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Introduction 3

The Banewarrens is an adventure designed with four 6th-
level player characters (PCs) in mind. If these charac-
ters proceed through the course of the adventure, they

should reach at least 10th level. A rogue is essential to the
party because the Banewarrens contains a lot of traps and
locks, and the group must do a lot of information gathering.
But, of course, fighters, arcanists, clerics, and other classes
all have a role to play.

The course of the adventure takes the PCs into the deep-
est bowels of evil: an ancient underground vault system used
to store the vilest artifacts and imprison the most evil of
creatures. But The Banewarrens is no simple dungeon crawl.
The PCs aren’t the only ones interested in this ancient store-
house of malevolence. No fewer than four large organiza-
tions are also involved—some friendly to the adventurers,
and some not.

This adventure is both location- and event-based. While
the PCs explore the warrens, other forces are on the move,
changing the way things work. The DM must not only man-
age the locations important to the Banewarrens, but the
events that occur as part of the dynamic plot. The adventure
is divided into chapters, most of which contain both loca-
tions and events. This format helps provide structure. The
events described in a chapter do not occur until the PCs are
in the locations that chapter specifies. Exactly when to stage
the events is up to the DM.

Background
In the ancient recesses of time, a powerful and benevolent
cleric set upon a well-intentioned plan. In those days, evil
was on the decline and the forces of darkness had been
routed in almost every field of battle. The master of evil
dragons had been chained, and even the fell races of orcs
and goblins—once more numerous than the races of
humans, dwarves, elves, halflings, or gnomes—had
squirmed back into their meager, shadowy refuges.

With malevolence on the wane, the cleric Danar Rotansin
sought once and for all to rid the world of the remaining evil
influences. This powerful figure began to gather up all the
evil artifacts, objects of dark power, trapped essences of van-
quished fiends, demonic relics, and even the last vestiges of

particularly horrible diseases. Danar called all of these things
“banes” and imprisoned them. He believed that, if
destroyed, the banes would simply release their evil into the
world to wreak more havoc and bring about other darkness-
es. Destroying banes begat new banes.

Danar used powerful spells and magical items to accom-
plish his task, working tirelessly. As his collection of banes
grew he began to bury them beneath his tower, Mosul Pearl,
located near the sea. Danar constructed a vast catacomb, well
warded and sealed, deep underground, and he called it the
Banewarrens. He also found allies who believed in his cause
to aid him. Chief among them were the dragon known as
Saggarintys the Silver King and a celestial named Bastion,
Guardian of the Morning.

But Danar’s goal was folly. Concentrating so much raw
hatred and despite—so much darkness and evil power—
in one place was a terrible mistake. His actions drew the 
attention of vile intelligences of whose existence Danar had
never even dreamed. These secretive forces manipulated
events (and perhaps even time and space) to ensure that 
the Book of Inverted Darkness fell into the hands of this 
well-meaning cleric.

The Book of Inverted Darkness is an artifact older than the
world itself. Scribed by gods and demons, its pages contain
vast lore (only the Book of Eldritch Might contains greater
lore, it is said), all of it dreadful. Unfortunately for Danar
Rotansin—and the world—the book presented this dreadful
knowledge using supernatural techniques, giving it an irre-
sistibly seductive quality.

While he intended to seal the book away with the rest of
the banes, Danar lingered over its pages for just one instant
too long. Its cunningly crafted words beguiled him to keep
the book by his side. Soon, he read more. And more.

And still more.
The book consumed Danar. He neglected his quest to

gather the remaining banes. He withdrew from his family
and comrades. The book’s dark lore corrupted his spirit and
twisted his mind. The lure of the dark power and forbidden
knowledge was too much, even for Danar. Danar Rotansin
became Eslathagos Malkith—the Dread One. With the vast
resources of the banes he had gathered and the knowledge

Prelude to Adventure
The basic premise of this adventure is simple: What happens if an ancient storehouse of evil artifacts and dangers opens up near

a very populated area? Who gets involved? Who wants in, and who wants it sealed back up again? 

