankMezter, 1983-6)
BX - Basic/Expert rules (by Tom Moldvay/David Cook, 1981)
B#, X#, CM#, M#, IM# - Basic, Expert, Companion, Immortal level adventure modules
CoM - “Champions of Mystara” boxed set
DA# - Blackmoor setting adventure modules
DDA# - Challenger series adventure modules
DMR# - Challenger series rules supplements
DMSK - “Dungeon Madter's Survival Kit”
DotE - “Dawn of the Emperors” campaign boxed set
GAZ# - Gazetteer series campaign sources
GAZF# - Fan-produced campaign sources viewforum.php?f=33
GROF - the Great Rain of Fire, a cataclysmic event in Mysata's past that destroyed the
ancient Blackmoor civilization
G:KoM - “Glantri: Kingdom of Magic” campaign boxed set
HW - the Hollow World campaign setting
HWA#, HWO# - Hollow World adventure modules
HWR# - Hollow World rules supplements

JA -“Joshuan’s Almanac & Book of Facts” campaign source
KW - the Known World campaign setting

K:KoA - “Karameikos: Kingdom of Adventure” campaign boxed set

MA - Mystara Almanac (fan-produced)

MCMA - “Monstrous Compendium, Mystara Appendix” rules supplement
PC# - Creature Catalog campaign sources

PWA - “Poor Wizard's Almanac & Book of Facts” I, II & III( AC1010, AC101 & ,AC1012)
PSK - “Player's Survival Kit” campaign siource

RC - “Rules Cyclopedia”

RS - Red Steel campaign setting

SC - Savage Coast campaign setting

TM# - Trail Maps

VotPA - “Voyage of the Princess Ark”

VoP or Vaults - The Vaults of Pandius website

3

Wotl - “Wrath of the Immortals” campaign boxed set

Readers may also find Dave Keyser’s “An Index to Mystara Products”and Andrew Theisens’s
“Mystara acronyms” (both available at the Vaults of Pandius website) of assistance

______________________________________________________________________________________________
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ICONS fOR Mystara

Icons For IMystara

Adapting the 13th Age Icon Relationships to Mystara campaigns

by Giampaolo Agosta (Agathokles)

INCTRODUCTION AND
BACKGROUND

The 13th Age is a fantasy roleplaying game
authored by Rob Heinsoo and Jonathan
Tweet, and produced by Pelgrane Press. Its
underlying game engine, the Archmage
Engine, is based on the Open Source license,
as many other d20-derived games. What
makes 13th Age interesting is the presence of
several modular subsystems, which can be
repurposed for completely different rules
sets. The goal of this article is to outline
possible uses of one such subsystems, the
Icons, within a Mystara campaign (regardless
of the rules set used). The full discussion of
Icons and Icon relationship can be found in
the corebook as well as in the 13th Age SRD1,
and their main aspects as reported here for
the sake of convenience.

In 13th Age, Icons2 are powerful NPCs, the
movers and shakers of the campaign world.
They provide a mix of ideology, power
structure, and guidance around which lesser
NPCs cluster, and with which the PCs can
interact -- by opposing or supporting the

13th Age SED at Open Gaming Network

1
2 13th Age icons at 13th Age SRD

Icon and its goals. The 13th Age implied
setting, the Dragon Empire, provides 13
Icons, which, in accordance with a general
principle of 13th Age of limiting setting
information to a skeleton which can easily be
coloured with specific details, are essentially
archetypal figures that can be easily mapped
to actual NPCs in most campaigns. Even the
“alignment” of Icons is not actually set --
while each Icon in play acts as heroic,
ambiguous, or villainous (which replace the
typical Good, Neutral and Evil alignments of
D&D), most Icons can be interpreted in
different ways. For instance, the Archmage is
usually an heroic defender of humanity, but
may in some campaigns be a less benevolent
force, focusing more on magical knowledge
for its own sake.

Beyond their archetypal nature, Icons are
characterised by relations among them -- for
instance, the Archmage supports the
Emperor, whereas the Lich King opposes
him. Each PC may have a supportive,
opposed or conflicted relationship with one
or more Icons, providing him with reasons to
operate in or against the interests of some of
these powerful NPCs3. In the simplest case,

3 Icon Relationships Master Chart at 13th
Age SRD

------------------------------------------------
...............................................

Issue #22


http://www.13thagesrd.com/
http://www.13thagesrd.com/
http://www.13thagesrd.com/
http://www.13thagesrd.com/icons
http://www.13thagesrd.com/icons
http://www.13thagesrd.com/icons
http://www.13thagesrd.com/character-rules/#Icon_Relationships_Master_Chart
https://en.wikipedia.org/wiki/Champions_of_Mystara
https://en.wikipedia.org/wiki/Dawn_of_t ... d_Alphatia
https://en.wikipedia.org/wiki/Hollow_World_Campaign_Set
https://en.wikipedia.org/wiki/Joshuan%27s_Almanac_%26_Book_of_Facts
https://en.wikipedia.org/wiki/Karameikos:_Kingdom_of_Adventure
http://pandius.com/alm.html
https://en.wikipedia.org/wiki/Dungeons_%26_Dragons_Rules_Cyclopedia
https://1d4chan.org/wiki/The_Voyage_of_the_Princess_Ark
http://pandius.com/
https://en.wikipedia.org/wiki/Wrath_of_the_Immortals
http://pandius.com/prodlist.html
http://pandius.com/acronyms.html

ICONS fOR Mystara

positive relationships may be construed as
the Icon (or one of its representatives) acting
as the PC’s patron, and opposed
relationships as the Icon acting as a foe of
the PCs. For instance, a warrior loyal to the
Empire may find himself opposed by the
forces of the Lich King. This provides
motivation for adventure, as the Emperor
may offer missions and rewards, while the
Lich King provides opponents to face, plots
to uncover, and treasures to steal. However,
conflicted relationships can also be had,
where the PC has both friends and enemies
among the follower of the Icon.
Furthermore, a negative relationship is still a
relationship, meaning there PC has some
contact or link -- maybe an undesired one --
with the Icon.

Icon relationship is handled through a
simple mechanic: each PC has 3 points to
assign to one or more Icons. When the PC
wants to leverage his connection to the Icon,
he rolls as many d6 as points invested in that
Icon. One or more 6s means the PC gets the
desired help (the more 6s, the more
advantageous is the support offered),
whereas a 5 means the PC gets help, but also
a complication of some kind.
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CThe 13th AGge ICONS

In introducing the Icons, I'm removing as
much as possible the implied setting of 13th
Age, so as to further highlight their
archetypal natures.

The Archmage is the archetypal court mage
-- he defends the PCs’ homeland, and drives
forward magical research. He’s generally an
heroic icon, but could be interpreted as
ambiguous if more relevance is assigned to
his reality-threatening magical experiments.
He is supported by a magical bureaucracy of
some kind -- it may be a guild, a ministry of
magic, and so on.

The Crusader is a follower of “dark gods”.
He and his army fight monstrous opponents
that would destroy the world, but with the
aim of conquering and ruling it themselves.
This Icon is a typical example of conflicted
relationships -- he helps humanity to some
extent, but at a high price. His followers are
an army of crusaders.

The Diabolist summons and controls forces
of destruction (the demons in the 13th Age
setting). Much like the Crusader, she is an
evil force that might be a lesser evil than the
monsters she controls -- i.e., she’s evil and
unpredictable, but not entirely inhuman as
they are. Her followers are generally
secretive cultists who would wield the same
forbidden powers as she does.

The Dwarf King is the typical representative
of the dwarves -- he rules under the
mountains, he would like to reclaim lost
dwarven treasures and lands taken over by
monsters. He is allied to the Emperor, but
has a serious greed issue. His followers are,
unsurprisingly, dwarves.

e
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The EIf Queen rules over all elves, good and
evil. She is the archetypal fey queen. Her
followers are elves, of course, both light and
dark. Depending on which faction is
stronger, the behaviour of this Icon can
change quite a bit.

The Emperor rules a land defended by
dragon riders, a very ancient human
kingdom. He is supported by legions of
soldiers and bureaucrats. He is the law of the
PCs’ homeland, but also a force for the
preservation of the status quo.

The Great Gold Wyrm is the patron of
Paladins. He is defined by his self-sacrificing
nature, as he closes a gigantic portal to the
Abyss with his body. Gold dragons, paladins
and good-aligned beings are his followers.

The High Druid leads magical creatures of
the woods in a struggle against civilisation,
represented by both the Emperor (and more
in general the humans who would exploit
the wilderness) and the Archmage (who
would channel and exploit the magical
aspects of nature). His followers are druids,
woodland beings, and spirits of nature.

The Lich King is a past ruler of the
Emperor’s kingdom, returned as an undead
liege. He wants to restore his rule, and
operates with the support of undead and
necromancers alike. While he is a generally
villainous Icon, he actually aims at ruling the
land, not destroying it.

The Orc Lord is the archetypal barbarian
leader. A past Orc Lord invasion ended the
Lich King’s reign. He leads a marauding
army from outside the boundaries of the
civilised lands. He can be the main opponent

T
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of the Emperor, or a force to use against his
enemies.

The Priestess represents the “good gods”.
She is a sort of high priest for all the good-
aligned faiths of the land. Thus, her
followers are clerics and good planeborns.

The Prince of Shadows is the king of
thieves -- a trickster figure, but also a villain.
His followers are, obviously, a thieves’ guild
(as well as an assassin’s guild). The Dwarf
King and other law-oriented Icons are
obviously enemies of the Prince of Shadows.

The Three are extremely powerful chromatic
dragons who have learned to cooperate,
among themselves and even with other
species. Their followers are dragons, but
also other monsters and even humans.

When identifying Icons for a setting different
from the Dragon Empire, the key choice is
whether to design new Icons or to map the
existing ones to NPCs of the target setting. In
this article, we focus on the latter option --
while the former can produce more accurate
results, mapping the existing Icons allows to
easily adapt the adventure modules
produced for 13th Age.

|||||||||||||||||||||||||||||||||||||||||||||||||
.................................................
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ICONS FOR MYSTARA

The key issues with identifying Icons
appropriate to with Mystara are the breadth
of the setting, and its inherent ability td
support adventures at very different scopes
A Basic/low-Expert level campaign in
Karameikos needs a very different set of Icong
with respect to a Master-level campaign in
Norwold. For example, in Karameikos the
Great Gold Wyrm could be Azem, the hidden
gold dragon in the Five Shires, whereas in
Norwold it would definitely be King Eruuptad
of Wyrmsteeth. The Emperor would be Dukd
Stefan in Karameikos, but King Ericall in
Norwold, and so on.

A further issue is that PCs rarely interact directly]
with Icons. Generally, they will deal with lower-
level NPCs who are representatives, allies, orj
agents of the Icons. This is typically not a major
issue in Mystara, since most key NPCs are rulers
or otherwise have followers and henchmen.

At the other end of the scale,

involve directly the Immortals’ plots, and any
epic scale campaign must take them into
account. As a result, when designing the
Icons, Immortals should be considered as
Icons for Companion and Master-level
campaigns.

We present in Table 1 a sample assignment of
Icons to particularly active Immortals. This
table is suitable for globe-spanning, high-
level adventures where Immortals are the
drivers of the plot. For lower level or
geographically localised campaigns, it is more
appropriate to design a specialised
allocation. Three such examples are
described in the rest of this section.

Table 1: Immortal Icons

there is the matter S8l 13th Age Icon Immortals
Immortals. Whereas in 13th The Archmage Rad & Rathanos
Age “gods” are left
purposefully vague, and not The Crusader Vanya & Alphaks
directly involved in the | The Diabolist Orcus & Demogorgon
campaign -- the Priestess | The Dwarf King Kagyar & Garal
represents all “gods of light” | The EIf Queen Ilsundal & Ordana
:énd Zlhelr cults, ar;ld dthli The Emperor Tarastia & Ixion
t [43

rusil ©F TEPIESeriis & ar The Great Gold Wyrm  The Great One & The Star Dragon
gods”, but no individual cults : :
are significant enough to act | The High Druid Ka & Terra
as Icons on their own - in | The Lich King Nyx & Thanatos
Mystara, Immortals are much | The Orc Lord Kaarash & Yagrai
lesls distant, and tfake ag}vﬁ The Priestess Korys & Alphatia
roles as patrons ot very 15 The Prince of Shadows  Korotiku & Loki
level characters. Typical
Master-level adventures | The Three The Sun Dragon & The Moon Dragon
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IcONs Oof RaraMeikos

Karameikos is designed for a low-level
campaign, culminating in the PCs becoming
nobles (Knights, Landed Lords or even
Barons). Still, one can see the influence of
Immortals, and accordingly design a set of
Icons that include both Immortals and mortal
NPCs, usually aligned to the same goals.

The Emperor and
Archmage are easily
mapped to Duke Stefan
and to Guildmaster
Teldon, and the Dwarf
King maps to the
Gnome King, Dorfus
Hilltopperi. The Orc
Lord can be King Vlacks
of the Vlack-kag
hobgoblin tribe. Other
Icons are more difficult,
but correspondences can be found.

Dorfus Hilltopper

Either Alfric Oderbry or
Ludwig von Hendricks
can be the Crusader,
possibly sharing the role.
In the same way, either
or both Flameflicker and
Anton Radu reflect the
Prince of Shadows, and
Olliver  Jowett and
Aleksyev  Nikelnevitch
are the setting’s
Priestess.

The Black Eagle Baron

4 See Gazetteer supplement GAZ1: “The
Grand Duchy of Karameikos” for these

and most other NPCs in Karameikos.
5 See module B10: “Night’s Dark Terror”

for these two NPCs.

P
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The Great Gold Wyrm can only be Azemso,
the gold dragon king of Azemur, holder of
the Ivory Plume of Maat. She is served, albeit
indirectly, by the Hin of Wereskalot. Argos
the Worrier” then takes the place of the
Three, maintaining the rivalry with the gold
dragon. There are also other notable dragons
in Karameikos, particularly a Red in the
Wufwolde Hills and a Black in the western
swamps, but they are not as powerful.

The Seer of the Lake of Lost Dreams replaces
the EIf Queen. Appropriately, he “rules” over
both elves and fey. Loshad the Chevalls takes
the place of the High Druid.

Bargle is most
definitely a
candidate to the
role of Icon, and
will work well as
the Diabolist --
willing to court
evil powers for

his own
amusement. /4
Finally, the last

Icon is the Lich
King. There is
but one lich in
Karameikos, “Saint” Oirtulevd. An interesting
twist is to make its agents the misguided Cult
of Halav, at the behest of Oirtulev’s patron,
the lord of the undead, Orcus.

6 See Bruce Heard, “Who’s Who Among

Dragons”, in Dragon Magazine 171.
7 See Bruce Heard, Who’s Wh#o0 Among

Dragons, in Dragon Magazine #171.
8 See module B10: “Night’s Dark

Terror”.
9 See accessory “AD&D Mystara DM’s

Kit”.
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Table: Icons of Karameikos

13th Age Icon Immortal NPC Organization

The Archmage Master Teldon Magicians’ Guild

The Crusader  Vanya Alfric  Oderbry /The Church of Karameikos
Ludwig von (Oderbry faction, including the
Hendricks Knights of the Griffon) / The Black

Eagle Barony

The Diabolist Hel Bargle The Iron Ring

The Dwarf King Kagyar / Garl King Dorfus The Kingdom of Highforge
Hilltopper

The Elf Queen  Ilsundal The Seer of the Lake The Vyalia elves and the Pixies of
of Lost Souls the Lake of Lost Souls

The Emperor Halav Duke Stefan The Grand Duchy (Lord Zogrev

Karameikos I1I

The Great Gold Maat
Wyrm

The High Druid Zirchev
The Lich King Orcus
The Orc Lord Leptar
The Priestess Valerias / Petra Oliver

Azem

Loshad the Chevall
Saint Oirtulev
King Vlack

Jowett

Yarol, the ministers and the army)
The Halflings of Wereskalot

The Centaurs of the Moor
The Cult of Halav
The Altan Tepes Goblinoids
/The Church of Karameikos

Aleksyev Nikelnevitch (Halaran faction) / The Church of

The Prince ofAsterius
Shadows

The Three

Radu

gon

ICONS of NORwOIO

Norwold is a typical high-level setting,
designed for play at Companion and Master
level. Here, many NPCs suitable as Icons are
very high level.

The Dragon Empire here identifies with the
Kingdom of Norwold and its parent, the
Empire of Alphatia. As such, the Emperor is
King Ericall and Madiera the Counsellorio is
the Archmage. Although there is not
ministry of magic or guild to support her,

10 See module CM1: “Test of the
Warlords” for most Norwold NPCs.

B e e e s
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Orcus/Demogor Argos the Worrier

Traladara

Flameflicker / Anton The Kingdom of Thieves / The

Veiled Society
The Dark Triad cult

we can easily imagine her to have several
apprentices.

