
They fell out of the darkness 

ROLL FOI&T~AT~VE 
From the Ice Caves of Azinth to the dusty plains of Malloc's 

black market to the shipwrecked shores of a haunted isle, Adventure I 
takes your PCs on 24 separate grueling adventures spanning 12 levels. 
The journeys are arduous, surprising, and full of wonder. With over 

50 new monsters, magic items, and spells, this book propels you 
on adventures like none you've ever experienced. 

your comrades in the race to save an empire 
r restore a king to glory. The time is now. 

Grab your sword. 

DVE~TVRF AwA~T's 
Updated for 3.0 and 3.5 

Compatible with any gaming system 
Reformated, rewritten, and restructured adding 
new elements to adventures you already love 
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INTRODUCTION 

I NTRO DU CTION 
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. rf the adventures are 
worked into an ongoing campaign, replace any NPC or 
settlement name with one suitable to your campaign 
environment. Replacing an important NPC in the 
adventure with one the PCs have a relation with adds 
verisimilitude to the adventure and raises the interest level 
quite a bit. 

Throughout these adventures, some items are standard. 
AU doors, for example, unless specifically noted in the 
text have the following statistics: 

Basic Wooden Door: hardness 5; hit points 10; break DC 13; 
locked DC 1 5 .  

Not all doors may be locked. Make individual determina- 
tions depending on the circumstances or simply roll 
1d20 (1-10 it’s locked, 11-20 it’s open). 

For lighting conditions, if there is constant activity with 
creatures capable of producing their own light (either with 
torches or lanterns), consider the lighting normal. Some 
kind of light is still required for creatures with low-light 
vision. On less-traveled pathways or personal rooms, the 
PCs should produce their own light-sources. 

BARDIC KNOWLEDGE 
A majority of the adventures have sidebars included 
specifically for the Bardic Knowledge special ability. This 
presents 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 

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 
reason. Just because a bard can take 20 on his Bardic 
Knowledge check doesn’t mean he gains access to 
knowledge that simply has never been relayed. Telling 
him “the secret of the adventure’’ takes a lot of the mystery 
away from game play, which would effectively make 
this book useless, the monster stats aside. 

RANDOM ENCOUNTERS 
Nearly every adventure has a random encounter table. 
These encounters are to extend the adventure by providing 
encounters the PCs would have en route to the adventure. 
Very rarely are these to be used while actually partaking in 
the adventure itself. They can represent hunting creatures, 
NPCs with information, or encounters with creatures with 
clues as to what the adventure has in store. Unless other- 
wise instructed, don’t use them once the actual adventure 
plot is underway; use them for the journey there. 

City and town adventures are a different matter, 
however. Frequently the adventure begins with the PCs 
already in the adventure setting, and there is no set path 
of 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 +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 are 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 5th. 

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 

Sam
ple 

file



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 loth level PCs you could instead use 
a greater abyssal basilisk, which is CR 12. 

Combat Variety: These types of adventures feature an 
array of encounters with classic D&D monsters of all 
types. Without rewriting th.e adventure or spending 
hours reworking stats, there are some easy fixes you can 
implement. If your group is having an easy time of 

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 I or 2 could make it nearly impossible. 

In either case, simply adjusting the stats on the fly can 
make all the difference in combat. Each creature or NPC 
with weapons, armor or tools has them listed in their stat 
blocks. Replacing a guards chain mail with leather 
armor and retrofitting him with a short sword instead of 
a battleaxe can make a difference. A creature could be 
wounded, having just fought a battle with another 
monster not in the adventure. In this case, it confronts 
the PCs with less hit points, perhaps Y3rd or even more 
off its total. And for spellcasting encounters, not every 
monster with spell-like abilities or NPC sorcerer will 
have saved all its powers especially for the PCs.. . 

For monsters, there is excellent, easy advice in Chapter 4 
of the Monster Manual detailing how to “level up” monsters 
to make them more challenging. 

Do not try to equip NPCs with magic items outside of 
their range just to get an edge on the PCs. Every magic item 
you introduce for your foes is generally going to find its way 
into your PCs’ hands, eventually Don’t equip an NPC with 
anything you don’t want your players to take advantage of. 

ALTERNATIVES TO THE “MYSTERIOUS” STRANGER IN  THE TAVERN 

adventure location. 

omantic interest o 

adventure location. 
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