The answers, on the surface, might seem surprising.
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he had gained from the Book of Inverted Darkness, the Dread
One withdrew into his tower, also renamed: Jabel Shammar.
He emerged only a few years later, launching an attack so
devastating, it threatened to tear the world asunder. His
might knew few bounds, and with his magical aid, the
armies he had created or summoned conquered the sur-
rounding lands with ease.

The earth itself, no longer able to tolerate the concentrat-
ed evil that Eslathagos Malkith and the banes represented,
thrust Jabel Shammar away from it, creating a tall, impossi-
bly high and narrow spire atop which the tower stood, its
former pearly hue turned black as night. From there, the
Dread One could survey the world—a world he desired to
either conquer or crush entirely.

Only the actions of all the mortal races, led by powerful
and stalwart heroes (many of whom had been friends and
companions of Danar), stopped the forces of Eslathagos

Malkith. It is said they
carried the battle into
the halls of Jabel
Shammar itself. When it
was over, the Dread One
lay defeated. The world’s
greatest heroes sprawled
dead and dismembered
all around him. Most of
them had lost not only
their lives but their souls
to their foe’s magic and
the banes he wielded.

Some bit of Danar—the good and true man he had once
been—still remained, however. His spirit, now free of
corruption, managed to seal the Banewarrens once again.
Although his quest remained uncompleted, and some of the
banes were released again when he became Eslathagos
Malkith, the warrens still contained vault upon vault of evil
artifacts, foul creatures, and vile relics that it would keep
away from the world at large.

Unless the Banewarrens should ever become unsealed
again.

Adventure Synopsis
As the characters mind their own business in the city, they
run afoul of a strange dark elf who inadvertently seems to
curse the innocent bystanders around him with uncontrol-
lable magical powers. After that strange encounter, the
player characters are contacted by either a powerful arcan-
ists’ guild (the Inverted Pyramid) or an influential reli-
gious group (the Church of Lothian), or both, to investi-
gate the mysterious origin of this dark elf. Could it be the
fabled Banewarrens?

Delving deep to investigate, the PCs discover a section of
the Banewarrens that was not completely sealed. They
encounter members of the Pactlords of the Quaan, an evil
group of monstrous creatures intent on getting in to obtain
something called the Black Grail. The Pactlords breached this
section of the Banewarrens recently, their actions loosing the
dark elf. They used a wish to get past a Sealed Door in the
warrens, but a paladin named Kalerecent closed the door
again before most of them could get through.

So everything seems fine, except that the PCs learn that
this door has a key, and it is in the possession of an evil noble
family: House Vladaam. If they want the key, either to use it or
secure it, they have to negotiate with the Vladaam family—or
steal it from them. And it just so happens that someone
wants to help them break into the estate. Except that this
someone is family matriarch Navanna Vladaam in disguise.
She intends to steal the key back from the PCs, of course; she
only wants people to think that her family no longer has it.

Now the Inverted Pyramid wants to learn more about the
Banewarrens and seal the place back up again. The Church
of Lothian, on the other hand, wants to explore. So the PCs
head back down into the Banewarrens, dealing with traps
and guardians as well as some of the banes, the Pactlords,
and Navanna herself. As they explore, they learn of the exis-
tence of the sealing rod, a magic item that will help reseal the
Banewarrens in conjunction with the warding generators
located throughout the dungeon. It seems that the generator
in the section that the Pactlords initially penetrated was
never entirely functional, explaining how they got inside in
the first place.

Eventually, the PCs return to the city to discover the
Pactlords operating out of a chapel of the Church of Lothian
and learn that a cleric they were dealing with actually works
for them. Once they handle the traitorous priest and his lack-
eys, the adventurers discover an intelligent magic item that
once formed one third of the powerful staff of shards. They
also learn that in the Quaan, an extradimensional realm, the
Pactlords possess another part of the staff. This staff, when
whole, can destroy the Banewarrens key. Perhaps important
now, perhaps important later (that’s up to the PCs), but
they’ll want to collect the staff pieces at some point.