In  Norwold, the g
Priestess finds an 7
interesting match in §
the Crones of &
Crystykk. These
servants/personificati
ons of the Norns
represents three
different alignments
and spheres of
powers, making them
suitable to match the
Priestess’ role.
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Table: 3 Icons of Norwold

13th Age Icon
The Archmage
The Crusader
The Diabolist

The Dwarf King
The Elf Queen

The Emperor
The Great Gold
Wyrm

The High Druid
The Lich King
The Orc Lord

Immortal NPC
Razud Madiera the Counsellor
Vanya Wulf von Klagendorf
Thanatos
The Witch Queen of
Pojaara
Kagyar Gard Rocktooth
Ilsundal Nirwen the Weeping
Queen
Alphatia King Ericall
Diamond King Eruuptar
Terra Tarn Oakleaf
Alphaks The Black King

Thor / Surtr Barkal the Red / The Jarl

Organization
Her apprentices
The Heldannic Knights

The Seer of River Sabre / Sabreclaws / Kingdom of Pojaara

Stonehaven
The Foresthomes

Kingdom of Norwold
Kingdom of Wyrmsteeth

The Druidic Circle of Norwold
The Black Avengers

The barbarian hosts / Frosthaven
Giants

of Frosthaven
The Priestess The Norns
The Prince of Asterius President Prospero
Shadows
The Three

Goblinoids are not terribly important in
Norwold. The Orc Lord therefore leaves its
place to the human barbarian leader, Barkal
the Red, although the Frost Giant Jarl of
Frosthaven is another interesting option.

The dragon Icons are particularly relevant.
King Eruuptar of Wyrmsteeth is a reasonable
match for the Great Gold Wyrm, whereas
Dominagon or Pyre can be the Three. Even
though Pyre is not originally from Norwold,
he appears there in a plot against Eruuptar,
part of the “World in Flames” timeline11.

The Crusader is certainly Wulf von
Klagendorfi2, Hochmeister of the Heldannic

11 See Bruce Heard, “World in Flames”.
12 See Bruce Heard, “Heldannic Knights

PR R
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The Crones of Crystykk

None; the Crones operate
through omens and dreams

The Landfall Thieves’ Guild

Dominagon / Pyre

Order, whereas the Lich King can be
mapped to the Black King and the Black
Queen of Alphaks’ Volcano.

Tarn Oakleaf represents the High Druid,
even if he might not be the Icon himself.
President Prospero of the Landfall Thieves’
Guild takes the place of the Prince of
Shadows.

The Dwarf King and Elf Queen are Gard
Rocktooth, clanholder of Stonehaven, and
Nirwen13, the Weeping Queen of the elves of
the Rhien Forest.

NPCs” at the Vaults of Panndius.
13 See Giampaolo Agosta, “The

Skaufskogr and Bevond”, in Threshold
Magazine Issue #7.

Issue #22


http://www.pandius.com/npcorder.html
http://www.pandius.com/npcorder.html
http://www.pandius.com/npcorder.html
http://www.pandius.com/npcorder.html
http://www.pandius.com/Threshold_7.pdf#page=146
http://www.pandius.com/Threshold_7.pdf#page=146

ICONS fOR Mystara

Finally, the Diabolist can be the Seer of River
Sabre14 or the Witch Queen of Pojaara.

IcoNs of Thyatis

Thyatis may work as an excellent stand-in for
the Dragon Empire. Several parallels can
indeed by found -- starting from the dragon
riders of the Retebius Air Force and the
Knights of Air. Zendrolion, the first Emperor
of Thyatis killed the previous Wizard King,
Lucinius, and the Empire was founded after
the defeat of the oppressor Empire of
Alphatia, which is a magocracy. Either the
current Empress of Alphatia or, more likely,
an undead Lucinius can work as the Lich
King. Specifically, Lucinius has already been
proposed as a Lich working behind the
scenes in Thyatis1s.

The Emperor and the Archmage find easy
mappings in Emperor Thincol the Brave and his
court mage, Demetrion Karagenteropoulosis.

The Storm Soldiers are an order of fighters
ranging from the mere nationalist to the
Nazi-grade villains. From them, the
Heldannic Order, a nation of monastic
Knights was founded. Their leader, Wulf von
Klagendorf, would make an excellent
Crusader. While not devoted to “dark gods”
-- which would likely correspond to the
Sphere of Entropy in Mystara -- the
Heldannic Order fills a similar niche as the
Crusader’s army, and the Thanatos

14 See module CM3: I.
15 See “Timeline of Thyatian History - the

Alphatian Era” at the Vaults of Pandius.
16 See “Dawn of the Emperors”

campaign boxed set..
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connection through the Storm Soldiers may
be played upon for the Crusader’s darker side.

There are dwarven and elven enclaves in
Thyatis, as well as two neighbouring nations,
Alfheim and Rockhome, which can easily
qualify as the Dwarf King and EIf Queen.
Whether to use the Count Vyalia and
Baroness Buhrohur or the Kings of
Rockhome and Alfheim is a matter of
campaign scope -- Count Vyalia works well as
a patron of the Foresters, for example.

Druids are uncommon in the Known World,
but Thyatis has overseas colonies, such as the
Thyatian Hinterlands or the Isle of Dawn,
where a High Druid could easy arise. In the
isle of Dawn, the Archdruid Kalmyshiye is the
best known NPC who could fit the role.

The Shadow King is the hereditary leader of
the Shadow Hand, a pirate crew that struck a
deal with and later took over the previous
Thieves' Guild. They now control a large
number of illegal activities in Thyatis City and
beyond. He is a perfect match for the Prince
of Shadows.

The Diabolist and the Priestess are more
difficult, since Demons in Mystara are
Immortal level monsters/NPCs, and the
Immortals are much more proactive than the
13th Age gods. The head of the Church of
Thyatis could serve as the Priestess -- Thyatis
is known as an empire where the
combination of fighters, wizards and clerics
keeps the state going, and where the state
religion tends to include multiple cults and
Immortals. Either the Rex Sacrorum or the
Flaminia Tarastiana1” could fit the bill.

17 See G. Caroletti and G. Agosta,
“Patres et Coscripti”, in Threshold

. |
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Table: 4 Icons of Thyatis

13th Age Icon Immortal NPC Organization

The Archmage  Khoronus Demetrion Ministry of Magic / Collegium
Karagenteropulos Arcanum

The Crusader Vanya Wulf von Klagendorf  The Heldannic Order

The Diabolist Arik The First Zhochal Collective

The Dwarf King Kagyar King Everast / Baroness Kingdom of Rockhome /
Buhrohur Barony of Buhrohur

The Elf Queen  Ilsundal King Doriath / Count  Alfheim / County of Vyalia
Vyalia

The Emperor Tarastia Thincol Torion The Legions of Thyatis

The Great Gold Diamond Hytiliaph The Draconic Kingdom of

Wyrm Ancepes Trigeminus

The High Druid Diulanna Kalmyshiye Druids of the Isle of Dawn

The Lich King Nyx Lucinius The Ordo Magna
Trezantenbium

The Orc Lord

The Priestess

Kaarash / Ixion King Thar / The Great
Khan of Ethengar

Tarasta / Valerias Gaia Ephore, the

The Legion of Thar / The
Hordes of Ethengar

The Church of Thyatis

Flaminia Tarastiana, or
the Rex Sacrorum

Valinor Acindelyrovius,

The Shadow Hand

The Prince of Asterius
Shadows the Shadow King
The Three Mrikitat Leo Variantia

There are also demon-worshippers, of
course, and the cult of Alphaks, one of the
Immortal Fiends, is formally outlawed but
somewhat more tolerated than others, since
Alphaks' primary interest is the destruction of
Alphatia. However, a better option for the
Diabolist could be Arik of the Hundred
Eyes, the imprisoned Immortal who might be
in league with the Outer Beings. As for NPCs,
one interesting option builds on the Precepts
of Akh’All, an Outer Beings treatise
published in Thyatis. This points to the
presence of Outer Beings cults, at least, in

Magazine issues #2-6.

T
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The Order of the Sands

Thyatis, as also mentioned in other Thyatian
pseudobiblia, such as “Dark Worship in
Thyatis”18. Leveraging the recent addition of
the Zhochal (Minions of Akh’All) to the array
of playable races!, I'd make the Diabolist the
First of a Zhochal collective.

18 See G. Caroletti and J. Ruhland, “A
Short Reference to Thyatian Literature”,
at the Vaults of Pandius (oiginally from

Tome of Mystara issue #3.
19 See G. Gander, “Playing Zhochal” in

Mystara, Threshold Magazine issue #20.
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As mentioned before, Thyatis has a corps of
dragon riders mounted on white, blue, and
gold dragons. While canonically these are
subdued dragons, it has been speculated that
the presence of such a large amount of
dragons must be related to some alliance
between the Empire and a mysterious
dragon ruler (it is noteworthy that, while the
other nations overlap with draconic
kingdoms, there is no such dragon ruler
known to live in Thyatis). Still, Hytiliaph,
Demetrion Karagenteropoulos’ mount,
would qualify as the Great Gold Wyrm.

The Three are not too much about being a
"dragon icon", as much as they are about
being "monsters that fit (partly) into
civilization". In this sense, perhaps the
wererat undercity in Thyatis, or even the
multi-racial Order of the Sands, which
includes Orcish gladiators and perhaps even
intelligent monsters, would fit. Leo
Variantia2o, an Immortal candidate afflicted
with multiple lycanthropic diseases, is my
favourite option as an individual NPC.

Finally, the Orc Lord may be Thar, King of
the Broken Lands, or the Great Khan of
Ethengar. Both are distant (as is the Orc Lord
in the Dragon Empire), but may prove a
major problem if the Empire is weakened.

20 See PC4 The Night Howlers.

S aruat ARt

ICONS IN ACTION

The Icons can be used for multiple purposes.
As per the 13th Age rules, they can be used
to provide benefits or complications for the
PCs. This works well for improvisational
adventures. However, the Icons are useful
also as tools to support the definition of
campaign plots.

For example, let us consider a Thyatian
campaign. We need to first define the heroic
Icons -- here the Archmage, the Priestess, the
Dwarf King, and the Great Gold Wyrm. The
Crusader, the Diabolist and the Orc Lord are
villainous Icons. Everyone else is ambiguous
-- as befits a Mystaran campaign, most Icons
are actually ambiguous and even our
definition is mostly relative to the specific
party. We choose, however, the Lich King as
the opponent in this campaign. His
motivation is to preserve the Empire. In 13th
Age, the Lich King is the main opponent of
the Emperor -- here we can choose to make
this opposition indirect, and choose a
different enemy. Let’s use the Crusader.

The main plot is, at this point, easy to plan:
the Emperor is receiving financial support
from the Heldannic Knights, Lucinius wants
to remove their influence, therefore sends a
minion to hijack a shipment of gold. Now,
the PCs’ alignment to the Icons defines the
nature of their involvement. A PC aligned
with the Prince of Shadows would steal from
the thieves, whereas a PC aligned with the
Emperor would attempt to retrieve the
stolen gold. We can add a complication,
probably  another  ambiguous Icon
attempting to gain an advantage from the
situation. This could be the aforementioned

|||||||||||||||||||||||||||||||||||||||||||||||||
.................................................
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Prince of Shadows, if the PCs are not aligned
with him. Finally, we can have an unlikely
ally to show up. For this role, we can select
the Three or the Diabolist. In the first case, it
is a group of wererats who offer help to the
PCs (e.g., information on the thieves or help
in navigating a city’s underground), in the
latter, it is one of the alien Zhochal who
happens to be a witness.
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Thus, we have our adventure plot -- a typical
robbery investigation with a couple of twists,
and a possible follow-up in the investigation
of the money’s origins and the state debt
problem that is building up in Thyatis.
Everything else can be built up with the
standard encounter building rules from the
BECMI Master Set, or whatever equivalent
rules are used in the specific rules set.

James Mishler, “Kaarjala, Land of the
Saamari” in netMAG #7, 1994,

Bruce Heard, “World in Flames”. 1998-
1999, at the Vaults of Panndius

Giulio Caroletti and James Ruhlan,. “A Short
Reference to Thyatian Literature”, in Tome
of Mystara, issue #3, 2000

Rob Heinsoo & Jonathan Tweet. “13th Age
Corebook”. Pelgrane Press, 2013

Giampaolo Agosta, “The Skaufskogr and
Beyond”, in Threshold Magazine issue #7,
2015

Giulio Caroletti and Giampaolo Agosta,
“Patres et Conscripti: Characters and
Factions in the Thyatian Senate” in
Threshold Magazine issues #2-6, 2015-2016

Geoff Gander.
issue #20, 2018

, in Threshold Magazine
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“So, You All Meet iN a Tavern...”

Making the
most of those
rumor tables

T TS

Show of hands, if you players out there ever
heard that one?

“So, you all meet in a tavern...”
How about if you’ve ever used it as a DM?

There’s nothing wrong with using that line
for a cold opening....

.... of a convention game, perhaps. But who
would ever use something so clichéd to kick
off a campaign?

I would.

“So, you all meet in a tavern...”

B e e e s

¥
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The key lies not so much in the tavern itself,
but in what can sometimes be the most
amusing part of any of the early adventure
modules (for the DM, at least): the rumor
table. Who doesn’t remember the look on
the players’ faces when -- rather than
throwing down their weapons -- the goblins
smirked as reinforcements arrived after their
cries of “Bree Yark!” went up?

The only shortcoming is that those rumor
tables are keyed to each adventure itself. The
PCs must reach the Keep, or Guido’s Fort, or
somewhere outside of Gulluvia to hear those
rumors, and from there be steered on one
direction or the other over the course of any
of the given adventures.

But what is it that drew the PCs to any of
those places to begin with? Surely, more
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rumors. Move that tavern outside of the
adventure proper, and rather than the PCs
deciding whether or not to explore Cave A,
or Cave F, let them decide whether or not to
even make that journey to the Keep in the
first place.

Granted, this approach means the DM will
have to do a bit of reading, at least several
module’s worth. Having at least a bit of
overall land in which to plant the various
adventures is also helpful. Fortunately, the
Gazetteer series gives the DM just such a leg
up. While the examples in this article focus
on Karameikos, there is no stopping an
enterprising DM from transplanting them to,
say, Darokin, or Rockhome, or the Northern
Reaches with a few tweaks and re-skinnings.

The first thing to do is determine the scope
of the campaign’s opening. Just as there are
a plethora of buildings to explore within the
Keep on the Borderlands, or many openings
into the various Caves of Chaos beckoning
adventurers, so too should players have at
least a handful of paths from which to choose.

As an example, let’s start small, with three
rumors. The broader, more generic, the
better:

e Lord Kelvin’s master-at-arms is
recruiting.

e Children/townfolk/homesteads have
been disappearing to the south.

e The hills are said to be littered with
ancient tombs and lairs, bound to hold
treasures....

T

THRESHOLD: The Mystara Magazine

Now here is where the DM’s reading ahead
comes into play. Each of those broad-brush
themes can tie in to just about any of the
entry level modules. The Barony of Kelvin is
fairly central to the Grand Duchy, and being
at the confluence of two major rivers, means
the town sees regular traffic in trade goods.
And merchants bring more than just goods
to town: they are also prime sources of news
and gossip.

So the PCs might learn that Lord Kelvin is
recruiting because...

e Goblins in the Dymrak have grown bold;
the Dread has promised his clanlings
riches and spoils. (DDA4)

e Ogres have been spotted in greater
numbers in the hills. One hill, in
particular... (B5)

e His Grace is expecting a visit from a
neighboring baroness, and wants the tour
to go without a hitch. He is increasing
patrols between Kelvin and
Penhaligon.(B11)

e Raiders have struck several homesteads,
and there is a need of manpower, as
another attack is surely imminent.... (B11
or B10)

e Lord Kelvin has placed a bounty on
goblinoid ears. Their attacks lulled for a
short while, but they struck harder with
their last raid, acting in a much more
organized fashion... (B10, B11, or B12)
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Likewise, with the disappearances:

e A tribe of orcs has made off with at least
a few children in the past weeks. (B11)

e Ogres just up and carried everyone from
the homestead off to their lair
somewhere on the Hill (B5)

e Hobgoblins are known to take prisoners,
rather than leave bodies. But there has
been no word of any sort of ransom
demand being sent to the baron... (B5)

e People in Fort Doom who speak ill of the
Black Eagle just... disappear. (B10, DDA3)

Gold! In the hills!

e The Dread has grown bold because he’s
come across a vast treasure. (DDA3,
DDA4, B10)

e Hobgoblin raiders have to stash their
spoils and ransom somewhere on that
Hill where they’re said to lair... (B5)

e With the scarcity of kobolds, it seems the
orcs have taken to using human children
to do their mining (B11)

Some of the modules are a bit broader in
scope than others, which lends them to
fitting more than one rumor. Other rumors
don’t ring quite true to their corresponding
module. Much like shouting “Bree Yark!”
and expecting a warm welcome, the PCs will
surely find things to be otherwise once they
start exploring.
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LeveliNnGg up those HOOKs

Once the PCs decide on which of the initial
hooks to bite on, and the adventure ensues,
there’s no need to scrap the rest of those
hard-thought-out rumors. Like a good villain,
rumors never die, they just level up and
come after the PCs again after a while.

