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“This game references the Savage Worlds game system, available from Pinnacle 
Entertainment Group at www.peginc.com. Savage Worlds and all associated logos and 
trademarks are copyrights of Pinnacle Entertainment Group. Used with permission. 
Pinnacle makes no representation or warranty as to the quality, viability, or suitability for 
purpose of this product.”

Dark Hold Goblin Adventures TM & Copyright 2017 Rebel Minis. All Rights Reserved.

Check out our website at www.Rebelminis.com for more Great Dark Hold Books and 
Miniatures too!
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Yorgi Hogswattle shivered in the damp 
night’s air, cursing the thick fog that 
surrounded him.  All the Goblins of River’s 
Mouth knew that to take a boat this close 
to the Black Isles was to tempt the very 
gods themselves.  And, as everyone knew, 
the Gods don’t give a crap about Goblins, 
especially Goblins out on the water alone.

“Vash take this damned fog.”  Yorgi cursed 
quietly. He knew better than to make loud 
noises on the water at night - it attracted 
the monsters - but he needed a good haul – 
badly. 

His small dhow was the perfect boat for 
scooping in large catches of fish, and not 
just the deformed snailfish, or the Keel 
Scrapers or even the Razor Tongues that 
the rest of the town subsisted on.  His 
little boat was sturdy enough to venture 
deep into the forbidden water of the Black 
Isles.  His family had been hauling in the 
best catches for generations.  Usually it 
was a simple matter to scoop the bass and 
salmon from the water with his nets and 
slop them into the steel cages and thick 
reed baskets in the boat’s hold.  The fish 
would squirm and squeal, maybe even 
bite off a fisherman’s finger, but they would 
die soon enough.  But the catch had been 
few and measly for months now, and he 
needed a good catch – desperately.

He looked into the hold of the small boat, 
and the meagre catch f lopping about on 
the wet planking.  There wasn’t enough 
fish to feed the family let alone take to the 
market.  How would he pay Big Tommy 
this month’s rent?  Yorgi was already 
three months behind and Big Tommy was 
a real blister buster when he got upset.   

Yorgi had dragged out the debt as long 
as he could, if he didn’t pay something 
Big Tommy and his gang would take 
everything.

And that was why Yorgi was plying 
the dark waters around the Black Isles, 
tempting the fog and fates.

Yorgi dipped his paddles into the water 
slowly and as quietly as he could.  A 
roughly woven net trailed behind the 
boat, its weight making the boat slow 
and difficult to manage.  The goblin was 
sweating profusely and long hours of 
rowing had knotted his muscles with 
fatigue.   A few painful strokes of the 
paddles and he was into the thickest part 
of the mist.  It was here that legend put the 
finest, most bountiful catches.  

Soon the drag on his trailing net increased.  
He could tell the net was full.  A fine catch 
that would feed his family with plenty left 
to sell at market.  He’d be able to pay off 
Big Tommy and still have a tidy profit.  
He stopped rowing and hauled at the net 
heaving the struggling mass into the belly 
of his craft.  With eagerness he knelt to 
examine the fish, recoiling in horror at the 
sight of what his net had dredged up from 
the water.

Fish writhed and thrashed within the 
confining net, but each captive was devoid 
of f lesh, composed only of bone and 
cartilage.  But not the thin, weak bones 
of normal fish, these creatures were 
constructed of the thick, solid bone of land 
animals – even goblins.  Knuckle bones 
strung together built the spines of the fish, 
while fractured hips sewn together by 
magic or curse created a passable skull.  
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Shoulder blades for fins, mandibles for the 
tail - only the teeth served their original 
purpose, those and the unearthly, staring 
eyes, that Yorgi knew were plucked from 
living victims and bonded to these horrors.

In fear, Yorgi scrambled away from the 
horror-filled net, his boots struggling to find 
purchase on the slick surface of the boat.  
A heavy blow to his back brought him up 
against the bow of the boat.  His heart 
hammered in his chest as he watched the 
hold writhe and pulse in whitened shards.  
He took long breaths to steady his nerves 
and compose himself.  After a few minutes 
he regained his calm but his racing 
heartbeat refused to abate.  It pounded in 
his chest and his ears, but he was more 
composed, less panicked.  But the sound 
of his heartbeat only increased in volume 
and tempo.  No it was the fog. A pounding 
beat was coming from the fog, the fog!

Then the hideous beaked prow of the 
longship emerged from the fog, slamming 
into Yorgi’s boat.  The ship’s passage and 
ram threw Yorgi into his hold, among the 
snapping borrowed teeth of his catch.  
His screams were drowned out by the 
pounding drums of the warship, whose 
noble prow arched through the fog, king of 
all it surveyed.  
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An adventure module for Dark Hold, An adventure module for Dark Hold, 
in the Savage Worlds system.in the Savage Worlds system.
This adventure assumes you own the Dark 
Hold book and the Savage Worlds core 
system. However, as a recap:

The area of Dark Hold was once a dwarven 
empire to which the dwarves brought a 
variety of slave races. After the collapse of 
the empire, most of these races faded out.