Back in the Banewarrens, the Church of Lothian is look-
ing for a fabled artifact it considers to be of religious impor-
tance: the sword of lies (which the Church believes is actually
the sword of truth). It is just this sword the Inverted Pyramid
fears, though, because it proves so useful against arcanists.
They send in an agent of their own and eventually attempt
to seal the Banewarrens entirely, with everyone—including
the PCs—still inside.

Once the PCs find a huge shaft known as the Baneheart,
they can obtain the sealing rod and the last remaining piece

The Banewarrens: Introduction4

Timeline
Throughout this book, the timeframe during
which Danar built the Banewarrens and subse-
quently became Eslathagos Malkith to threaten
all creation has been left intentionally vague. In
the playtests, these events took place around
18,000 years ago. In your campaign, the inter-
vening time could be much shorter. At mini-
mum, the DM should allow many centuries—
perhaps a thousand years—to have passed
since Danar’s redemption. The terms “The
Dread One” and “Jabel Shammar” should refer-
ence legends of mythic proportions. Some peo-
ple might not have even heard the tale of the
saint and his quest. Most people have forgotten
the Banewarrens entirely.
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of the staff of shards. To get it, they must deal with powerful
Pactlords, Navanna Vladaam, and the Malificite: one of the
Dread One’s most powerful servants.

In the end, the best possible resolution is that the PCs
complete the unfinished warding generator in the Sealed
Door Area, recover the sealing rod to seal the opened doors,
and use the staff of shards to destroy the Banewarrens key. If
this occurs, the Banewarrens are sealed forever, with no pos-
sibility of anyone ever getting in again.

The PCs in your game might choose a very different path,
however.

Running the Adventure
This adventure is a mix of keyed encounters relating to spe-
cific locations on a map and event-based encounters that
occur when and where the DM wishes. It is not particularly
linear, so you might find that the PCs go to the various loca-
tions in a very different order than the chapters of this book
would suggest. Use the material you find in this book to
extrapolate what might happen if the PCs decide to do
something not directly covered in the text. Your main con-
cern should be using the nonplayer characters (NPCs) and
their various motivations to encourage the PCs (directly or
indirectly) to continue exploring the Banewarrens and learn
all its secrets.

Treasure distribution in this adventure is nonstandard, due
to the nature of the scenario. PCs will fight many guardian
monsters and overcome deadly traps only to gain access to evil
items they cannot or will not use. Treasure in the form of coins
or valuable objects is uncommon in the Banewarrens. Thus,
usable treasure in the hands of NPCs and in other places is
increased to compensate. PCs should find themselves ade-
quately rewarded and compensated in the long run.

Evil characters, however, will find the Banewarrens to be
the treasure trove it sounds like. This is a warning to all
DMs who allow players to run evil PCs in this adventure—
they will find extremely powerful rewards waiting for them
in these dark halls. If the PCs are evil and looking to use the
objects they find in the Banewarrens, the DM should actual-
ly increase the challenges to make them work for it. Evil PCs
could, in fact, end up with multiple artifacts they could use,
such as the Antithesis Stone and the Black Grail, if they com-
plete this adventure. That could pose problems.

Variant Classes
A variant version of the sorcerer and the bard class appear 
in Malhavoc Press’ Book of Eldritch Might II. A variant ranger
is available in the archives of “The Stuff” column at
<www.montecook.com>. Where these classes appear in this
adventure, the variant versions are used. If you do not have

access to these variants or do not wish to use them, converting
is simple. Monsters that cast spells “as sorcerers” use the stan-
dard sorcerer class, not the variant. For example, the dragons,
the couatl, and a few other monsters in this adventure use the
standard sorcerer rules from the Player’s Handbook.