Much like Basic adventures tend to focus on
the dungeon itself, the second tier of hooks,
after the PCs bite on one, could open up the
scope to the wilderness at large:

Module B11’s Stallanford leads to B12’s
Penhalligon. Clues sprinkled into B12 might
either lead the PCs southwest, where the
Queen has made overtures to try to gain the
attention and favor of the Hobgoblin King on
the B5’s Hill (Indeed, the PCs may think to
disguise themselves as emissaries of the self-
styled queen).

Or, maybe the PCs follow up on missives that
the Queen sent (or intends to send) to the
DDA4 The Dymrak Dread, enlisting his aid in
building her army to conquer northern
Karameikos.

The Hill and the Dread could play off each
other as well, either intending to band
together to overthrow this queen... but more
likely, to double-cross the other and make
off with the Queen’s war chest.

The Dread could have been ousted or joined
forces with the Wolfskull tribe, intent on
raiding one of the many homesteads
sprinkled along the length of the Windrush.

And that “great treasure” that the Dymrak
Dread found? If the PCs don’t follow up on

e e
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the hobgoblin king or the would-be Queen’s
attempts to secure it for themselves, the PCs
might find themselves in possession of a
garishly colored tapestry that, from a certain
distance and angle, looks like it could be an
abstract scene depicting a village at the base
of mountainous peaks.... and speaking of it
in a crowded inn or taproom could very well
draw the attention of hounds of the Iron Ring.

O10DawG PreseNts: GazF

Or, perhaps the treasure was a large,
precious stone in a gold setting. Reversing
the “sequel,” as-written, DDA4 could lead the
PCs on the hunt for the figure that stole the
stone from Kosivikh, all the way down the
Westron Road, to the Fort Doom of DDA3’s
“Eye of Traldar”.

.

CONtINUING the o

Gazetteer TraditioN BeyoND
~ the KNOWN WORID

...al the Vaults of PaNDius
http://WwWw.paNDius.coMm

Changing some of the opposition in DDA3 to
Iron Ring slavers could lead to entangling
the PCs in the events of B10: “Night’s Dark
Terror”, and from there, propel them into

Expert level adventures. @ﬁi\fi@ Allmanac
ALY

RefeeNces

Adventure modules cited in this article:

B5: “Horror on the Hill” by Douglas Niles
B10: “Night’s Dark Terror” by Jim Bambra,
Graeme Morris, Phil Gallagher
B11: “King’s Festival” by Carl Sargent
B12: “Queen’s Harvest” by Carl Sargent
DDA3: “Eye of Traldar” by Carl Sargent
DDA4: “Dymrak Dread” by John Nephew
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When 1 started my first campaign in
Karameikos back in 1991, I only had the
Basic and Expert Sets as sources of
information and adventures. Then gradually
I acquired much more canon material, GAZ1,
B3, B4, B10 and so on. However, as I lived in
Italy, which is far away from TSR’s main
market, I missed many adventures and
products which never arrived, or rapidly
disappeared, in the stores I could visit. It was
only after the great development of the
Internet and the availability of used or digital
products that I was able to read many other
old modules and supplements.

So when I started my Play by Post campaign
on The Piazza set in Karameikos! more

1 See the “The Karameikos Experiment
PbP” thread and the other current
threads in the same forum at The Piazza.
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Cover of “In Search
of Adventure”. ©
Wizards of the
Coast, available
from DriveThruRP(|

recently, I decided I would use all the canon
and fan material now available which I did
not have at my disposal in the past. The
amount of material now available for
Karameikos is huge, and more than enough
to develop several different campaigns, or
adventure paths in the style of more recent
role playing games. In fact the original “B
series” of canon adventures were not set in
Karameikos and had no interconnection
between them. It was only later that a
connection was created with the B1-9 super
module, “In Search of Adventure”. Now,
however, the amount of fan creations

THRESHOLD: The Mystara Magazine
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available in the Vaults of Pandius makes it
much easier to connect the different
adventures set in Karameikos.

In this article I will explore a series of
possible adventure paths and the way they
could be connected together in one unique,
huge story arc for hours of fun and play.
NPCs and Characters listed below are
humans unless stated otherwise in the text.
The treasure listed only include permanent
magical objects, not coins, gems, potions and
scrolls unless they are the only treasures, and
only objects of likely enemies, not of allies or
NPCs.

Please note that the article contain heavy
spoilers on the content and the end of all
the canon and fan adventures set in
Karameikos!

The different adventures have been listed
roughly by level, but if a DM chooses to play
them all, it is probable that several will have
to be adjusted for higher levels. If many
adventures are for PCs of similar level, they
have been listed to form a coherent Path.

The Adventure Paths described in this article
arce:

“The Black Eagle and Iron Ring”
“The Dark Triad”

“Humanoids and Argos”

“Skarda”

“The Church of Nyx and Koskatep”
“Lost Cities and Relics”

“Other Lands, People and Creatures”
“The Veiled Society and Specularum”
“The Complete Adventure Path”

* & & & 6 o o o o
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CHE BLACK EAGLE

AND IRON RING
ADVENTCURE PATH

This is obviously the most classic story arc to
be set in Karameikos, more or less explicit in
GAZ1: “The Grand Duchy of Karameikos”
and module B1-9 “In Search of Adventure”.
In canon products the fight of the PCs against
the Iron Ring it is supposed to start from the
town of Threshold, but other options are
possible. In my current Play by Post
campaign, for example I had an Iron Ring cell
operating in Specularum from 989 AC. In
canon products the adventures and ideas set
in Specularum are more centered on the
Veiled Society, so I imagined the Society was
eventually able to eradicate or at least limit
the activities of the Iron Ring in the capital.

Another possible different starting point for
a PC party’s involvement against the Iron
Ring is the one presented in the videogame
“Order of the Griffon”, where Lord Korrigan
sends the PCs to explore Koriszegy Keep, but
the Iron Ring is allied with the Vampire lord
of the Keep. But this Path could start
anywhere in the Grand Duchy, assuming that
the Ring has cells in many places. The
connection between the Iron Ring and the
Black Eagle should be discovered late in the
Path or, if discovered earlier, PCs should still
have quite some trouble in finding proof to
persuade the Karameikan authorities. After
all in canon products Stefan Karameikos is
finally convinced only in 1,010 AC!

This Path could very easily be merged with
others, notably the Dark Triad Path, the
Humanoid and Argos Path and the Lost Cities
and Relics Path, but others too as explained

_________________________________________________________________________________________________
X
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in the text below, under each Path and in the
final chapter about creating a Complete Path.

“YOuRr First ADVENTURE”
by Frank Mentzer, D&D Basic set (1983),
Players manual page 3

Location: Near the town of Threshold

PCs level: 1 (BECMI)

Main Antagonists: Bargle the Wizard and his
goblin.

Allies/NPCs/Pre-generated PCs: Aleena the
Cleric, Unnamed warrior, Fighter 1.

Main Treasures: Potion of growth.
Plot/Main accomplishment: A lone warrior
goes searching for the bandit Bargle and
meets a young female cleric named Aleena.
Connections: This adventure has an
immediate sequel in the Basic set. PCs could
play it or just hear the news of what
happened. Aleena is killed by Bargle in the
adventure, but as she is alive in GAZ1, it is
likely she was resurrected by her uncle Baron
Sherlane.

“INto the Caves”
by Frank Mentzer, D&D Basic set (1983),
Players manual page 15

Location: Near the town of Threshold

PCs level: 1 (BECMI)

Main Antagonists: Goblins, skeletons, rats,
rust monster.

Allies/NPCs/Pre-generated PCs: Unnamed
warrior, Fighter 1.

Main Treasures: Gems, coins.

Plot/Main accomplishment: The lone
warrior returns to the caves where Bargle
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was hiding to face the goblins.
Connections: Connected to the following
adventure. PCs could participate or just hear
the warrior is hunting Bargle. He could
become a member of the party, or fail and be
killed. See also “Find Bargle” by Trevor
Holman from Threshold Magazine issue #8

“GycGanr’s Castl¢e”

or “Castle MistaMeRre¢”
by Frank Mentzer, D&D Basic set (1983),
Dungeon Master manual page 4

Location: Near the town of Threshold

PCs level: 1-3 (BECMI)

Main Antagonists: Carrion crawler, kobolds,
harpies, zombies, Bargle, ogres, living
statues, doppelgangers, small dragon.
Allies/NPCs/Pre-generated PCs: A party of
PCs, later developed and named by Roger LV
Girtman II in “Mystara's Iconic Party” at the
Vaults of Pandius. .

Main Treasures: Coins, random.

Plot/Main accomplishment: A group of
adventurers explore the abandoned Gygar’s
castle, while searching for traces of Bargle
and possibly finding him on level three.
Connections: If Bargle escapes again, he will
continue his plot to bring down Threshold.
See also “To Save Aleena” by David
Tauriainen and “7C1: The Baron's Favor”,
First in the Thorn’s Chronicle Adventure
Path by Robert J. Nuttman, Jr. for an
alternative adventure against Bargle in Castle
Mistamere.

e
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“Rill Bargle”
by Jason Bulmahn, Dungeon Magazine issue
#150, 2007

“Crouble iN THhreshold”

by Thomas M. Reid, “Karameikos: Kingdom
of Adventure” boxed set, (1994)

Location: Near the town of Threshold.

PCs level: 1-5 (D&D 3.5)

Main Antagonists: Carrion crawler, kobolds,
zombies, ghouls, oil beetles, gelatinous cube,
spiders, ogres, living crystal statues, shadows,
doppelgangers, Bargle Wizard 7.
Allies/NPCs/Pre-generated PCs: None.
Main Treasures: Coins, gems, longsword
+1, chain shirt +1, potions, scrolls, bracers
of armor +2, dagger +1, ring of protection
+1, gauntlets of ogre power, rope of
climbing, wand of hold person, reward.
Plot/Main accomplishment: A conversion
and expansion of the original 1983
adventure above.

Connections: As above.

Location: Threshold.

PCs level: 1 (AD&D 2ed)

Main Antagonists: Iron Ring thugs, Peltro
Brastus of the Iron Ring, skeletons, Key-
Hamintep mummy, Falana Wizard 2, Brenna
Warrior 1, Rocko Warrior 1, The Silent One
Thief 2.

Allies/NPCs/Pre-generated PCs: Dargar
Thunderhammer dwarf Fighter, Jocasta
Demandria human Fighter, Kalroth human
Wizard, Melissa Moonstar elf Wizard, Chad
Alonius human Thief, Emily Rogueshot
halfling Thief, Par Thanar human Cleric,
Maxalla Trigostas human Cleric, Juster
Dainworth the merchant and his wife
Seledina, Skritch Thief 4, Sherlane and
Aleena Halaran.

Main Treasures: Reward, treasure of Key-
Hamintep, leather armour +1.

Plot/Main accomplishment: The Iron Ring
is establishing a new cell in Threshold,
starting with a smuggling operation, and
some thugs have just kidnapped a local
merchant unwilling to cooperate. PCs go
search for him deep down below the town,
where they also find an ancient Nithian
tomb.

Connections: With Bargle apparently dead
or disappeared the PCs discover a cell of the
Iron Ring operating in Threshold. They will
find clues about other agents operating in
the area, leading them to face
dopplegangers, werewolves and a devil
swine. The connection between Bargle, the
Iron Ring and Von Hendriks should probably
be discovered only later in the Path.

THRESHOLD: The Mystara Magazine
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Possible connection with the Lost
Cities and Relics Path

The Iron Ring and Bargle may be interested
in ancient Nithian relics and ruins, and the
tomb may contain clue on how to reach
them, possibly leading to B8, B10 or other
adventures.

“DamMse€l IN Distress™
by Frank Mentzer, D&D Expert set (1983),
page 39

Location: Near the town of Threshold

PCs level: 2-5 (BECMI)

Main Antagonists: Dopplegangers.
Allies/NPCs/Pre-generated PCs: None.
Main Treasures: Coins, random.

Plot/Main accomplishment: A young lady
asks for the PCs’ help as her boyfriend
changed abruptly and broke off their
engagement.

Connections: The dopplegangers could be
related to the ones working for Bargle in
Castle Mistamere and to Iron Ring agents.

“Che GardENER”
byFrank Mentzer, D&D Expert set (1983),
page 39

Location: Threshold

PCs level: Any (BECMI)

Main Antagonists: None.
Allies/NPCs/Pre-generated PCs: 5th level
halfling.

Main Treasures: Ally.

Plot/Main accomplishment: PCs discover
that the only supplier of wolfsbane in
Threshold is a 5th level halfling gardener
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looking for adventures.

Connections: Directly connected to the
following two adventures which have a
confrontation with werecreatures; could be
connected to the “Order of the Griffon”
Turbografx/PC Engine video game adventure,
see later.

“SCavENGERS”
by Frank Mentzer, D&D Expert set (1983),
page 40

Location: Threshold and near it.

PCs level: Any (BECMI)

Main Antagonists: Werecreatures.
Allies/NPCs/Pre-generated PCs: See above.
Main Treasures: Payment.

Plot/Main accomplishment: Cattle are
missing during full moon; PCs have to
capture the werecreatures responsible. Some
are local people, others are agents of the
Black Eagle.

Connections: As in the previous adventure,
this too could be connected to the “Order of
the Griffon” video game adventure.
Werewolves appears also as minions of the
Black Eagle later.

“Che Gambler”
By Frank Mentzer, D&D Expert set (1983),
page 40

Location: Threshold

PCs level: Any (BECMI)

Main Antagonists: A devil swine.
Allies/NPCs/Pre-generated PCs: None.
Main Treasures: Money, ring of telekinesis.
Plot/Main accomplishment: A devil swine

e
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wins a lot by charming his victims and using
a ring of telekinesis.

Connections: The Gambler may be an agent
of Orcus or connected to the Black Eagle
Path as a member of the Iron Ring and/or
agent of Bargle. He should be connected to
the new Guildmistress of the Thieves Guild,
leading to the adventure “Extortion”, below.

Possible connection to the Dark
Triad Path

As the Immortal Orcus supposedly created
devil swine, or appears as one, this could be
a connection with the Dark Triad Path with
the churches of Orcus, Leptar and Demogorg
on present as allies of the Iron Ring.

“ExtORtiON”
by Frank Mentzer, D&D Expert set (1983),
page 40

Location: Threshold.

PCs level: 4-14 (BECMI)

Main Antagonists: New Guildmistress of the
Thieves’ Guild.

Allies/NPCs/Pre-generated PCs: None
Main Treasures: Reward.

Plot/Main accomplishment: A new
Guildmistress is harassing local businessmen
and trying to take over the local Thieves’
Guild.

Connections:. The Guildmistress could be
an agent of the Veiled Society or the Iron
Ring.

Possible connection to the Veiled

Society and Specularum Path

If the Guildmistress is an agent of the Veiled
Society this could lead the PCs to a different

T
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Path. Is it possible that the Veiled Society and
the Iron Ring work together? It seems
unlikely, as the Veiled Society is controlled
by the Radu and composed mainly of
Traladaran extremists, while the Iron Ring is
allied with Von Hendriks and mainly
composed of Thyatian extremists. Yet both
factions have and also use people of the
other ethnicity, and both may have the
ultimate goal of ousting Duke Stefan, so an
unholy alliance between the two
organisations may not be so unlikely after all.

"Che RidNappiNG of PrRiNcess AR€ElING”
by Garry Spiegle, AC3: “3-D Dragon Tiles,”
(1984)

Location: Anywhere.

PCs level: 3-4 (BECMI)

Main Antagonists: ghouls, wererats,
skeletons, shadows, rust monster, Jahat
Fighter 3, Jelek Fighter 4, Rusak Wizard 4.
Allies/NPCs/Pre-generated PCs: Princess
Arelina, Berklai Fighter 4, Awas Wizard 4,
Triak Cleric 5, Penchuri Thief 4, Kuat Ranger
3, Saudara Wizard 3, Teman Cleric 4, Ambil
Thief 3.

Main Treasures: Reward.

Plot/Main accomplishment: A young
princess has been kidnapped, but the
kidnappers have been tracked to an isolated
house; now the PCs have to break in to
rescue her.

Connections:. Generic but easily adaptable
to Karameikos with any important young
female or noble figure as the object of the
kidnapping, and the kidnappers would fit
well as members of the Iron Ring. Indeed, if
the PCs have already foiled the plans of
Bargle and the Iron Ring cell in Threshold,
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with their doppelganger and werecreatures
allied, supported by Aleena, then the enemy
could try to kidnap Aleena to blackmail
Sherlane Halaran. Rusak could be in this case
a minion of Bargle, or an identity of Bargle
himself.

