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About Legendary Games
Legendary Games is an all-star team of authors and designers coordinated by Jason Nelson. Legendary Games uses a 
cooperative, team-based approach to bring you the best expansion material for your game. We are gamers and storytellers 
first, and we believe that passion shows in our products. Check us out, and Make Your Game Legendary! 

Visit us on Facebook, follow us on Twitter, and check out our website at www.makeyourgamelegendary.com.

What You Will Find Inside Road to Destiny
A legacy of death bears bitter fruit in the northern coastlands, as brothers long separated each rise to the call of their 
darkling legacy. A new destiny has arisen in the west that threatens to shake the foundations of an empire half a world 
away, but not if Ranulfr the White Wolf and his one-eyed sibling can waylay these would-be heroes on their road to destiny! 
This Savage Worlds adventure designed for Novice characters can set their path on an epic caravan journey to the far 
reaches of the world, or it can serve as a self-contained sandbox adventure suitable for any campaign. Some adventures are 
designed with a linear progression or organized around a single location. Road to Destiny instead embraces the idea that 
the journey itself is the adventure and brings you a series of interconnected events that can happen along an epic overland 
journey ranging through a desolate and wild coast, including a mixture of urban and wilderness encounters. You certainly 
can run it in direct sequence, keeping tight to the caravan trail and moving from one event to the next, but the adventure 
also is flexible enough to allow your heroes to stop and have other adventures along the way, with the events of this 
adventure serving as a set of recurring villains and a parallel plot that intersects with their other adventuring activities. 

 

The Legendary Games tradition is to combine rich story and background, innovative layout, beautiful aesthetics, and 
excellence in design that is second to none. This product is the latest in that tradition, and we hope you enjoy using it as 
much as we enjoyed making it. Game on! 
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Introduction
Road to Destiny is a Savage Worlds adventure for Novice-rank 
characters. In Road to Destiny, the characters guard a caravan as 
it travels north, capitalizing upon trade opportunities along 
the way. This adventure is a series of detailed encounters that 
immerse the characters in the towns and countryside they 
pass through and provide rich and meaningful experiences 
as they journey over 500 miles.

Background
Far away in an eastern land, a coalition of Dark Spirits plotted 
to seize the Imperial Throne, and to secure it against other 
claims, destroyed four of the five ruling families. The fifth 
family, alerted to the threat against them, prepared to flee 
over the roof of the world. And yet, a traitor was amongst 
them.

Shirota, a scion of the fifth family, had already submitted 
to the Dark Spirits who tasked him to spy on his family. 
When Shirota attempted to warn his Dark masters of his 
family’s preparations, though, he was caught and killed, and 
the family fled in the night. With no time for a proper burial, 
Shirota was left to rot. When the Dark Spirits came upon 
the abandoned estate they found Shirota’s unburied corpse. 
There they performed foul rituals and Shirota arose to serve 
them once more, now as a vampiric jiangshi, a stealer of 
breath and chi.

The Dark Spirits pursued the surviving family over the 
top of the world, and Shirota went with them. When they 
caught up with the family in the cold north of a western land, 
they destroyed an entire town to ensure that everyone in the 
family was dead. The Spirits were convinced there could be 
no survivors and returned to the eastern land to consolidate 
their power and finalize their plans. But symbols, signs, and 
portents spoke to Shirota in ways his Dark masters could not 
comprehend. The slightest patterns and coincidences—from 
tea leaves, the migration of birds, and broken crockery, to 
the morning dew on a spider’s web—spoke a secret language 
to the jiangshi, who became obsessed with the family that 
slew him, and convinced that all of them had not been slain. 
But the signs which he alone could fathom led him to an 
impossible conclusion—he could only locate the survivors 
after his son had done so.

This represented a paradox because Shirota died childless, 
and his internal organs had rotted away upon his fell rebirth. 
Yet Shirota followed the signs, and with foul sorcery, he 
possessed the body of a northman reaver. With his cold 
intelligence and the reaver’s warm living body, the vampire 
sired two fraternal twin sons. Neither boy shared his blood 
but both were tainted by his undead curse.

One boy, Ranulfr, was born with skin pale and gray. No 
amount of sunlight could tan his features or redden his 
complexion. His hair was pure white, and his eyes a blue so 
pale as to be almost milky. When he came of age and showed 
no signs of growing out of his preternatural appearance, 
his blood father declared him cursed. The young man was 

driven to the south where he became an infamous bandit, 
known up and down the coast as Ranulfr the White, or the 
“White Wolf ”. Not knowing the circumstances of his own 
conception, Ranulfr never realized he was a dhamphir. As the 
years passed with no sign of ageing, Ranulfr came to believe 
himself immortal.

The other son, Snorri, was born normal in appearance, 
free of unnatural gifts, and enjoyed their father’s favor. He 
remained in the northern land and became a reaver. Over the 
years, he had periodic contact with his brother Ranulfr. The 
two have maintained a tenuous relationship and meet in the 
south on occasion. At a disreputable port of call, Ranulfr sells 
his brother the prisoners he has captured. These prisoners 
are taken to the north to be resold as thralls. Despite this 
cooperation, Ranulfr’s agelessness remains a bone of 
contention between them such that Snorri was driven to 
tear out his own eye and replace it with a magic stone, which 
shields him from the effects of aging and earned him the 
name One-Eye.

In recent years, One-Eye has become an old man and 
the leader of his own band of reavers. Ranulfr had lapsed 
into ennui, more a mystery and legend to the people of the 
southern coast than the great terror he was 25 years ago. Yet 
now, Shirota, far off in the eastern land sees omens manifest 
as he foretold so long ago. Ranulfr stirs to sudden ferocious 
activity, drawn instinctively by forces he does not understand. 
And Old One-Eye is finally struck by his undead heritage and 
becomes consumed by a wasting disease born of his tainted 
heritage. For an Imperial Heir is on the road north at last, 
and her path is due to cross with the sons of Shirota...