Using This Book
Throughout The Banewarrens, an asterisk (*) is used to refer
to spells, items, or classes that originate in The Book of
Eldritch Might. A dagger (†) indicates material from The Book
of Eldritch Might II: Songs and Souls of Power. Otherwise, all
references to spells, feats, and other rules are from the three
Core Rulebooks: the Player’s Handbook, DMG, and MM.

The Banewarrens: Introduction 5
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As the player characters explore the Banewarrens, they
encounter fabled evil items and creatures called the banes.
These items are mentioned in the rooms where PCs may find
them, but are fleshed out fully in the Banes Appendix start-
ing on page 115.

All maps in this adventure use icons explained in the mas-
ter Map Key on this page.

Certain passages in this adventure refer you to particular
pictures in the Illustration Appendix at the end of this book.
The illustrations there are meant to serve as visual aids to
players as their characters enter a new location. Clicking on
each illustration’s icon takes you to the larger picture. Because
we wanted to offer you a thorough gallery of game-aid pieces
in this appendix, you won’t see as much art throughout the
rest of this book as you do in other Malhavoc Press titles.

If you’d like to expand this adventure, some bonus source
material and ideas appear on Monte Cook’s website. To find
the links to these web enhancements, visit The Banewarrens
product page at <www.montecook.com/mpress_Bane.html>.

This sourcebook is protected content except for items
specifically called out as Open Gaming Content on the title
page. For full details, please turn to the Legal Appendix. Open
content is not otherwise marked in the text of this book.

Setting
This adventure can easily be set anywhere, although fairly
near a large city is a good idea and very near or under a big
city is best. From here on, the adventure offers the city of
Ptolus as a standard backdrop. Feel free to use Ptolus or
replace it with a city of your own. You could, for example, use
a city in the Scarred Lands (by Sword & Sorcery Studio) or
Freeport (by Green Ronin Publishing).

Ptolus is a major city of about 30,000 people. It is located
near a large bay on the southern end of the Whitewind Sea,
and was originally built around a fortress, Dalenguard.
Ptolus is built over an abandoned underground dwarven
city, Dwarvenhearth, the ancestral home of dwarves known
as the Stonelost. Called the “City by the Spire,” Ptolus lies in
the shadow of a strange rock formation rising impossibly
high (almost 3,000 feet) and surrounded by mysterious leg-
ends and rumors. These tales tell of ancient battles waged
and cities erected on the site. Many of them might be at least
somewhat true, for recent developments have revealed vast
complexes under the city.

Of late, Ptolus has become a city of adventurers as 
treasure-seekers have flocked there to explore and plunder
the labyrinthine structures beneath the streets. If the sto-
ries are true, these catacombs involve the sewers of the city,
the remains of an older city (and its sewer system),
Dwarven-hearth, and even more, plunging impossibly deep
below the present urban area.

Ptolus lies in a cool, rainy coastal region with harsh win-
ters. It serves as an important port on the Whitewind Sea
and until recently was part of the Empire of Tarsis. With the
collapse of the Imperial government, Ptolus now maintains a
somewhat independent status, ruled by a council still domi-
nated by representatives of an Empire far removed from the
city’s concerns.

For details on Ptolus, see the map on page 8.

The Districts of Ptolus
Ptolus lies between the Spire and the sea. The highest por-
tion of the city, the Noble’s Quarter, is built on the very feet
of the Spire. From there the level of the city drops down a
sharp cliff to Oldtown, and then again into Midtown. Lastly,
the final cliffs of Ptolus drop into the sea, with the only flat
area at the bottom of those cliffs occupied by the city’s
docks. Well-worn paths connect the various elevations of the
city and help make Ptolus very defensible (although the city
has not been attacked in even an elf’s lifetime).

The King’s River flows through the city, spilling into an
eroded chasm in the northwest corner and flowing down to
the Whitewind Sea near the docks. The bottom of the chasm,
usually called the King’s River Gorge, is 80 feet below the level
of ground on the north side, but almost 180 feet below on the
south side. The south side still bears the old city walls and for-
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