“RaNsom”
by David Howery, Dungeon Magazine issue
#42,1993

Location: North of Threshold, Utica in
Darokin.

PCs level: 3-5 (BECMI)

Main Antagonists: Antar Wizard 2, Althling
Fighter 5, Kerak Fighter 4, Thoros Fighter 7,
Ademar Fighter 4, Hattin Fighter 4, Balian
Thief 5.
Allies/NPCs/Pre-generated PCs:
Reynald Fighter 7, Baldwin his son.
Main Treasures: Reward.
Plot/Main accomplishment: Bandits kidnap
the son of Sir Reynald, but Reynald is
unwilling to pay a king’s ransom for his son’s
return. His wizard Antar, secretly an agent of
the Black Eagle, plots for his removal to
weaken Threshold.

Connections: Reynald gives the PCs fake
coins, but frames Antar for the act, so he
could remain on good terms with the PCs
and the Duke, exposing a plot by the Black
Eagle. Even if tailored for higher level this
adventure, being located near Threshold,
could work best as following the other plots
of the Black Eagle in the region.

Lord
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“Che Black W0o00s”
by Frank Mentzer, D&D Expert set (1983),
page 40

Location: Five miles west of Threshold

PCs level: 5-14 (BECMI)

Main Antagonists: Bargle.
Allies/NPCs/Pre-generated PCs: None.
Main Treasures: None.

Plot/Main accomplishment: Bargle has
hidden 100 fighters and their mounts near
Threshold, magically asleep and mass
morphed into part of the woods.
Connections: Meant for higher levels, but
could work best as the conclusion of the
attempts by the Black Eagle to weaken
Threshold. It could, however, also be played
later if the PCs return to Threshold from time
to time. See also “Bargle’s Forces Attack” by
Sean Meaney.

s

Soldiers hidden in the wood's

Fan adventures and resources
about Threshold and Bargle

“Mystara Cities Project: Threshold” by Brian
Caraway

“A Guide To The Barony Of Threshold” by
Jimmy Rowe

“Detail of the Threshold Region” by Simone
Neri

“The Siege of Threshold” by Sean Meaney
“Kill Bargle!” by John Calvin
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“Limited collectors’ editions of the works of
Bargle the Infamous” by Steven Miller, from
Dragon Magazine #2106

“Coys of the MadbmaN”
by Aaron Allston, GAZ1: “The Grand Duchy
of Karameikos” page 62, (1987)

Location: Fort Doom or vicinity.

PCs level: 1-3 (BECMI)

Main Antagonists: monsters, Von Hendriks
and minions.

Allies/NPCs/Pre-generated PCs: Other

people kidnapped and placed in the
dungeon.

Main Treasures: Return to freedom.
Plot/Main accomplishment: PCs are

kidnapped by Von Hendriks’ men and placed
in a dungeon from which they have to escape.
Connections: If the PCs have defeated the
Black Eagle’s plans in Threshold, this could
be his revenge. However, this adventure
could be played at any time. Probably the PCs
should not yet discover the connection
between the Black Eagle and the Iron Ring.
Maybe the dungeon contains a magical object
that the Black Eagle wants, and all this is a
ploy to have some adventurers retrieve it.
Once they have done the job, they are
imprisoned again, leading to the next
adventure. See also “Toys of a Mad Man”,
adventure set in Karameikos AC 1000 by
Irving Galvez.

Possible connection to the Lost Cities and
Relics Path

The PCs could learn in the previous
adventure that Bargle and the Iron Ring are
after ancient relics of Traladara, leading them

T
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to a race against their agents to find such
items before them, leading to B10 and more
adventures.

“Che Great Escape” [Bo]
by Harry Nuckols, Adventure B9: “Castle
Caldwell and Beyond”, 1985

Location: Black Eagle Barony.

PCs level: 1-3 (BECMI)

Main Antagonists: gnoll jailer, human
warriors Fighter 1 and 2, Visiting Officer
Fighter 3, Commander Fighter 4.
Allies/NPCs/Pre-generated PCs:
servants, female servants.

Main Treasures: reward, coins, potions,
short sword + 1, shield + 1, ring of fire
resistance, rod of cancellation.

Plot/Main accomplishment: PCs have been
captured while spying on the enemy and
must now escape from the enemy dungeon.
Connections: Originally generic, but later
placed in the Black Eagle Barony in B1-9. PCs
meet Anton Turino, a Black Eagle spy who
pretend to be a Duke’s spy charged to
investigate the Black Eagle. He wants to lead
the PCs to Lone Tree Hill, a day’s ride east of
Luln, claiming he can obtain proof that the
Black Eagle is sponsoring goblin raids. A
goblin raid is indeed planned against Luln,
but in Lone Tree Hill Anton plans to deliver
the PCs to the goblins as a threat to the
Baron, just to gain some points in the eyes of
his master. If the PCs do not believe him and
defeat him, they will find in his pockets clues
leading to Lone Tree Hill and Quasqueton
(B1) where they could be captured anyway.
When the PCs escape, they are supposed to
reach Luln and speak to Mistress Sascia, who
will send them to deliver a report to Franz
Dubloi at the military garrison in

male
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Specularum. Before that however she could
send them to meet a representative of the
Five Shires, leading to the next adventure.

Fan resources about Fort Doom
(Halag), Luln and Radlebb

“Traladaran Sword Maiden” by Christopher
Bishop

“Fort Doom” by Niels Just Rasmussen from
Threshold Magazine issue # 1

“The Curse of Halag” by André Martins

“The Pit of Blood Gold” by Sean Meaney
“Luln: map and description” by Irving Galvez
“Luln” and “Plan of Luln” by religon
“Mystara Cities Project: Luln” by Brian
Caraway

“Description of Village of Radlebb” and
“Description of Radlebb Keep” by Eric
Stoneburner

“Che Trouble with MylviN

Wimbly”
by Andrew McCray, Dungeon Magazine

issue #5, 1987

Location: Western Karameikos.

PCs level: 1-3 (BECMI)

Main Antagonists: Orcs, Lazambar Wizard 4.
Allies/NPCs/Pre-generated PCs: Mylvin
Wimbly Halfling 1.

Main Treasures: Money, potion of healing,
dagger +1.

Plot/Main accomplishment: A halfling
fugitive needs the heroes’ help to elude an
evil magic-user and his orcish thugs.
Connections: Lazambar could easily be in
the service of the Black Eagle or the Iron
Ring, and the halfling could be a Five Shires’
agent spying around the Black Eagle
territory. Once the PCs rescue him, Mylvin or
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Sascia of Luln could ask them to help Alexei
Schlepin, leading to the next adventure.

“Eye of Craldar” [DDA3]
by Carl Sargent, Adventure DDA3: “Eye of
Traldar”, (1991)

Location: Western Karameikos and the Black
Eagle Barony.

PCs level: 1-2 (BECMI)

Main Antagonists: Torstar Malenkov Fighter
3, Iron Ring thugs, chaotic Elf 1, undead,
gnoll, bugbear, Black Eagle soldiers, Gebhard
the Torturer Fighter 3, orcs, Lieutenant
Galleret Fighter 3, Paurillian Cleric 3,
Menelaus slaver Thief 3, Lieutenant Aenolas
Fighter 3, Aurelian Wizard 3, Captain
Tiberian Fighter 4, Todosz slaver Thief 3.
Allies/NPCs/Pre-generated  PCs:  Five
unnamed pre-gens with backgrounds, Alexei
Schlepin Fighter 2, Morander, Leraith,
Warreck and Zemeter in Luln, Lemnos and
Petronius in Fort Doom, Taiurus prisoner,
Tibor, Imren, Tadeus and Maraden soldiers
of Luln prisoners, Paurus Specularum
merchant prisoner, other prisoners,
hostages, ogre, Nikolai Monescu Wizard 2.
Main Treasures: Reward, coins, gems,
jewelry, chain mail +1, staff of healing,
potions, leather armor +1, short sword +1,
ring of protection +1, ring of fire resistance,
Eye of Traldar.

Plot/Main accomplishment: PCs rescue a
fighter from Iron Ring assassins and end up
helping him retrieving the Eye of Traldar
from the Black Eagle Barony.

Connections: If PCs succeed, they will be
able to find a list of Black Eagle agents in
Luln and the Baron’s plan to attack the city.
PCs could then continue to DDA4, B10 or
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deliver the Eye of Traldar themselves to the
Lake of Lost Dreams in Eastern Karameikos.
See also “Traldar and the Legend of the
Eyes” by Steven B Wilson

Looking into the
H Lye of Traldar

Another possible connection to the
Lost Cities and Relics Path, Dark
Triad Path, Humanoids and Argos
Path

The PCs could learn in the previous
adventure that Bargle and the Iron Ring
and/or the Dark Triad and/or the dragon
Argos are after ancient relics of Traladara,
leading them to a race against their agents to
find such items before them, see also links
under B7 in the Humanoids and Argos Path.
See also “Karameikan Entropic Cults & the
Eye of Traldar” by Giampaolo Agosta

THRESHOLD: The Mystara Magazine

“Che DymMrak Dread” [DDA4]
by John Nephew, Adventure DDA4: “The
Dymark Dead”, (1991)

Location: Eastern Karameikos and the Black
Eagle Barony.

PCs level: 1-3 (BECMI)

Main Antagonists: goblins, hobgoblins,
lizard men, undead, Vylgrykk, goblin Wokan
2, Kosivikh the Dymrak Dread Goblin 3,
wight.

Allies/NPCs/Pre-generated PCs: Six
unnamed pre-gens, Alexei Schlepin Fighter 2,
Leraith, of Luln, Roderick Lord Forester of
Dymrak, Rokhaag, orc prisoner, Jalven, elf
prisoner.

Main Treasures: Reward, coins, gems,
jewelry, chain mail +1, potions, battle axe
+1.

Plot/Main accomplishment: Roderick, the
Lord Forester of Dymrak, hires the PCs to kill
a goblin war chieftain of the Dymrak forest.
Connections: If following DDA3, PCs are
sent by Leirath of Luln, who is the cousin of
Roderick. Alexei Schelepin can be with them
too, to return to his hometown of Ryania in
the Vyalia forest.

Possible connection to the
Humanoid and Argos Path

The PCs could learn that the Dymrak goblins
are not simply minions of the Iron Ring or
the Black Eagle, but have another even more
mysterious Master. The discovery of the
existence of the dragon Argos should not be
easy, even less so the reason why he is
apparently supporting the Black Eagle or the
Iron Ring.
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“Che HauNted Reep”
by Tom Moldvay, D&D Basic set [Moldvay
edition, 1981], page 55

Location: Anywhere

PCs level: 1 (Basic D&D)

Main Antagonists: Goblins, wererats.
Allies/NPCs/Pre-generated PCs: None.
Main Treasures: Coins, jewelry, potion of
healing.

Plot/Main accomplishment: PCs follow
goblin raiders, who captured a dozen
prisoners. to the ruins of a keep once owned
by the Rodemus family, who mysteriously
disappeared years ago. The Rodemus are
wererats, and secretly control the goblins.
Connections: The Dragonsfoot website and
forum created (in 2008) an expanded
version of this dungeon with many more
details, monsters and treasures.

This expanded version includes:

Main Antagonists: goblins, bandits, bandit
leader Roenald Fighter 3, hobgoblins,
Kalakia Rodemus wererat Fighter 3, zombies,
Eldwin Rodemus wererat Fighter 3, Jurakka
Goblin 1, troglodytes, thouls, wererats,
haunt, Lucretia Rodemus wererat Fighter 3,
bugbears, Yena Trew Fighter 3, Bugbear King
3, Ssarvack the black dragon

Allies/NPCs/Pre-generated PCs: 49 Pregens
and as NPCs Lemunda the lovely Fighter 2
and her servant Relda, other random

captives, Derrigan Dwarf 1, Miranda
Ironwolf Fighter 1
Main Treasures: coins, gems, potions,

scrolls, sword +1, ring of protection +2,
mace +1, chainmail +1, staff of healing,
wand of magic detection, leather armor +1,
shield +1, short sword +1, dagger +1, ring
of protection +1, boots of running, elven
cloak.
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The Rodemus could easily be casted as Iron
Ring slavers or/and allies of the Black Eagle,
or agents of Argos temporarily aiding the
Iron Ring.

“COwWeER of ZeNopus”
by J. Eric Holmes, D&D Basic set [Holmes
edition, 1978], page 40

Location: Portown

PCs level: Any (Basic D&D)

Main Antagonists: Evil wizard W4, goblins,
pirates .

Allies/NPCs/Pre-generated PCs: None.
Main Treasures: Sword +1, Wand of
Petrification.

Plot/Main accomplishment: PCs explore
the destroyed tower of the long dead wizard
Zenopus, now occupied by others.
Connections: This dungeon precedes canon
Karameikos, but Religon in “Port Gorod” has
proposed a placement near Halag. This
adventure could easily be connected to
pirates and/or humanoids employed by the
Black Eagle, inside the Barony’s territory or
just outside it. The PCs could reach this
location if they find a list of Iron Ring or
Black Eagle agents in the previous
adventures.

”NiGght's DarR TERROR” [B10]

by Jim Bamra, Graeme Morris and Phil
Gallagher, Adventure B10: “Night’s Dark
Terror”, (1986)

Location: Kelvin, Sukiskyn, eastern
Karameikos, ruins of Xitaqa, Rifflian,
Threshold and the Black Peaks.
PCs level: 2-4 (BECMI)

3y
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Main Antagonists: Wolfskull and Red-blade
goblins, Vlack Hobgoblin King, Bors,
Hermann, Aksel, Jolenta, Gactis and other
reavers and hounds of the Iron Ring, Viper
goblins, Fyordoll bandit leader EIf 4, Ilya
pixies, gargoyles, Black web orcs, living
statues, undead, Kloss goblin king, Bailakask
and Kalkask werewolves, rock baboons,
Yellow fang goblin, Plak goblin king,
Bloodhead hobgoblins, minotaur, Rucker
reaver of the Iron Ring Cleric 5, Sydnor
reaver Fighter 4, Sgagast bugbear reaver,
Hrothgar Fighter 3 and the Scange brigands,
Sligh reaver Fighter 4, Mafka reaver Thief 5,
wererats, thugs, troll, thieves, Golthar Iron
Ring Wizard 6, Karllag Iron Ring Wizard 0,
Krasgat gnoll shaman, Gragzt gnoll chieftain
and Death’s Head gnolls, ogres, steel statues,
griffons, undead, Kartoeba, the thing in the
pit.

Allies/NPCs/Pre-generated PCs: Stephan
and Pyotr Sukiskyn, Pyotr’s clan of Sukiskyn,
Kalanos boatman Fighter 5, Loshad the
chevall, Goriidel of the Vyalia Elf 3, Ilya
pixies, Vissaryon and Tekaryon gnome
miners and dwarven miners of the Zargash
mountains, gnomes of the ferry, Ahiktos the
merchant, Stubbs Platterman halfling of
Rifflian, Captain Scylla of the Mudlark,
Sergeant Arthol of Threshold, Hutaakans and
Traldars of the Lost Valley, Kforedz hutaakan
priestess 8, Guri-Ben-Kaal Traldar chief 7.
Main Treasures: rewards, coins, potions,
gems and jewelry, ring of weakness, bag of
devouring, rod of cancellation, scarab of
protection.

Plot/Main accomplishment: The Iron Ring
wizard Golthar has found clues about the
existence of Hutaaka, and he is now raising
goblin hordes of the Dymrak forest against
local homesteads, in search of a lost
Hutaakan relic. PCs are hired in Kelvin by

T
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Stephan Sukiskyn to come to his brother’s
homestead, east of the city, to bring a pack of
horses to Rifflian, but arrive in Sukiskyn to
find the place attacked by goblins. The trail
of Golthar will eventually lead the PCs in the
depths of the Dymrak forest to the Lake of
Lost Dreams, the ruins of Xytaqa, Rifflian,
Threshold and the Lost Valley of Hutaaka in
the Black Peaks.

Connections: Further adventures are
suggested against the Death’s Head Gnolls,
the goblins of the Dymrak forest and the Iron
Ring. See also “Rifllian” by Brian Caraway.

Another possible connection to the
Lost Cities and Relics Path and the
Humanoids and Argos Path

The PCs could learn in the previous
adventure that Bargle and the Iron Ring are
after ancient relics of Traladara, leading them
to a race against their agents to find such
items before them. If not already, the PCs
could become aware of an alliance between
the Black Eagle and the mysterious power
which controls the Dymrak goblins (the
dragon Argos).

“RoriszeGgy Reep”
by Aaron Allston, GAZ1: “The Grand Duchy
of Karameikos” page 63, (1987)

Location: Koriszegy Keep.