Adventure Summary
Having been hired to protect a caravan that is transporting 
a young eastern woman to a far northern city, the party 
departs Mirador, a small coastal town and heads north 
towards Camford, a significant point for the caravan to trade 
and restock supplies. En route, they are accosted by thieving 
goblins who attempt to draw off their stoutest defenders to 
raid the caravan of its goods. Once at Camford, the party 
hears rumors of a legendary bandit, the “White Wolf ” who 
has returned to terrorize the coastline after decades of 
inactivity, and a rogue attempts to exploit them to smuggle a 
stolen treasure out of town.

On the road again, their next stop is the town of Wolvington, 
a community once stricken by a dire plague. Decades ago, 
Wolvington’s leaders invested in a magical jewel that detects 
the presence of plague carriers. Only a few of Wolvington’s 
oldest citizens know the device is actually a fake, designed to 
put fears to rest. The town’s new Sheriff, entrusted with the 
secret, is using it for extortion and a citizen who remembers 
the dark days of the plague might ask for the PCs’ help to put 
a stop to the crooked lawman’s scheme.

With Wolvington behind them, the party braves a shortcut 
through Gnarlwood Forest towards Port Haven. On the way 
they are beset by Ranulfr’s raiders, who attempt to capture 
the eastern woman. If the bandits are successful, the PCs 
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have an opportunity to rescue her later at Port Haven, before 
she is sold to Old One-Eye’s band. 

As the caravan continues north, the party comes across 
another caravan that has been attacked by ogres. The PCs can 
turn a blind eye or help their fellow travelers by mounting an 
impromptu rescue before it’s too late. Finally, in the last leg 
of their journey, Ranulfr the White confronts them at last—
fulfilling the destiny his vampire sire envisioned over half a 
century ago.

Getting Started
The characters are hired in the coastal town of Mirador to 
guard a caravan that is setting out on a long journey to the 
cold north. The caravan intends to conduct its usual trade 
along the route, but it is also transporting a young eastern 
woman, Kikuko Yoki. Kikuko has never known her heritage, 
as her parents died when she was young, but an old family 
heirloom that had been kept in trust for her until she came 
of age has revealed that the ruined town of Saltcrest over 500 
miles to the north might contain information about family 
in her parents’ eastern homeland.  

The caravan comprises four covered wagons, each drawn 
by a pair of draft horses. One of the wagons carries supplies 
for the journey, two carry trade goods, and one carries 
passengers. Cusp Redfoot, the gnome merchant and caravan 
master, drives one caravan, and his employees Dreki, Gelden, 
and Aldo drive the others.

The journey to Saltcrest is due to take around 20 days, and 
each PC is offered the going rate for caravan guards along 
this route of 3 gold pieces per day there and back.

PART ONE: GOBLINS ON THE ROAD
The caravan’s route takes the PCs north along a coastal road, 
and then northeast toward Camford. The entire journey to 
Camford spans 133 miles, which takes 5 days. Goblins are an 
ever-present threat in this region. The savage creatures are 
too ravenous and vicious to properly farm, fish, or create 
proper long-term structures, so their favorite means of 
survival is to prey upon more industrious creatures while 
they salvage their debris. Between Mirador and Camford, a 
small tribe of goblins ambushes the party’s caravan.

A. Ambush!
Creatures: The Whistlewhip goblin tribe maintains a ragged 
existence. The numerous existing goblin tribes to the south 
prevent their move into more populated territory. Yet, this 
relative scarcity only serves to make the Whistlewhips more 
devious and cunning. The occasional caravans who take a 

direct route to Camford are among their favorite targets.

The goblins are split into two groups: a decoy group, and 
an assault group. Both groups are hiding off to the side of 
the road in sparse forest terrain. The decoy group is intended 
to draw the caravan’s defenders away from the caravan itself. 
They present themselves as a small, easily-intimidated group 
in the hope of luring caravan guards into a chase. If the 
decoys are successful, the assault group emerges to launch 
the real attack. If the decoy group fails to draw guards away, 
both groups of goblins attack together.

Alert PCs might spot the goblins prior to the start of the 
ambush with a successful Notice (Smarts) check at -2. If the 
players succeed, they can see a couple of the Goblins tracking 
them before the attack (see Map A - Goblin Ambush).

The Decoy Group
One goblin from the decoy group is posted near a small tree 
at the side of the road. When the caravan draws close, or if 
the goblins know they have been spotted, this goblin takes 
an action to push the tree, which has been sawed at the base 
in preparation, over the road. The tree requires at least one 
minute of labor by 2–3 characters to remove it before the 
wagons can advance. The decoy goblins then make ranged 
attacks while falling back behind the fallen tree. Once the 
PCs confront them they avoid positions where a charge is 
possible and ready to fall back to just before the PCs can 
close with them in melee. Their overall goal is to lead the 
caravan defenders to the north and then off the side of the 
road where their leader, Skeeter, can cast her entangle spell 
on the forest ground to keep them stuck and busy while the 
assault group then launches their attack upon the caravan.

The decoy goblins are denoted D on Map A, and Skeeter 
by Sk.

WHISLTEWHIP GOBLINS (3)

Agility d8, Smarts d4, Spirit d4, Strength d4, Vigor d6
Skills: Fighting d6, Notice d6
Pace: 6; Parry: 5; Toughness: 4

Gear: 
Shortsword: Str+d6
Shortbow: 2d6

Special Abilities:
Infravision: Halves penalties for poor light vs. warm 

targets.
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