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From the Ice Caves of Azinth to the dusty plains of Malloc’s P
black market to;the shipwrecked shores of a haunted isle, Adventure I i
takes your £Cs on 24 separate grueling adventures spanning 12 levels. s
The journeys are arduous, surprising, and full of wonder. With over
50 mew monsters, magic items, and spells, this book propels you
on, adventures like none you’ve ever experienced.
Joinwour comrades in the race to save an empire
or restore a king to glory. The time is now.

Grab your sword.
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INTRODUCTION

Welcome to Adventure I, a collection of d20 Fantasy
scenarios from Alderac Entertainment Group. These
modules were first released at the dawn of the d20
movement under the ‘“Adventure Keep' title, providing
Dungeon Masters with ready-to-play adventures: one-
shot stories or links to home grown campaigns. For this
collection, we retooled all of the game rules to comply
with the new 3.5 Edition of the d20 System. In addition,
we added dozens of options for running the adventures,
expanded advice for the DM, created random encounter
charts, helped with PC knowledge and information
regarding the adventure, made bardic knowledge more
useful, and added (new) improved encounters that are
sure to make the adventures stellar. In some cases,
the plots themselves are reworked to get the most drama
out of your game and to keep internal logic consistent.

ADVENTURE CONDITIONS
Naming conventions are universal. If the advengures are
worked into an ongoing campaign, replace a

settlement name with one suitable to your ca

environment. Replacing an important NPC in
adventure with one the PCs have a relation wi
verisimilitude to the adventure and raises
quite a bit.
Throughout these adventures, some

All doors, for example, unless specifica

text have the following statisti

equired for creatures with low-light
ed pathways or personal rooms, the
e their own light-sources.

csents DCs for bards using their special class ability to
gain information or obscure knowledge relating to the
adventure at hand, giving PCs helpful information once
they have a basic idea of what is involved. These also
double as Information Gathering skill checks, or other “in
the know" skill DCs at the DM’s discretion (Knowledge
(local) for rural town information, Knowledge (nobility
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and royalty) when dealing with kings, lords, and nobles,
and Knowledge (arcana) when magical lore would be
in question.)

These were specifically written in order to detail what
lore would be readily available, what would be told
to other passing bards, or what could be_known within

knowledge that simp
him “the secret of the a
away from ga

this book us

ed, don't use them once the actual adventure
ay; use them for the journey there.

d town adventures are a different matter,
however. Frequently the adventure begins with the PCs
Iready in the adventure setting, and there is no set path
f action as there is in a dungeon setting. In this case the
random encounters are more like incidental mishaps the
PCs will naturally run into throughout the adventure,
as the city won't sleep or cooperate with the PCs for
convenience's sake!

SCALING THE ADVENTURES
Every adventure is intended for a level range of PC
participating, and gives basic advice on the types of skills
or classes that will be useful. In each case there is a 3-level
spread of suggested PC levels. This is intentional. Take
this example from the adventure Dawn of the Serpent:

“This adventure is designed for four to six PCs of levels 5 to 7.
Wilderness skills ave invaluable in this adventure.

If you have four or five PCs, the optimal level of the PCs
participating is 6th. If you have fewer than four PCs, the
ideal level for the party is 7th. If they have more than five
PCs, the ideal level should be sth.

Noting wilderness skills should clue you in that
a ranger or druid in particular would be of benefit to
a party undertaking the adventure. These aren't strict
requirements, and not having a ranger or druid for this
adventure doesn't make it impossible for a party not so
equipped to complete it. These are suggestions to help the




DM gauge the theme of the adventure. Undead are a special
situation. A party tackling an adventure featuring a majority
of undead are going to be at a severe disadvantage if they
don't have a cleric in their ranks.

If your PCs are of a level simply unsuitable for the
level range suggested, there are still ways to retool the
adventures.

¢ Mostly Roleplaying: In this instance the adventure
features a healthy mix of roleplaying and investigative
skills. There is usually one specific threat monster and
it's not encountered often. In this case it would be wise
to simply replace the major creature with another
monster of the appropriate challenge rating to your
group. For example, the medusa in the adventure Dawn
of the Serpent is a CR 7 creature. If you have a group of
3rd to 4th level PCs, replace the medusa with another
stone-making creature, a basilisk, which is CR 5. If you
have a group of 10th level PCs you could instead use
a greater abyssal basilisk, which is CR 12.

¢ Combat Variety: These types of adventures feat
array of encounters with classic D&D monsters o
types. Without rewriting the adventure or spending
hours reworking stats, there are some easy fixes you can
implement. If your group is having an eas

ALTERNATIVES TO THE “MYSTERIO

1d20  Adventure Trigger
1 An NPC relative of t

val dares the PC to undertake the quest.

them to him or her.

17 Swap out the race of those in trouble with one represented by the majority of the PCs (humans become elves
or dwarves).

18 The Monk’s spiritual journey guides him to the adventure's location.

19 While researching something unreiated have the PC stumble on information about the spe‘ctﬁc magic item or spell
related to the planned adventure.

20 While scrying on something totally unrelated, give the PC a glimpse of the terror happening in the
adventure location.
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s 0f treasure be overly exaggerated for greedy PCs.
e first-hand a specific monster so he can accurately depict it with illusion spells.

needs to atone for a minor transgression and is assigned the adventure by his church,
bard tells the tale of the plight of the village or town where he last played.

me across a (false?) treasure map leading them to the adventure location.

come across a deed to a small house, keep or dllapldated inn m the regtorl of the ad\reﬂture

Romantic interest of the PC has a vested interest in the adventure location; dealing with the threat would endear

the adventure, add an additional creature or two to
the encounter. Don't do this abstractly, simply consult
the DMG for the consequences of adding creatures with
differing CRs to an encounter and the overall effect it has
on the challenge to a group of PCs. At its most basic,
taking 1 or 2 creatures away makes a combat easier, while
adding 1 or 2 could make it nearly im

In either case, simply adj
make all the difference in co
with weapons, armo
blocks. Replaci

armor and retr

our PCs’ hands, eventually. Don't equip an NPC with
anything you don't want your players to take advantage of.