PCs level: 4-9 (BECMI)

Main Antagonists: Lord Koriszegy vampire,
ghouls and undead.
Allies/NPCs/Pre-generated PCs: None.
Main Treasures: Reward, treasure.
Plot/Main accomplishment: Lord Koriszegy
tried 200 years ago to forge a pact with evil
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forces and was changed into a vampire, but
cursed so that he could never leave his own
castle for more than a day.

Connections: Even if the Koriszegy could be
also played on his own or as part of other
Paths, the 1992 Turbografx/PC Engine
videogame “Order of the Griffon” could
easily be used to flesh out this adventure and
connect it to the Iron Ring and Black Eagle
Path.

In the videogame the PCs are tasked to
explore Koriszegy Keep by Lord Korrigan,
who does not believe the rumours of a
vampire living there are truthful. The PCs are
hired in Radlebb Keep and sent first by the
local Order of the Griffon member to fight
Collum, a werewolf who stole a magic staff of
life. There are rumors and hints about
Koriszegy having a dark plan, and members
of the Iron Ring appear too.

Undead, evil clerics, a devil swine and
humanoids are also among the opponents,
making it easier to connect this adventure to
any Path. The werewolf leader Collum near
Radlebb Keep is in competition with another
pack led by Dosmo, and has allied with the
Iron Ring to eliminate the competitor.

After defeating the werecreatures, PCs
become members of the Order of the Griffon
and are tasked to find four magical gems
Koriszegy is using to create undead, guarded
by undead and a white dragon in a Koriszegy
crypt.

Then they have to travel to a Koriszegy cellar,
where there is a nosferatu, servant of the
main vampire. Then the Duke’s daughter is
kidnapped and the requested ransom is the
staff of King Halav. PCs report to a halfling
named Master Higgings, counselor of the
Duke in Specularum, and meet the Duke,
who has been poisoned. The party rescues
the Duke’s daughter from an Iron Ring

B e e e s
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Ancient portrait of Lord Koriszegy

hideout in Radlebb Woods, then retrieves the
chalice and the shield from Halav’s tomb by
the docks, guarded by minions of the Iron
Ring and a green dragon.

The Duke is healed by the chalice, then the
party also receive the Staff of Halav from the
Order of the Griffon Master in Specularum.
The three items can destroy the vampire. In
Koriszegy Keep the PCs fight several dragons,
nosferatu and other minor minions, until
another vampire tells them how to enter the
room where Koriszegy is trapped by his curse,
in the hope of replacing him. The PCs weaken
him, then stake him in his coffin.

Several parts of this adventure, (as is usual
with old computer games or RPG adventures),
make very little sense (and contradict Mystara
canon; the major issue being the fact that the
chalice and the shield of Halav are needed to
enter Lord Koriszegy’s room, thus freeing him
and destroying two important historical items.
Also another shield of Halav re-appears in the
canon adventure “Hail the Heroes”, see
below. Still, parts of the plot of this
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adventure could be used in play, with
Koriszegy as an ally of any evil party in
Karameikos. The vampire aiding the PCs
could be Lord Sulescu, as a nosferatu
follower of Nyx, see also the Church of Nyx
and Koskatep Path.

A full walkthrough by Captain Rufus of the
videogame is available in “Order of the

Griffon”.

See also “Korizegy Keep” by Victor Caminha
and “Order of the Griffon part I by Eric
Stoneburner.

Another possible connection to the
Lost Cities and Relics Path, the
Dark Triad Path, the Humanoids
and Argos Path and the Church of
Nyx and Koskatep Path

Koriszegy could be linked to many other
paths depending on his possible allies. The
entropic power which turned him into a
vampire could be Orcus, connecting him to
the Dark Triad. The dragon Argos also
supposedly serves Orcus, so Koriszegy could
be connected to him as well. He could be an
enemy of the Church of Nyx, or a possible
ally if he wishes to free himself from the
curse that bounds him to the castle, possibly
making him a less villainously figure.

T
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‘Escape fFROM the Black Eagle”
by Aaron Allston, GAZ1: “The Grand Duchy
of Karameikos” page 63, (1987)

Location: Specularum and Black Eagle
Barony.

PCs level: 4-9 (BECMI)

Main Antagonists: Black Eagle minions,
werewolf.

Allies/NPCs/Pre-generated PCs: Yolanda of
Luln and her family.

Main Treasures: Reward.

Plot/Main accomplishment: Yolanda of
Luln hires the PCs to rescue her family
imprisoned in Fort Doom. The escape is
discovered and the PCs are pursued by
minions of the Black Eagle, including a
werewolf.

Connections: The status, nature and
location of Yolanda and Sascia’s parents are
not consistent in different canon sources, see
also Threshold Magazine issue #21. The
family Yolanda wants to help could, however,
be any living relatives rather than her and
Sascia’s parents, or simply captured agents
who were working against the Iron Ring, or
Valen Karameikos himself if the DM wants a
direct connection to the next adventure.

“ValeN’s Flight”

by Aaron Allston, GAZ1: “The Grand Duchy
of Karameikos” page 63, (1987)

Location: Specularum and elsewhere.
PCs level: 4-9 (BECMI)
Main Antagonists: Iron Ring.

Allies/NPCs/Pre-generated PCs: Valen
Karameikos.
Main Treasures: Reward.
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Plot/Main accomplishment: During his
Shearing, members of the Iron Ring try to
kidnap Valen Karameikos, and the PCs have
to bring him to the safety of a city while
pursued by Iron Ring thugs.

Connections: This could be a good occasion
to prove to Duke Stefan a connection
between the Iron Ring and his cousin the
Black Eagle.

“Che DRAaGON’s DeN”
by Ken Rolston, (1992)

Location: Gulf of Halland (Gulf of Halag).
PCs level: 1-5 (BECMI)

Main Antagonists: lizard men, Hakra the
black dragon and her two hatchlings,
troglodytes, Nefastus the green dragon,
Gutrug Orc 4 and his bugbears, orcs and
troll, Ready Rats wererats, Lord Gonzaga
envoy of the Black Prince, Luzgar the orc
lord Orc 5, Mort the hill giant, Haurarra the
harpy, Anandark the red dragon.
Allies/NPCs/Pre-generated PCs: Grochek
Hammerfist Dwarf 1, Jared O’loria Fighter 1,
Elin Cleric 1, Ren Wardo Wizard 1, Talina
Thief 1, Cara Windwright EIf 1, Sam
Barleyman Halfling 1, Agent Sascia, Bailiff
Wortley, Sharel elf child, Otterkin, Gorol
polymorphed bugbear agent, Blain and Nithi
Dwarves 1, Vilbert Wizard 1.

Main Treasures: Reward, potions, scrolls,
coins, gems, many magical items and
weapons in the dragons’ hoards.

Plot/Main accomplishment: Bailiff Wortley
of Knacker Knob is about to be proclaimed
Lord, but the King requires he see to the
slaying of three local powerful dragons, and
so he is recruiting adventurers. In the end
the PCs could also manage to prove that the
nearby Black Prince, Lord Draven, is in
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league with humanoids and dragons.
Connections: This boxed set, meant as an
introduction to D&D is generic but the land
presented on the map look suspiciously
similar to the Gulf of Halag and the plot
recalls in several point the threat of the Black
Eagle against Luln, suggesting it was
originally a product meant for Mystara and
re-made as generic later. Either way, it could
fit perfectly in this Path, with the Black Eagle
and the Iron Ring gaining the allegiance of
humanoids and dragons! This adventure
could trigger the knighting of Lady Sascia.
Probably is best to use it at slightly higher
PCs levels than those suggested in the set.

“RNiGght of LUIN”
by Aaron Allston, GAZ1: “The Grand Duchy
of Karameikos” page 63, (1987)

Location: Luln.

PCs level: 4-9 (BECMI)

Main Antagonists: Von Hendriks’ soldiers
and bugbear allies.
Allies/NPCs/Pre-generated PCs: Lord
Alexius Korrigan, Lady Sascia, people of Luln,
officers of Radlebb and Riverfork Keeps.
Main Treasures: Reward.

Plot/Main accomplishment: PCs escort
Lord Korrigan to Luln where he will knight
Lady Sascia, but on the night of the
ceremony Von Hendrik’s forces and bugbear
allies assault Luln.

Connections: Von Hendriks’ rebellious
intents could be proven, leading to a drastic
decision by the Duke, or at least escalating
tension with the Black Eagle.

e
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“Che ReveNge of Rusak”
by David “Zeb” Cook, AC8: “3-D Dragon
Tiles”, (1984)

Location: Anywhere.

PCs level: 7-9 (BECMI)

Main Antagonists: Thoref, Philip of
Marabone, Petrof, fungoid, Rusak Wizard 4.
Allies/NPCs/Pre-generated PCs: Princess
Arelina, Turef the guide, Berklai Fighter 9,
Awas Wizard 8, Penchuri Thief 7, Kuat Fighter
10, Saudara Wizard 9, Teman Cleric 8..

Main Treasures: coins, gems, potion, scrolls,
staff of healing, staff of recording, amulet of
emotions, medallion of the mirror.
Plot/Main accomplishment: Years later the
adventure featured in AC3, The Kidnapping
of Princess Arelina, see above, Rusak has
been brought back to life by the evil tyrant
that has replaced Princess Arelina’s father,
and has now been tasked with kidnapping
her again, since the Princess is now the
leader of the rebellion.

Connections:. Generic but adaptable to
Karameikos with Rusak as an agent of the
Iron Ring or any hostile power, and the
Princess as Princess Adriana or any other
important figure who is for some reason out
in the wild.

“INheritance CoNtested”
by Aaron Allston, GAZ1: “The Grand Duchy
of Karameikos” page 63, (1987)

Location: Anywhere.

PCs level: 10-14 (BECMI)

Main Antagonists: Cousin or relative of a
PC.

Allies/NPCs/Pre-generated PCs: None.
Main Treasures: Reward.
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Plot/Main accomplishment: A PC who is the
heir of a landed lord inherits a dominion, but
the lands are held illegally by his hated
cousin, equal in combat but superior in
nastiness.

Connections: This adventure is just tailored
to have a PC earn a dominion, but could be
cast in a new light if the hated cousin is a
minion of the Black Eagle with some dark
plan. The adventure could obviously happen
much before the suggested levels.

“Che Pirates of Halag”
by Aaron Allston, GAZ1: “The Grand Duchy
of Karameikos” page 64, (1987)

Battle with Pirates in the Gulf of Halag

Location: Gulf of Halag.

PCs level: 10-14 (BECMI)

Main Antagonists: Pirates, Black Eagle
minions.

Allies/NPCs/Pre-generated PCs: Admiral
Hyraksos.

Main Treasures: Reward, plunder.
Plot/Main accomplishment: PCs are hired
by Lord Hyraksos to hunt the pirates in the
Gulf of Halag who are working for the Black
Eagle and plundering Karameikan vessels.
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Connections: Despite the suggested levels,
this adventure could be played with almost
any PC levels, suggesting however an
escalation of tension between the Black
Eagle barony and the central government of
the Duke. See also “Twin Soul Rocks” by
Irving Galvez from Threshold Magazine issue
#16.

Red ARROW, Black Shield [X10]
by Michael S. Dobson, Adventure X10: “Red
Arrow, Black Shield”, (1985)

Location: Specularum.

PCs level: 10-14 (BECMI)

Main Antagonists:.
Allies/NPCs/Pre-generated PCs:
Stefan Karameikos.

Main Treasures: Reward,.
Plot/Main accomplishment: Part of this
module concerns Karameikos as the PCs
arrive in the nation as ambassadors of
Darokin to find help against the Master, but
the Master’s emissaries are present too and
have already gained the alliance of Baron
Ludwig Von Hendriks. Depending on the
PCs’ advocacy, the Duke may choose
neutrality or side with Darokin, and in this
case the Black Eagle openly threatens war.
The Duke sends the PCs with the Elvenguard
and two divisions against the Black Eagle, his
division and two divisions of nomad allies. If
the Duke wins, Karameikos allies with
Darokin, otherwise the Black Eagle becomes
Duke and allies with the Desert Nomads of
the Master.

Connections: In GAZ1, the setting of this
adventure is indicated as the future unless
the DM wants to use the radical changes to
Karameikos that will likely occur. The

Duke
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adventure, however, could also occur during
the Master’s invasion in the “Wrath of the
Immortals” boxed set adventure. This could
be the first part of a long military campaign
continuing in the next two adventures.

“Che Fall of the Black Eagl€”
by Frank Mentzer, D&D Companion set,

(1983) Dungeon Master Guide page 61

Location: Kelvin

PCs level: 15-25 (BECMI)

Main Antagonists: Ludwig Von Hendriks.
Allies/NPCs/Pre-generated PCs: None.
Main Treasures: None.

Plot/Main accomplishment: The Black
Eagle tries to occupy Kelvin with his troops
and humanoid allies, to force Duke Stefan to
fight in the field.

Connections: This adventure could be used
as a continuation to the preceding one if the
Black Eagle is not immediately defeated or
has other troops ready to move against
Kelvin.

Possible connection to the
Specularum and Veiled Society
Path or to the Lost Cities and
Relics Path

The Anti-Traladaran party in the Church of
Karameikos headed by Oderbry, other
groups of Thyatian extremists, the Veiled
Society or another party interested in
undermining the Duke’s rule could be an
opportunistic ally of the Black Eagle in
Kelvin. Or the Iron Ring activities could
trigger the Discovery of Lavv (see below)
with its undead inhabitants.

e
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”Che Black Eagle BaNNeRr”
by Aaron Allston, GAZ1: “The Grand Duchy
of Karameikos” page 64, (1987)

Location: All Karameikos.
PCs level: 15-25 (BECMI)

Main Antagonists: Black Eagle and
supporters, Humanoid tribes.
Allies/NPCs/Pre-generated PCs: Duke

Stefan and other Karameikan nobles and
rulers.

Main Treasures: Reward, plunder.
Plot/Main accomplishment: The Black
Eagle attacks, or Duke Stefan has decided
enough is enough; a full scale war erupts
between the Black Eagle with bugbear and
orcs allies and the forces of the Duke.
Connections: Final chapter of the war,
probably ending with only one winning
party, and the other dead or in exile.

“Che IRON RING”
Vapurware product listed as TSR 2516, never
published, (1995)

Location: Unknown.

PCs level: ? (AD&D)

Main Antagonists: The Iron Ring.
Connections: Probably meant to be set in
1,012 AC, but never published. As a module
titled“The Mighty Argos” was also planned as
TSR 2515 it possible a connection was
planned between Argos and the Iron Ring,
maybe with Argos becoming the new
leader/sponsor of the Ring after the fall of the
Black Eagle. The adventure “Trouble in
Threshold” (in the “Karameikos: Kingdom of
Adventure” boxed set) which I placed earlier
in the Path was meant to be set in 1,012 AC,
showing the Iron Ring was supposed to

PR R
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survive the fall of the Black Eagle, and thus
suggesting that its leadership could be
elsewhere, maybe outside Karameikos.

Fan resources and adventures
about the Iron Ring and the Black
Eagle

“Cry Wolf!” adventure and “Guilds, Orders
and_Secret Societies in Karameikos” by
Giampaolo Agosta

“Scourge of the Iron Ring” by Steven B. Wilson
“The Iron Ring” by George Hrabovsky
“Mystara Declassified Archives Present: MDO01
The Iron Ring Society Files” compiled by Irving
Galvez

“Black Eagle” by Marc-Antoine Guidault
“Black Eagle Barony Demon Arc” by Joaquin
Menchaca

“Midwood Hamlet” by Beau Yarbrough

“A Karameikan Chronology” by Francesco
Defferrari from Threshold Magazine issue
#21
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‘CHE DARK CTRIAD
ADVENTCURE PATH

This Path is primarily an original invention of
Giampaolo Agosta (Agathokles), who gave a
“personality” to the Temple of Chaos and
cults of Chaos often found in earlier Mystara
canon products. It assumes that Karameikos
is menaced by an alliance of three evil
Immortals, The Dark Triad, formed by Orcus,
Leptar and Demogorgon. This path could be
easily joined with the Iron Ring and the
Black Eagle path if it assumed Bargle and the
leaders of the Iron Ring are followers or at
least allies of the Black Triad. Considering
the Iron Ring has evil clerics and humanoid
allies, this is a very likely hypothesis. See also
“Religions of Karameikos” by Giampaolo
Agosta in the Vaults .

“HoM€eCOMING”
by Frank Mentzer, D&D Expert set,(1983)
page 40

Location: Threshold.

PCs level: 4-14 (BECMI)

Main Antagonists: Chaotic cleric, undead.
Allies/NPCs/Pre-generated PCs: None
Main Treasures: Reward.

Plot/Main accomplishment: A chaotic cleric
is operating a logging business using the
local deceased reanimated as zombies and
skeletons.