Goblins, however - tough, small and able to 
eat just about anything - not only survived 
in the ruins, they thrived. Using their ability 
to create crystal-based artifacts, they trade 
with humans and other outsiders for those 
things they cannot make or grow in the 
valley above Dark Hold or its upper levels. 
They seldom or never venture into the 
depths, where monsters lurk and treasure 
awaits.

There is, though, treasure, and sometimes 
those lurking monsters find their way closer 
to the surface. While not brave on their own, 
goblins find courage in groups and numbers, 
and often swarm their enemies as a tactic.

You are goblin adventurers. You are short, 
nasty, and not particularly powerful - but you 
are survivors who can sometimes wriggle 
your way out of situations that larger and 
more potent creatures cannot avoid. You 
believe mostly in luck and your own selves 
- and perhaps your friends, although goblin 
friendship can be fickle at times.

Most of all, you want to find the treasure, kill 
the pesky monster and get back in time for 
the pig joust. Oh, and possibly impress the 
chief’s daughter (or son) with your valor - or 
whoever it is you have your eye on.

Dark Hold was written to explore goblin 

culture and create rules for playing goblins 
that can be used standalone or as part of 
a wider campaign world. This adventure is 
intended for goblin players - but could be 
adapted to mixed race parties or inserted 
into a completely different campaign.

Most of all, though, goblins do not take 
themselves too seriously - and neither 
should you.

What’s Happened:What’s Happened:
Eons past, the Dwarven overlords of the 
Karh-Grundek sought to expand their empire 
out past their mountain holdfasts.  To do 
this they created an aquatic race of shock 
troopers known as the Dona-Alths.  These 
squat creatures combined the intelligence 
of their Dwarven masters, the cunning of 
a Goblin and the sheer natural resilience 
of water fowl.   Dona-Alth warships 
accompanied the imperial war barges, 
protecting them as they subjugated rival 
nations.  The intimidating prows of Dona-
Alth warships struck fear into the hearts of 
seafaring peoples, and perhaps this more 
than anything was the downfall of the entire 
race.

Bolstered by their dominance of the waves 
squadrons of Dona-Alth ships preyed upon 
any ships they came across.  They built 
colonies outside of the island homesteads 
the Karh-Grundek seceded them.   When 
called upon by their Overlords to explain 
the expansion of their clans, the warlords of 
the Dona-Alths responded by attacking their 
overlords.  They never really had a chance 
against the forces Karh-Grundek threw 
against their rebellious vassals.  Sure they 
may have maintained control of the seas 

Sa
m

pl
e 

file



6

and inland rivers, but on land their forces 
were inadequate against the Dwarves, 
Kobold, Goblin and Troll forces sent against 
their settlements.   The campaign was short 
and brutal, ending only when the Dona-Alth 
clan chiefs sued for peace – and mercy.

Surprisingly they received both.  Peace 
evermore and merciful release from the 
service of the Karh-Grundek empire, but it 
was not without price.  The Overlords gifted 
the Dona-Alths with an archipelago of six 
islands and an admonition to stand prepared 
for when they were called once again to 
the service of the Empire.   The scattered 
colonies moved their people to the islands 
and cared for their wounded and built new 
villages.  Then the Overlord’s curse struck.

An unnatural fog encircled the islands 
obscuring them from sight.  Ships entering 
the fog were beset by creatures of unearthly 
origin, effectively sealing the Dona-
Alths from the rest of the world.  But the 
Overlords were hesitant to dispose of such 
a formidable fighting force.  Using powerful, 
long forgotten rituals they lifted the islands 
and moved them wholesale to the lakes of 
the Dark Hold.  An entire island chain hidden 
in plain sight within a mountain valley, and 
no one the wiser.

What’s Happening Now:What’s Happening Now:
The wards and rituals which have hidden 
the islands of the Dona-Alth are breaking 
down.  Strange creatures are making their 
ways through the surrounding fogs and the 
bone fish shoals and into the lakes of the 
Dark Hold.  Fishing ships are going missing 
as they hunt for more and more elusive 
catches.   Starvation is getting closer and 
many fishermen are going farther and farther 
into the mists looking for the meagre catches 
which they need to survive.  If something 
isn’t done the fishing villages will be all but 
destitute.

Unknown to the denizens of the Dark Hold, 
the wards are on verge of collapse.

The players have the opportunity to explore 
a brand new aspect of the Dark Hold and 
encounter two new races – Duckmen and 
Lizardmen.  They also can become the 
saviors of the Dark Hold by repairing these 
wards by fixing them and also discover how 
to circumvent them.

How to Win:How to Win:
Come on.  By now you should know that 
no one wins at these games, it’s all about 
the journey.  That said there is one way the 
players can “not lose” and that’s to reset the 
Overlords’ wards and stop the Black Isles 
from expanding into the Dark Hold and 
f looding the entire valley with hundreds of 
thousands of tons of salt water.  The results 
would be catastrophic to say the least.
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