What Dwells in the Mountains
A group of adventures has been hired to find the lost dwarven city of Ugrod. The expedition is financed by nobleman Magnus Drake and accompanied by dwarf Tharil Bokhvar who seeks to find his ancestral home. Magnus is putting £500 into the expedition, expecting a much greater return.
Act 1: Preparations
[bookmark: _GoBack]The group is hired in the Menlorian city of Earlhall, a major trading place along the Umo River. What the characters do not have they need to stock up on, as the mountains offer little in the way of merchants or craftsmen. The party is given a full day of preparations and leave the following morning.
The city produces fabrics so wares such as cloth and linen are common. Weapons and armor pass through from forgeries in the north and leather goods are fairly common as well. Also, well-connected characters will have time to call in a favor or two. Of course, if nothing else comes to mind beer will likely be a scarce resource on the journey and spending some time in a favorite pub might be a preferred option.
Act 2: The Journey
Tharil acts as the group scout as his extensive searches after the city has taught him the area to which they are heading well. He believes the stronghold to be located somewhere between the River Renk and the small East Galeian Stream, a landscape dominated by forest and steep hills.
Taking a boat to the town of Renk is the easiest way to start the journey, but from there it’s crossing the wilderness to reach the mountains. 
Tharil is not overly talkative but mentions there are both wolves, trolls and orcs in the mountains, although the orcs are more common on the western side of the Galeian Wall. The track, however, present its own difficulties with no bridges for crossing rivers and no accommodations for the night. A few lonely farms may be spotted, but most of them abandoned – according to Tharil due to the harsh climate and dangers of the forest.
	1D5
	Encounters

	1
	Trading witch. A lone witch approach the party and offers to sell them some common elixirs in exchange for useful items or coins. The witch seems friendly and helpful.

	2
	Night raid. A pack of wolves assault the camp at night, aiming to steal some of the food supply. The wolves appear hostile but will not engage in a fight unless cornered. Wounding any will cause them to flee.

	3
	Drunken troll. A troll sleeping and snoring in a glade. The troll is drunk from eating fermented apples and not very perceptive. 

	4
	Old tomb. A stone tomb rise unexpectedly in the landscape, showing a worn down sculpture of a war-clad man. 

	5
	Orc camp. A camp of a dozen orcs suddenly appear in the forest. The orcs are at sleep during daytime with two of them guarding the camp.



Finally the mountains are reached and Tharil explains that the stronghold will likely be close to a source of water and that he searched most of the rivers he could find. There however was a blocked pass which he could not enter and he suggests that is a good place to start.
The stronghold passage is indeed found within that pass but well hidden behind dirt and roots. A skilled tracker may however note that there are tracks surrounding the entrance, although apparently many weeks old. The entrance can only be opened by “the blood of the family” – “Morazek ken Ugrod” meaning Tharil will need to make a sacrifice of blood for the gates to open.
Act 3: What lies within
The city of Ugrod is divided into three main areas, all connected by one massive corridor. 
The first area is the oldest part of the city where living quarters and forges once lay. They are now quiet and empty but serve as home for a nest of sand spiders which have a nasty bite. Part of the quarter has caved in and there are signs of fire. Old items made of stone and metal can still be found lying where they were dropped.
	1D10
	Item

	1
	Silver coin. An old silver coin, worth approximately 50 silver to a collector.

	2
	Gold coin. An old gold coin, worth approximately 500 silver to a collector.

	3
	Pickaxe head. A charred but otherwise well-preserved head of a pickaxe.

	4
	Pottery. A broken but repairable piece of pottery.

	5
	Utensils. Old household utensils in a surprisingly good condition.

	6
	Bones. Remains of a long since dead dwarf.

	7
	Jewelry. A dirty piece of jewelry.

	8
	Armor. A piece of old but intact chainmail.

	9
	Weapon. An old but intact dagger or axe.

	10
	Mirror. A large piece of a broken mirror.



The second area is the old underground farm where the dwarves used to grow mushrooms and other subterranean plants to sustain themselves. Most of the farms are dead, but some still function as water dripping from the roof has been enough to provide nourishment for them. The observant tracker might notice that some animals have likely visited the place as well. Not much of value, besides eatable grub, can be found in the area.
The third and final area is deep within the mountain, next to a subterranean lake. Here lies the ancient palaces and temples, large structures which are apparently empty. The halls are barren with no litter on the ground and no apparent signs of damage. Here lives the last inhabitants of the cave, the remnants of the Ugrod clan.
Accessible by the old aqueduct is the deepest part of the underground lake and the sacrificial place for the Abysmals.