Connections: This could be a first meeting
of the PCs with a cleric of the Dark Triad, and
could be used in any town or village of
Karameikos. See also “The Returned Corpse”
by Hayley Hummerston.
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“The CleariNg of Castle Calowell”
aNO “DUNGEON Of TERROR” [B9]

by Harry Nuckols, Adventure B9: “Castle
Caldwell and Beyond”, 1985

Location: East of Threshold.

PCs level: 1-3 (BECMI)

Main Antagonists: goblins, Acolyte Cleric 1,
bandits, bandit leader, kobold,
doppleganger, human Wizard 1, berserkers,
thouls, wight.
Allies/NPCs/Pre-generated PCs:
Caldwell, traders.

Main Treasures: reward, coins, gems, sword
+1 +2 vs undead, scroll.

Plot/Main accomplishment: Clifton
Caldwell, a local merchant, has purchased a
small castle a few miles out of town, but he
found it overrun by monsters! He has hired a
party of adventurers to rid the castle of its
monstrous inhabitants so that he can move
in..

Connections: Generic, later placed east of
Threshold in B1-9, see also “Detail of the
IThreshold Region” by Simone Neri in the
Vaults. In B1-9 the castle is also named the
Old Antilles Castle. This adventure has an
evil cleric, but could be used in any Path, or
lead to the Caves of Chaos (module B2).

Clifton

Possible connection to the Iron
Ring and Black Eagle Path, to the
Church of Nyx and Koskatep Path
or to the Lost Cities and Relics
Path

The evil acolyte could be a member or an ally
of the Iron Ring, or a member of the Church

of Nyx who is investigating the ancient
dungeon below the castle.

e
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“Che Reep oN the BOROERIANDS”
aNd

”Che Caves of Chaos” [B2]
by Gary Gygax, Adventure B2: “The Keep on
the Borderlands”, 1981

Location: Karameikos.

PCs level: 1-3 (Basic D&D)

Main Antagonists: Clerics of Chaos, lizard
men, raiders, mad hermit, kobolds, orcs,
goblins, ogre, hobgoblins, owlbear,
bugbears, minotaur, gnolls, zombies,
skeletons, acolytes and adepts of Chaos,
Priest of Chaos Cleric 3, Torturer Fighter 3.
Allies/NPCs/Pre-generated PCs: Inhabitants
of the Keep, Curate, Castellan Fighter 0,
scribe, elf advisor, merchant prisoner, his
wife, his 2 men at arms, 2 humans, 1 dwarf,
2 elves slaves, Fighter 4 (evil), bugbear rebel.
NPC personalities and stats generator.

Main Treasures: coins, gems, jewels, shield
+1, potions, scrolls, hand axe+1, rope of
climbing, arrows+1, dagger+1, wand of
paralyzation, spear+ 1, staff of healing, elven
boots, wand of enemy detection.

Plot/Main accomplishment: Near the Keep
on the Borderlands there are the dangerous
and monster infested Caves of Chaos, whose
inhabitants have kidnapped travellers.
Connections: Generic but later placed in
Karameikos in B1-9 (only the Caves without
the Keep) and GAZ1. PCs are supposed to
arrive here after defeating Elwyn (B9) and
discovering her connection to the Temple of
Chaos in the Caves, but the local commander
is not concerned with the Caves, as he is
more worried about the local frost giants.
After defeating the Temple of Chaos, or even
if in danger of death, the PCs will be
contacted by a Protector of Haven and
teleported there (B3). I think it may be better

T
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to use this adventure before Elwyn, as she
seems a more powerful and important cleric.

Fan resources

“Populating Castellan Keep” by Kilr Kowalski
“People and Places from the Keep on the
Borderlands” by Demos Sachlas

“Che Caves of Chaos”?
by Chris Sims and Matt Sernett, 2012

Location: Keep on the Borderlands

PCs level: 1-3 (D&D Next Playtest)

Main Antagonists: Kobolds, orcs, goblins,
ogre, hobgoblins, owlbear, bugbears, Ragnar
human beserker, minotaur, gnolls, undead,
acolytes and High Priest of Chaos, medusa.
Allies/NPCs/Pre-generated PCs: Anara,
Eddard, Liam, Sonja human commoners,
Macarn dwarf, Shara, Vindil elves, Shadrag
rebel bugbear.

Main Treasures: coins, gems, weapons,
arrows +1, wand of binding, shield +1 spear
+1, banded armor +1, longsword +1, boots
of elvenkind, relics of Evil, staff of striking,
mace +1.

Plot/Main accomplishment: The Cult of
Chaos has unified or enslaved the humanoids
of the caves, supplanting the previous leader,
a medusa, and is now directing them to raid
nearby settlements.

Connections: Playtest adventure for D&D
Next between 4th and 5th edition, not

2 Partially in “Return to the Caves of

Chaos” by Robert J. Schwalb , but the
complete adventure was available only
for the D&D Next Playtest.
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explicitly set in Mystara, includes only the
Caves of Chaos and not the Keep. It is more
or less a conversion of the previous
adventure but could be used as a sequel if
the PCs did not cleared the caves completely
the first time

“Che SanNctuary of EIwyN the
ARDENT”

by Harry Nuckols, Adventure B9: “Castle
Caldwell and Beyond”, 1985

Location: East of Threshold, Wufwolde Hills.
PCs level: 1-3 (BECMI)

Main Antagonists: troglodyte, orcs, Orc
leader, wood golem, living statue, shadow,
gargoyle, black dragon, Elwyn Cleric 6.
Allies/NPCs/Pre-generated PCs: None.
Main Treasures: reward, coins, gems,
jewels, wand of paralyzation, sword +1,
scrolls, ring of spell storing, mace of draining
+ 1, shield +1, staff of healing, Bell of
Namyats/Chardastes.

Plot/Main accomplishment: Five years ago
the cleric of the Church of the Holy
Sanctuary Elwyn stole the sacred bell of
Namyats and disappeared. Two years ago,
someone built a monstrous fortress in a
distant corner of the country and as rumors
grow that Elwyn is behind it, PCs are sent to
capture her and retrieve the bell. Elwyn has
become a follower of the evil god Leptar.
Connections: Originally generic, but later
placed in Karameikos in B1-9 and connected
to the Church of Chardastes as enemy of
Leptar. Chardastes is described as an
Immortal healer who appeared in Marilenev
300 years ago, leaving a magical bell of
platinum which rings without a clapper.
Chardastes is said to have been incorporated
in the Church of Karameikos. Elwyn
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disappeared with the bell, and the church’s
followers dwindled. In B1-9 there is a rumor
that Elwyn is organizing a large raiding party
of orcs three days east of Threshold, and
Patriarch Sherlane sends the PCs with a
guide to investigate the fortress where she is
rumored to be hiding. If the PCs succeed and
defeat Elwyn, they will discover she was in
touch with other evil clerics, and be sent to
investigate the Caves of Chaos (B2). In truth
this adventure could work better after B2,
but the 1999 B2 sequel below could be used
to continue the Path.

Possible connection to the
Humanoids and Argos Path and to
the Iron Ring and Black Eagle Path

Elwyn could well be a minion of Argos or his
witches, or allied with the Black Eagle and
the Iron Ring.

“ReturN to the Keep oN the

BORDERIANDS”
by John D. Rateliff, “Return to the Keep on
the Borderlands”, 1999

Location: Keep on the Borderlands

PCs level: 1-3 (AD&D 2ed)

Main Antagonists: Mendel the slaver Wizard
4, Thomas Thief 7, Holga Wizard 6, bandits,
gnolls, harpies, lizard men, bhut, kobolds,
Hesselwhite & Co halfling brigands, Catbird
Thief 4, Nore Thief 3, Orm Thief 3, Hurkul
goblin king, undead, bugbears, minotaurs,
medusa, Tarlech Wizard 5, Wer Cleric 4, Nisir
Cleric 3, Black Knight Fighter 5, Kira Fighter
5, Shamhat Cleric 6 Nabu-Nisir Cleric 5.
Allies/NPCs/Pre-generated PCs: Inhabitants
of the Keep, Sabine the Gatekeeper F3, Tella
the stablegirl T1, Abercrombie Cleric 3,

e
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Jadale lieutenant Fighter 3, Devereau the
Castellan Fighter 5, Cob Fighter 1, Third of
Cyinidicea Fighter 2, Martin Cleric 1, Opal
Cleric 1, Dubricus D’Ambreville Wizard 1,
Mouse halfling Thief 2, Jess Thief 1, Robin
Bard 3, The Bee Man Druid 7.

Main Treasures: coins, gems, copper dragon
egg, chainmail +2, platemail +2, bracers of
defense, platemail of fear, other magical
weapons.

Plot/Main accomplishment: Other PCs
return to the Keep on the Borderlands some
years after it was cleared by adventurers.
Connections: Not meant for Karameikos; the
Keep background has been changed - it is set
in Greyhawk, but still explicitly connected to
modules B1, B2 and B4. The new evil clerics
have Middle Eastern sounding names, so
they could also be connected to Taymora and
the Church of Nyx Path. See also “Return to
the Keep on the Borderlands: Karameikos”

by Héavard

Possible connection to the Church
of Nyx and Koskatep Path

The Church of Nyx could be an opponent of
the Dark Triad, as Nyx promotes intelligent,
non evil undead, differently from Orcus. Still
the Church of Nyx could be a problematic
ally, with the ultimate goal of installing one
of their own, probably an undead ruler, over
Karameikos.

T
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“Palace of the Silver PriNcess” [B3]
by Tom Moldvay and Jean Wells, Adventure
B3: “Palace of the Silver Princess”, 1981

Location: Eastern Karameikos.

PCs level: 1-3 (Basic D&D)

Main Antagonists: skeletons, bandits, orcs,
kobolds, goblins, hobgoblins, zombies,
Travis Fighter 3, orcs, white apes,
troglodytes, ghouls, harpies, medusa, living
iron statue, doppelganger, bugbears,
decapus, ogre, Catharandamus Cleric 3, orcs,
Alha the werewolf, wight.
Allies/NPCs/Pre-generated PCs: 13
unnamed PCs with stats, white ape, Rowena
the minstrel, Mirabilis the wizard, Candella
and Duchess Thief 2, Branaur cleric, Princess
Argenta, Ellis the Strong.

Main Treasures: coins, gems, reward.
Plot/Main accomplishment: The Valley of
Haven, hidden in the Thunder Mountains
and inhabited by elves, dwarves, halfling and
humans is guarded by the Protectors, a
magical race from Faerie. When a beautiful
red ruby is found, however, the palace is
surrounded by a ruby glow and humanoids
invade the valley. The ruby is really an Eye of
Arik, a banished Immortal, who has now
teleported the evil cleric Catharandamus into
the palace, to be freed.

Connections: Generic but later placed in
Karameikos in B1-9 where a Protector
appears to teleport the PCs to Haven,
suggesting a possible connection between
Elwyn (B9), the Temple of Chaos (B2) and
Arik in B3. In B1-9 there is a single Protector
named Thendara, an alias of Ordana in
“Wrath of the Immortals”. In GAZ1, Haven is
briefly mentioned as a place kept isolated by
the will of the Traladaran Immortals. After
the defeat of Arik, the ruler of Haven Princess
Argenta and the knight Ellis wed, but
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Thendara soon reappears to teleport the PCs
onto a boat near Guido’s Fort (B5) and
leaving them a map (leading to X1: “The Isle
of Dread”). Arik is not connected to the Dark
Triad in canon or fan sources, but the three
evil Immortals could be interested in freeing
him to gain an ally in their goal of plunging
Karameikos in chaos.

See also “The Lost Land of Haven” by James
Mishler and “Yuri Molotov - Death Knight”
by John Calvin from Threshold Magazine
issue #1, about the Order of the White
Drake to which Ellis belongs.

Possible connection to the Lost Cities
and Relics Path, to the Iron Ring and
Black Eagle Path and to the Humanoids
and Argos Path

Haven, as an ancient magical town could
contain clues and maps to lead the PCs to lost
cities and ruins (B4, B8, B10 and more). Such
information would obviously be of great interest
to evil parties too, such as the Iron Ring. Argos,
having a lair quite near to Haven, could also be
the mastermind behind the attempt to free Arik,
with or without the support of the Dark Triad.

et
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“RiNG’s Festival”’ [B11]
by Carl Sargent Adventure B1l: “King’s
Festival”, 1989

Location: Stallanford north of Penhaligon.
PCs level: 1 (BECMI)

Main Antagonists: orcs, giant ferrets,
bugbear, orc spellcaster, orc chief, red
worms, undead, thoul, Petrides Cleric 3.
Allies/NPCs/Pre-generated PCs: Seven
unnamed  pre-gens, inhabitants  of
Stallanford, Janner the hunter, Aralic the
priest Cleric 3, kobold.

Main Treasures: Reward, coins, gems,
jewelry, potions, ring of protection +1,
sword +1, dagger +1, gem of continual
light, staff of healing, shield +1, mace +1,
chain mail +1.

Plot/Main accomplishment: In Stallanford
on the Duke’s road the King’s Festival,
dedicated to King Halav, is about to begin,
but orcs kidnap the local priest, Aralic, and
the PCs are sent to rescue him in the orc
caves about 9 miles northeast of the town.
After saving him and bringing him back, the
PCs are asked to explore the second level of
the dungeon, which contains ancient tombs
and an evil cleric who controls undead and
is looting the place.

Connections: Contains an introduction to
D&D and to Karameikos. If Petrides is killed,
a note addressed to Kavorquian Penhaligon
is found on him about a mysterious evil
queen assembling a force “not far from
here”, leading to B12. Petrides could be a
quite obvious connection to the Dark Triad.
See also ‘“Stallanford” by Brian Caraway,
“The Town of Stallanford” by katana_one
and “B11 and B12 as campaign start” by
Stefan Beate.
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“QueeN’s Harvest” [B12]
by Carl Sargent Adventure B12: “Queen’s
Harvest”, 1989

Location: North of Penhaligon.

PCs level: 1-3 (BECMI)

Main Antagonists: wood golem, shadows,
Erren and Sarah Thieves 3 and 2, caldron
magen, phase stinger, zombies, gargoyle, rust
monster, Gurdrot Dwarf 1, Hargrinn Coogan
Fighter 2, Katzani Cleric 3, Mordrain Wizard
3, goblins, hobgoblins, orcs, human
mercenaries, Dyar-Dakk orc leader 2,
Klossarck goblin chieftain 3, Ratgrobb goblin
shaman 2, Skrakkbak hobgoblin leader 3,
gnolls, Hastrissek gnoll leader 3, Merkul
swordmaster Fighter 3, Tarrayo Wizard 3,
Sergreb the ogre 4, owlbear, Blackmaer

Fighter 3, zombies, war dogs, Ilyana
Penhaligon Fighter 4, Bernal Cleric 4.
Allies/NPCs/Pre-generated PCs: Seven

unnamed pre-gens, Aralic the priest Cleric 3,
Kaerin Penhaligon Fighter 4, Baron Sherlane
Halaran, Sarala weretigress 5, Alerena Kelvin,
Arteris Penhaligon.

Main Treasures: Reward, coins, gems,
jewelry, scrolls, elven boots, wand of magic
detection, sling +1, sword +1, shield
+1,chain mail +1, ring of protection +1, two
handed sword +1 +2 vs lycanthropes, bag of
holding, potions, dagger +2, crystal ball,
sword +2, short sword +2, chaotic sword
+2 with power of absolute command over
40 HD each of goblins and hobgoblins.
Plot/Main accomplishment: Aralic of
Stallanford (see B11) asks the PCs to meet
the wizard Kavorquian about a mile north-
east of Penhaligon, but they find him dead,
and has been for several weeks. The PCs
meet his adopted son Kaerin Penhaligon who
recently arrived from Specularum. Kaerin
sends the PCs to search for a sword and a

T
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tiara in Kavorquian’s basement and to bring
them back within 48 hours. If they succeed
they also meet Sherlane Halaran, who
explains that Ilyana Penhaligon, illegitimate
daughter of the late Arturus Penhaligon, is
planning to attack the estate to oust her
sister Arteris.

Ilyana’s keep is in the mountains about 25
miles northwest of Stallanford. Ilyana was
already a bandit, but became insane when
she found the magical sword of the warrior
queen Elendorath, who ruled hundreds of
years ago. The sword allows her to control
goblins and hobgoblins. PCs have to enter
her keep and kill her.

Connections: Officially set in 1000 AC, as it
is written Arturus Penhaligon died four years
ago, as mentioned in GAZ1. In the module,
Kaerin wants the Tiara to donate it to
Desmond Kelvin II to win the hand of his
daughter, Alerena. As Desmond is not
married in GAZ1l, fans have commonly
assumed Alerena is his sister, not his
daughter. Returning PCs are greeted by Lady
Arteris and Lord Sherlane and may become
guests of honour at a public celebration in
Penhaligon. This adventure could also be
played before the encounter with Elwyn, as
she is a higher ranking leader of the Dark
Triad. See also “Pembaligon” by Brian
Caraway.

Possible connection to the
Humanoids and Argos Path and to
the Iron Ring and Black Eagle Path

Ilyana could also be an ally of the Black Eagle
or the Iron Ring, or a minion of Argos and
his humanoids.
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“Carfil's Tomb”
by Charles J. Neverdowski, Dungeon
Magazine issue #27, 1991

Location: Kelvin, Nameless Moor.

PCs level: 10-14 (BECMI)

Main Antagonists: Werewolves, bugbears,
trolls, ogres, hill giants, banshee, undead,
beholder, devil swine, Cargilon Wizard 11,
Lodigris Cleric 8, Annakarr Cleric 13.
Allies/NPCs/Pre-generated PCs: Ivan Sumanov
Cleric 2, Sergei Mishev Fighter 7, Caer
Wedgewood Druid 9.

Main Treasures: dagger +2, crystal ball, ringo
of protection +3, plate mail +2, mace +3, plate
mail of gaseous form +3, mace of slowing +3,
ring of spell turning, Tome of Binding Souls.
Plot/Main accomplishment: Heroes must
thwart an evil cleric’s attempt to raise the ghost
of a powerful spirit warrior.

Connections: Annakarr could be one of or the
highest ranking? Dark Triad priests in
Karameikos. His plan could also occur almost at
the same time as those of Elwyn and Ilyana, to
start a full scale war of the Dark Triad and
humanoid minions against Karameikos. This
could also easily connect to the Iron Ring, the
Black Eagle and/or Argos, see below.

Fan resources

“Entropic Cults & the Eve of Traldar”
“Traladaran Timeline”

“Goblinoid Tribes of Karameikos”

“Religions of Karameikos”

“River of Blood”adventure

by Giampaolo Agosta

“The Beast of Radlebb Woods” by Jesper
Andersen and “The Beast of Radlebb Woods”
byGiampaolo Agosta.

3 See “Re: B11 and B12 as campaign
start” by NPCDave on The Piazza
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‘CHE HUMANOIDS § ARGOS
ADVENTURE PATH

Several modules and adventures have simply
humanoid tribes and clans as opponents.
The article “Who’s Who Among Dragons” by
Bruce Heard in Dragon Magazine #171
introduces Argon the Worrier, a powerful
green dragon who rules over the goblins of
the Dymrak woods and has a lair near the
Lake of Lost Dreams. In later fan works, it is
supposed that Argos has forged a pact with
the Immortal Orcus, thus making him easily
connected to the Dark Triad Path and to the
Iron Ring and Black Eagle Path.

The plot of the Penhaligon trilogy of novels,
which features a green dragon as antagonist,
could be easily used with this path, see also
“Integrating the Penbaligon Trilogy into your
campaign” by Larry Davis in the Vaults of
Pandius

“HORROR ON the Hill” [B5]

by Douglas Niles, Adventure B5: “Horror on
the Hill”, 1983

Location: Central Karameikos.

PCs level: 1-3 (BECMI)

Main Antagonists: hobgoblins, goblins,
ogres, thoul, ghouls, rock baboons, zombies,
bugbears, Moray Vaco Cleric 3, Hobgoblin
King, berserkers, owlbear, kobolds, Kobold
Chief, Red Dragon.
Allies/NPCs/Pre-generated PCs: Inhabitants
of Guido’s Fort, Rosabella Cleric 5 and
Rosalinda Wizard 6, neanderthals, Cullen
Thief 2, Gareth Dwarf 2.

Main Treasures: reward, coins, gems, spear
+1, ring of fire resistance, leather armor +1,

o |

Issue #22


http://pandius.com/dymwdang.html
http://pandius.com/dymwdang.html
http://www.wizards.com/dnd/files/SD_Fast_Play.pdf
http://pandius.com/karaeclt.html#
http://pandius.com/trldtime.html
http://pandius.com/karagobl.html
http://pandius.com/kararelg.html
http://pandius.com/RiverOfBlood.zip 
http://pandius.com/RiverOfBlood.zip 
http://pandius.com/radlebbb.html
http://pandius.com/BoarOfRadlebb.pdf
http://pandius.com/BoarOfRadlebb.pdf
http://pandius.com/whoswho.html
http://pandius.com/penhal.html
http://pandius.com/penhal.html
http://www.thepiazza.org.uk/bb/viewtopic.php?f=3&t=20316&p=219238&hilit=TARFIL%27S+TOMB#p219238
http://www.thepiazza.org.uk/bb/viewtopic.php?f=3&t=20316&p=219238&hilit=TARFIL%27S+TOMB#p219238

CaMpaiGNING iN KaramMeikos

sword +1, plate mail +1, shield +2,
shortsword +2, sword +1 +3 vs dragons, ring
of protection +1, wand of magic detection,
rod of cancellation, bag of devouring.
Plot/Main accomplishment: The old
monastery on the Hill near Guido’s Fort is
inhabited by a Hobgoblin King and a red
dragon.

Connections: Generic but later placed in
Karameikos in B1-9, where there is a rumor
about a hamlet a day’s ride east of Threshold
“overrun by hobgoblins several days ago”.
The PCs, however, are teleported near Guido’s
Fort by the Immortal Thendara (Ordana) after
freeing Haven from Arik (B3). After defeating
the Hobgoblin King and the dragon, the PCs
are supposed to continue to Specularum (B6).
Rosalinda and Rosabella could easily be
connected to the Witches of Dymrak imagined
by Havard in “The Dangers of the Dymrak
Wilds” as two of them or powerful fairy beings
opposing them.

Possible connection to the Dark
Triad Path

Moray Vaco could easily be a cleric of the
Dark Triad.

“Carcass Fracas!”
by Stephen J. Smith, “Carcass Fracas!”
Dungeon Magazine issue #57, 1996

Location: Western Karameikos.

PCs level: 1 (AD&D)

Main Antagonists: Thouls, giant centipedes.
Allies/NPCs/Pre-generated PCs: Travelling
merchant.

Main Treasures: Dirk +1, coins, jewelry.
Plot/Main accomplishment: Two thouls set
an ambush on the road.

T
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Connections: Suggested in Karameikos after
the fall of the Black Eagle, but could be
played at any time.

“Crypt of the SMORe DRaGON"*
by Jeff Grubb, “Crypt of the Smoke Dragon”
Free Fast-Play Game, 1999

Location: Mountain pass

PCs level: 1 (Fast Play Game)
Main Antagonists: Zombies,
warrior, smoke dragon.
Allies/NPCs/Pre-generated PCs: Graywulf
human Fighter, Stardancer elf Rogue,
Delavan dwarf Priest, Zanthar Rex human
Wizard, Maxie the dog.

Main Treasures: Coins, scrolls, magical elf
slippers, magical armor.

Plot/Main accomplishment: To stop an
undead infestation, the PCs enter the Crypt
of the Smoke Dragon.

Connections: Fast Play games are meant to
be an introduction to D&D, but the smoke
dragon could easily be used as an entropic
being allied to Argos or other evil parties.
The location of this and the three following
adventures could well be set in the under-
developed Eastern Karameikos, maybe in the
mountains north east of the Dymrak woods.

skeletal

4 Available free online on the Wizards of
the Coast website
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“Che RuiNed Tower>”
by Jeff Grubb, “The Ruined Tower” Free Fast-
Play Game. 1999

Location: The Vale

PCs level: 2 (Fast Play Game)

Main Antagonists: rats, skeletons, ghoul,
zombies.

Allies/NPCs/Pre-generated PCs: Patriarch of
the Vale, Darkblade Fighter 2, Elanna Fighter
2, Niles halfling Rogue 2, Thaddeus Wizard 2.
Main Treasures: Reward, pearls, dagger +1,
scrolls, bag of holding.

Plot/Main accomplishment: An old tower
has been found, and now something is
raiding local farms, taking sheeps away. The
tower is infested by undead.

Connections: Fast Play games are meant to
be an introduction to D&D, but the
adventure could easily be connected to the
Dark Triad or Humanoid Path, see above.

“Wrath of the MiNotaur”
by Jeff Grubb, “Wrath of the Minotaur” Fast-
Play Game. 1999

Location: The Vale

PCs level: 2 (Fast Play Game)

Main Antagonists: minotaur skeleton,
minotaur zombies, gelatinous cube, kobolds,
centipedes, kobold lord, giant weasels,
Alaxus undead minotaur wizard.
Allies/NPCs/Pre-generated PCs: Patriarch of
the Vale, Macques the herdman, Darkblade
Fighter 2, Elanna Fighter 2, Niles halfling
Rogue 2, Thaddeus Wizard 2, Mitchifer Priest
2, Sunblayze elf Fighter Wizard 1, Thordar

5 Available free online on the Wizards of
the Coast website
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dwarf Fighter 2, Peregrine Paladin 2.

Main Treasures: Reward, coins and gems,
ring of fire resistance, sword +1 +2 vs
enchanted creatures.

Plot/Main accomplishment: Books
recovered from the ruined tower lead to the
tomb of Alaxus, the minotaur mage.
Connections: Local minotaurs could be in
service of Argos or other evil parties, see
above.

“Eye€ of the WyveRrN”
by Jeff Grubb, “Eye of the Wyvern” Fast-Play
Game, 1999

Location: The Vale

PCs level: 2 (Fast Play Game)

Main Antagonists: wyvernlings, goblins,
goblin shaman, wyvern.
Allies/NPCs/Pre-generated PCs: Patriarch of
the Vale, Lydarr merchant, Murri the halfling,
local farmers, Darkblade Fighter 2, Elanna
Fighter 2, Niles halfling Rogue 2, Thaddeus
Wizard 2, Mitchifer Priest 2, Sunblayze elf
Fighter Wizard 1, Thordar dwarf Fighter 2,
Peregrine Paladin 2.

Main Treasures: magical weapons +1, eye
of the wyvern.

Plot/Main accomplishment: The PCs face
some wyverns summoned by a magical
object and a goblin shaman.

Connections: The presence of wyverns and
goblins makes it particularly easy to connect
this adventure to the Humanoids and Argos
Path.

o |
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“Rahasia” [B7]
by Tracy and Laura Hickman, Adventure B7:
“Rabasia”, 1984

Location: Karameikos.

PCs level: 1-3 (BECMI)

Main Antagonists: Siswa elves (not to be
killed) magically controlled by the Rahib,
gargoyles, bandits, bone golem, Rahib Cleric 5,
black panthers, orcs, goblins, minotaurs, ogres,
zombies, Karelena, Sorelena, Trilena Wizards 4.
Allies/NPCs/Pre-generated PCs: Benar
Fighter 3, Jujur Thief 3, Kepala Fighter 2,
Sunggu Thief 2, Bechak Fighter 2, Mati
Wizard 2, Sinar Wizard 3, Suchi Cleric 3.
Inhabitants of Kota Hutan, Siswa elves,
Rahasia, Alki Elf 2, Ular-Taman magical
guardian serpent, Baik Telor Fighter 4, Hasan
Elf 2, Miryala EIf 1, Merdiz Wizard 4, Sylva EIf
1, Merisa EIf 1.

Main Treasures: reward, coins, gems, jewels,
sword + 1, snake staff, ring of animal
control, a potion of gaseous form, scrolls,
Rahasia’s pendant, Black Opal Eye.
Plot/Main accomplishment: The Temple of
the Gray Mountain, where the Siswa elves
protect the heritage of the wizard Elyas, has
been taken by a mysterious evil figure, the
Rahib, who is truly the pawn of three
powerful witches, Karelena, Sorelena and
Trilena. The witches were magically
imprisoned by Elyas in the past with the Opal
Eye, and now need to possess the bodies of
three elven maidens to return. The PCs are
called to the elven village of Kota Hutan by
Rahasia, one of the three maidens the Rahib
has tried to kidnap.

Connections: Generic, later placed in
Karameikos in B1-9 where an elvish merchant
named Sindar, father of Merisa, searches for
PCs in Threshold. He requires them to
deliver a package in Selenica in Darokin, to a

THRESHOLD: The Mystara Magazine

trading  partner,
Arnulf, and another
in Kota Hutan (a
wedding gift for
Rahasia). When the
PCs arrive, Rahasia
asks for their help.
After the PCs| £
succeed, Rahasia g
and Hasan wed,
then the PCs go on
to deliver their
other package to %
Selenica, but |
discover the
recipient has left for Ylaruam. Tracking and
reaching him lead the party to the Lost City
(B4). After that, Arnulf will bring the PCs
back to Specularum (B6) with a magic carpet.
The easiest way to connect this adventure to
the Argos path is to assume the three witches
are connected to the Witches of Dymrak
imagined by Havard (see previous
adventure). A connection was also imagined
by fans between the various magical globes
appearing in DDA3, AC2 and here in B7, see
also “Rabasia - a DED 5E Adaptation” by
Giuliano Michelon from Threshold Magazine
issue #9, “The History of Karameikos” by
Simone Neri from Threshold Magazine issue
#1 and “The Witches of Radlebb” by Havard
at the Vaults.

Possible connection to the Iron
Ring and Black Eagle Path and
Dark Triad Path

The Rahib could be an agent of Argos or/and
of Orcus. The Black Opal Eye is easily
connected to the Eye of Traldar and thus the
Iron Ring Path.
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“Che SOUND of MadNess”
by Thomas M. Reid, “Karameikos: Kingdom
of Adventure” boxed set, 1994

Location: Eltan’s Spring north of Threshold.
PCs level: 1-3 (AD&D 2ed)

Main Antagonists: Guido and Vito Warriors
2 of the Iron Ring, goblins, charmed Bertrak,
Hag.

Allies/NPCs/Pre-generated PCs: Dargar
Thunderhammer dwarf Fighter, Jocasta
Demandria human Fighter, Kalroth human
Wizard, Melissa Moonstar elf Wizard, Chad
Alonius human Thief, Emily Rogueshot
halfling Thief, Par Thanar human Cleric,
Maxalla Trigostas human Cleric, Aleena
Halaran, Gernon in Eltan’s Spring and other
locals, Bertrak Druid 8, Ilsa and Dunkel,
Aleena’s aides.

Main Treasures: Reward,

polymorphing, horn of blasting.
Plot/Main accomplishment: Aleena Halaran
sends the PCs to Eltan’s Spring where she has
no news from a friend/lover, the local druid
Bertrak. The PCs discover the druid has fallen
under the sway of an evil hag, and must
destroy her to free him.

Connections: The hag of this adventure
could be connected to the Witches of Dymrak
mentioned above.

wand of

“ON the Road to Ylaruam”
by Aaron Allston, GAZ1: “The Grand Duchy
of Karameikos” page 63, 1987

Location: Castellan Keep and route to
Ylaruam.
PCs level: 4-9 (BECMI)

Main Antagonists: Orcs, goblins and
hobgoblins.
|
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Allies/NPCs/Pre-generated PCs: Abdallah
ibn Hamid, Castellan Keep personnel.

Main Treasures: Reward.

Plot/Main accomplishment: PCs are hired
to participate in a joint Karameikan/Ylari
operation against the humanoid tribes which
prey on the Altan Tepes route.
Connections: This adventure is not
necessarily connected to any Path, but if
Argos is trying to control the local humanoids
it could lead to him. See also “Central Altan
Tepes Mini Gazetteer” by Simone Neri and
“Return to the Ice Wall“ by Shawn Stanley
from Threshold Magazine issue #1

Possible connection to the Iron
Ring and Black Eagle Path and
Dark Triad Path

Either with or without Argos’ help, the Iron
Ring, the Black Eagle and/or the Dark Triad
could be involved as well.

“Elexa’s ENDeavoR”
by Christopher Perkins, Dungeon Magazine
issue #53, 1995

Location: Any wilderness.

PCs level: 4-7 (BECMI)

Main Antagonists: Werewolves, Gluindil
shargugh, feywing, magens, Malvira Thief 7,
Emistil/Feyram EIf 4 Wizard 9, Octario Fighter
5, Yarik Thief 4, Bolarny Fighter 3, Mandrake
Fighter 8, Vackra Dwarf 5, Elubith Gnoll
wokan 2, Parast Cleric 3.
Allies/NPCs/Pre-generated PCs: Elexa
Justheart Cleric 3, Koomdawr chevall,
Harkon Justheart Fighter 3.

Main Treasures: Ring of memory, slate of
identification, rod of cancellation, crystal ball,

e
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Text of the magenmaker, ring of seeing,
dagger +2, chain mail +1, light crossbow
+1.

Plot/Main accomplishment: Bandits seize
Justheart Castle and erect an impenetrable
shield around the structure.

Connections: Generic but Karameikos is
suggested and the map would fit quite well
with the Dymrak woods. Occupation of the
castle could easily be a plot by Argos or the
Witches who serve him.

“StrRONGhHOID”
by Aaron Allston, GAZ1: “The Grand Duchy
of Karameikos” page 63, 1987

Location: Southern part of the Altan Tepes.
PCs level: 10-14 (BECMI)

Main Antagonists: Humanoid tribes.
Allies/NPCs/Pre-generated PCs: None.
Main Treasures: Reward.

Plot/Main accomplishment: A PC receives a
fiefdom in a forest area near the southern
part of the Altan Tepes, rich in gold. The PC
has to build his stronghold, lure settlers and
protect them from humanoid tribes.
Connections: This could be played in this
Path and/or connected to the Iron.Ring and
the Dark Triad Path depending on the
specific menace to the PC’s new Stronghold.

“Che Mighty ArRGOS”
Vaporware product listed as TSR 2515 “The
Mighty Argos”, never published, 1995

Location: Eastern Karameikos, probably.
PCs level: ? (AD&D)

Main Antagonists: Argos the dragon.
Connections: Probably meant to be set in

1,012 AC, but never published. As a module
called “The Iron Ring” was also planned as
TSR 2516, it is possible a connection was
planned between Argos and the Iron Ring,
maybe with Argos becoming the new
leader/sponsor of the Ring after the fall of the
Black Eagle.

Fan resources and adventures

“The Dangers of the Dymrak Wilds” from
Threshold Magazine issue # 1

“Mighty Argos” and “Dymrak Post Wotl” by
Hévard

“A Goblin Kingdom: The Rise of Dbrom Dbum”
(including “Dbrom Dbum speaks”) by
Francesco Defferrari from  Threshold
Magazine issue #1

“A campaign plot for south-western
Karameikos”

“Religions of Karameikos”

“Goblinoid Tribes of Karameikos”

“Map of the Tribes of Karameikos” and “The
Dymrak Dread” by Giampaolo Agosta

“Crests of the Goblinoid Tribes of Karameikos”
by John Calvin

“Rabasia - _a D&D 5SE Adaptation” by
Giuliano Michelon from Threshold Magazine
issue #9

“Sielo's Fort campaign” by Steven B Wilson

“The Unknown World Trail map - part 1” by
Francesco Defferrari from Threshold
Magazine issue #13

------------------------------------------------
...............................................
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‘CHE SKRARDA
ADVENTCURE PATH

Even if Skarda, the antagonist of module
X12, appears only briefly in later canon
products (he is mentioned in “Joshuan’s
Almanac” on page 162 as something which
happened years before), the fact that he has
an army, a very powerful artefact and
eventually tries to murder Duke Stefan to
conquer Karameikos, is quite enough to give
him his own Path. This whole Path could
easily be unified with the Iron Ring or Dark
Triad Path. Skarda has his own agenda of
world domination, but he could find it useful
to ally with other parties who are trying to
undermine Karameikos.

”AbOuctioN of PriNcess Sylvia” [B9]
by Harry Nuckols, Adventure B9: “Castle
Caldwell and Beyond”, 1985

Location: Anywhere.

PCs level: 1-3 (BECMI)

Main Antagonists: goblins, lizard men,
Goblin King, Lizard Man Leader, owlbear,
Oliver of Horn Wizard 4.
Allies/NPCs/Pre-generated PCs: Princess
Sylvia and her parents, Prince Frederick,
Gerard peasant boy.

Main Treasures: reward,
jewelry, dagger +1, potions.
Plot/Main accomplishment: Princess Sylvia
has been abducted by the evil wizard Oliver
of Horn and his minions, and the PCs have to
rescue her.

Connections: Generic, but could be easily
used in Karameikos with the abductee as any
important person. As Skarda kidnaps people,
Oliver could easily be one of his minions.

coins, gems,

THRESHOLD: The Mystara Magazine
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“Skarda’s MiRROR” [X12]
by Aaron Allston Adventure X12: “Skarda’s
Mirror”, 1987

Location: North of Penhaligon.

PCs level: 5-8 (BECMI)

Main Antagonists: rock baboon, mirror
fiend, about 500 Skarda’s soldiers, Kogrin
the Jailer Fighter 6, Skarda’s Elite Guard
Fighters 4, Skarda Wizard 11.
Allies/NPCs/Pre-generated PCs: Pre-gens:
Delson Cleric 6, Kerole Fighter 8, Trylia Thief
7, Lindoran Elf 7, Nesmis Halfling 5, Kindel
Wizard 7, Teranon Antonic Fighter 5, Andrya
and Sera Halia’s apprentices Wizard 1, Marica
headmistress, Kraigg and Norrin Retameron’s
squires Fighters 1, Lieutenant Gerard,
Sergeant Alkin Fighter 2, about 3,000 slaves
in the Mirror world, Ashgarth of Lumm
Fighter 1, Retameron Fighter 9 and Halia
Wizard 7, Zira Fighter 4, Duke Stefan
Karameikos Fighter 15.

Main Treasures: Reward, sword +2, coins,
crystal ball, ring of protection +1, wand of
fear.

Plot/Main accomplishment: Teranon
Antonic seeks the PCs’ aid after his son
Retameron and his wife Halia disappeared
into the Mirror they took after defeating an
evil wizard known as Skarda. The Mirror was
one of seven portals to an Immortal of
Thought’s pocket dimension, found by a
wizard named Mallek 20 years ago. The
wizard became insane, took the name Skarda
and planned to conquer the world.
Retameron and Halia blocked him in the
Mirror for two years by keeping it covered,
but now he is free again. Skarda has
imprisoned Retameron and Halia in his
pocket dimension, and now is eager to
continue with his original plan of attacking
the Duke’s court from the inside. The PCs

e
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Halia and Retameron Antonic

travel to Retameron’s fortress in Verge to
investigate and have to kill the Mirror Fiend
inside it, but Skarda has already left with the
mirror. Later, he appears to bring the PCs to
his Mirror world, and they are imprisoned. In
captivity they meet Ashgarth, a man who is
planning a rebellion and knows a means to
escape. With him and rebellious officer Zira,
they can escape the Mirror just in time to
stop Skarda from assassinating Duke Stefan
Karameikos at his hunting lodge. At the end,
the Mirror is destroyed by the modifications
Skarda did inside, and all the people inside
are freed. The PCs are granted a great reward
by Duke Stefan himself.

Connections: Skarda is mentioned again
only in “Joshuan’s Almanac” as a madmen
who terrified Karameikos years before. In
GAZ1, Duke Stefan’s hunting lodge is located
west of Sulescu, so some of the minor nobles
listed in the adventure “Night of the
Vampire”, located in the same area, may be
present in the lodge when Skarda attacks.
See also “Verge” by mister c at The Vaults.

Possible connection to the Lost
Cities and Relics Path.

Beyond a possible alliance, at least
temporary, with the Black Eagle, the Iron
Ring and/or the Dark Triad, Skarda could
also easily be connected to the Lost Cities
and Relics Path, as he could be interested in
finding other powerful magic. Its mirror
could also be connected to another mirror
which appears in the Lake of Lost Dreams in
B10 and to the Eye of Traldar and the others
magical globes of AC2 and B7, see also links
under B7 above.

Fan resources

“Some interesting Karameikos NPC's (and the
Iron Ring)” by Francesco Defferrari

“Wanted Poster for Skarda issued by Stephan
Karameikos” by Robin

----------------------------------------------
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‘CHE CHURCH OF NYX AND
ROSRKRATEP

(OR VAMPIRE AND
NOSFERATU)
ADVENTCTURE PATH

This Path is based mainly on my work on
Koskatep and Agathokles’ “Lord of Cruth
Lowlands” sandbox campaign, with original
inspiration from a canon adventure which is
part of this Path, In “The Dread of Night”
described Dbelow, and other canon
information. This Path could also be
described as a Vampire Path or a Vampire
against Nosferatu Path, and should also
involve Koriszegy keep and Lord Sulescu, see
below.

In PC3: “The Sea People” and in the Hollow
World boxed set, Taymora is briefly
described, a civilization once flourishing in
the lands of modern Karameikos, Ierendi and
Minrothad and the sea around them between
the Great Rain of Fire of 3,000 BC and the
Second Cataclysm of 1,700 BC, which
destroyed it. Fans later greatly expanded the
canon information about Taymora, imagining
it as dominated by Nosferatu followers of
Nyx. This and the fact the non-evil vampires
called Nosferatu still live in Karameikos, such
as the canonical Lord Sulescu, has led
Mystara fans to assume the Church of Nyx
should still be powerful in Karameikos, even
if hidden. As the purpose of Nyx is to spread
intelligent undead as the Nosferatu, it is fair
to assume the final goal of the church would
be to replace the current Karameikos
government with an undead ruler, or turn an
existing ruler into an undead follower of Nyx.

THRESHOLD: The Mystara Magazine
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“IN 'The Dread of Night”
by Ann Dupuis, “In The Dread of Night”
Dungeon Magazine issue #24, 1990

Location: Village of Sisak, Westron road.

PCs level: 1-3 (BECMI)

Main Antagonists: Thaddigren Dentiata
Wizard 6 and the Sons of Night, orcs.
Allies/NPCs/Pre-generated PCs: Inhabitants
of Sisak, Claudius Valerian Fighter 1.

Main Treasures: Reward, dagger +1, wand
of paralyzation, amulet of protection from
charm, ring of arachnid control, glowglobes.
Plot/Main accomplishment: Dentiata
belongs to an organization called the Sons of
Night or Darkers and has orc minions. He is
from the Black Eagle Barony and is currently
employed by the Black Eagle, but he and the
Sons of Night seem to have their own agenda.
Connections: Agathokles and I used this
adventure as inspiration to use the Sons of
Night as less villainously followers of Nyx in
Agathokles’ “Lord of the Cruth Lowlands”
and in my Koskatep seriesé. The adventure
could start its own path or be used easily in
the Black Eagle path.

Possible connection to the Iron Ring and
Black Eagle Path

In the original adventure Dentiata comes
from the Black Eagle and has agreed to serve
the Baron until it suits him. However if he
belongs to the Church of Nyx he could be an
opposer of the Black Eagle, but still not
exactly an ally of the Duke and his men.

6 “The Lords of the Cruth Lowlands”
campaign by Agathokles is available on
the Vaults . The Koskatep series by the
author was published in Threshold
Magazine issues #1-15 available at The
Vaults of Pandius.
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“Che Ghost of Harrow Hill”

by Bruce Nesmith, AD&D 2ed “First Quest”
Boxed set, Adventure book page 28, TSR
1105, 1994

Location: Near the town of Krondsfield,
placed by fans between Kelvin and Penhaligon
PCs level: 1-3 (AD&D 2ed)

Main Antagonists: Gunter Weiss, ghost
wizard

Allies/NPCs/Pre-generated PCs: Klaus Cleric
3; High Wizard Nethril, Morganth Wizard 1-3,
Slinker Thief 1-3, Delvar dwarf Fighter 1-3,
Silverleaf elf Fighter Wizard 1-3, Lordan
Cleric 1-3, Beldar Fighter 1-3.

Main Treasure: Gunter’s Silver Heart, Long
sword +2, mace +1, ring of invisibility
Plot/main accomplishment: A wizard who
failed a necromantic ritual a hundred years
before imprisons the PCs in his haunted
house and they have limited time to find his
magical silver heart and destroy his remains.
Connections: Gunter’s library could contain
any clue, leading to Glantri necromancy, the
Church of Nyx, the secret of Skarda or
anything else (Other Lands, Nyx and Skarda
Paths).

“NiGght of the Vampire”
by L. Richard Baker III, “Night of the
Vampire” CD Adventure, 1994

Location: Vandevicsny Manor, west of
Sulescu.

PCs level: 1-3 (AD&D 2ed)

Main Antagonists: Ourosco’s assassins and
thugs, Janjevo stablemaster warrior 3, Laina
if turned into a minion vampire, wolves,
Andru Vandevic vampire.
Allies/NPCs/Pre-generated PCs: Lord

Gustav and Selena Vandevic, Laina Vandevic,

T

THRESHOLD: The Mystara Magazine

Moustan butler of the manor, Constantina
Brezovo, Tonja and Bani Constantina’s
maids, Lord Moubotka, Iajo Moubotka, Lord
Vasil Ourosco, Krinac Lord Moubotka’s
Wizard 2, Hosk Lord Ourosco’s Warrior 3,
Lord Hugo Strolojca.

Main Treasures: Reward in gems.
Plot/Main accomplishment: Andru
Vandevic has returned to his family house,
claiming to be a lost relative, but he is really
an ancestor of a hundred years before, now a
vampire, who wishes to take back his manor
and all its occupants, in particular the
innocent Laina. The PCs are shipwrecked
near the manor on the eve of the betrothal of
Laina Vandevic and Iajo Moubotka.
Connections: Both Sulescu and Koriszegy
could be somehow involved in this,
eventually leading to the Order of the Griffon
video game story, see above. PCs could have
been sent by Sulescu and/or the Church of
Nyx to investigate a rumor about Andru
Vandevic, rather than appear in the area after
a shipwreck as in the adventure.

Fan resources and adventures

“Lords of the Cruth Lowlands” by Giampaolo
Agosta (a sandbox campaign in Western
Karameikos) at The Vaults, and also “The
Dwarven Mine of Kurest Hurgon” by
Giampaolo Agosta from Threshold Magazine
issue #16

“The Achelos Adventure” by Patrick Sullivan
(first original development of Western
Karameikos)

“Koskatep” series (a megadungeon in
Western Karameikos) by Francesco Defferrari
(author) and others from Threshold
Magazine issues #1 to #15 and “Riverfork
Area” by Francesco Defferrari (author)
“Riverfork Keep” by John Walter Biles
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“Vampire Queens of Taymora” by John
Calvin from Threshold Magazine issue #12
and more 2300 BC material at The Vaults of
Pandius by John Calvin and others
“Taymora Land of the Dead” by Giampaolo
Agosta from Threshold Magazine issue #12
“The Darkness Beneath: Ancient buried secrets
in the Sea of Dread” by Francesco Defferrari
from Threshold Magazine issue #3
“Religions of Karameikos” by Giampaolo
Agosta

“The Vampiric Bloodlines of Mystara” by
Giampaolo Agosta

“Sisak, Night Tower, Abbey Isle and Knights of
Halav” by religon
“Welcome to our village”
Rasmussen

by Niels Just

Followers of Nyx
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LOST CITIES AND RELICS
ADVENCURE PATH

A number of Basic modules end up with the
PCs discovering a lost city or, in the case of
B3, saving a city from becoming lost. This
obviously could have quite a lasting impact
on Karameikos and its society as well as
finding some ancient and important relic, as
happens in some adventures. Some are
instead just places to explore, obviously
infested with some kind of monsters.

Also relevant to a Karameikos campaign
could be module XS2: “Thunderdelve
Mountain”, possibly set just north west of
Karameikos, in the Five Shires or Darokin
territory, see also “The Dwarves of
Thunderdelve” by Demos Sachlas in
Threshold Magazine issue #2 (original at
The Vaults of Pandius),and XS2’s sequel
“Dragon’s Delve” in Dungeon Magazine issue
#62, and B4: “The Lost City”, set in Ylaruam
near the Karameikan border( see also “The
Dungeon Master's Guide to Cynidicea” by
multiple authors in the Vaults of Pandius ).
Obviously all parties interested in controlling
Karameikos would be much interested in
discovering and controlling such locations.

“Che Attic”
by Frank Mentzer, D&D Expert set (1983),
page 39

Location: Threshold

PCs level: 1-5 (BECMI)

Main Antagonists: Stirges.
Allies/NPCs/Pre-generated PCs: None.
Main Treasures: Coins in the body of a dead
thief.

Plot/Main accomplishment: A widow’s attic
is infested by stirges.
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Connections: This is just an introductory
adventure which could led PCs to specialize
in to the exploration of lost places.

”CThe O10 Mill”
by Frank Mentzer, D&D Expert set (1983),
page 39

Location: Threshold

PCs level: Any (BECMI)

Main Antagonists: Giant insects and spiders.
Allies/NPCs/Pre-generated PCs: None.
Main Treasures: Coins, random.

Plot/Main accomplishment: Bugs come out
of the ruins of the Old Mill on the tip of
Fogor Island in Threshold.

Connections: An old dungeon below the
Mill could lead to Traladaran, Hutaakan,
Taymoran or Blackmoorian ruins. See also
“The Old Abandoned Mill” by Anthony Bird
and “The Old Mill” by Hayley Hummerston

“Che Museum”
by Frank Mentzer, D&D Expert set (1983),
page 40

Location: Threshold.

PCs level: 4-14 (BECMI)

Main Antagonists: None.
Allies/NPCs/Pre-generated PCs: Ian, the
Smith’s son.

Main Treasures: Clues, information.
Plot/Main accomplishment: Ian, the
Smith’s son, is a taxidermist and opens a
museum to show monster 