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7KH�/RVW�&LW\�RI�$XWOR[RWO is a two part campaign. The first part of this campaign is 7KH�0DS, the second part is 7KH�&LW\.

3DUW���± 7KH�0DS
,Q�WKH�\HDU�������7LOHDQ�H[SORUHU�0DUFR�&ROXPER PDGH�DQ�HSLF�YR\DJH�WR�/XVWULD��,W�KDV�EHHQ�NQRZQ�IRU�PDQ\�FHQWXULHV�WKDW�KH�
GLVFRYHUHG�DQ�HQRUPRXV�/L]DUGPDQ�FLW\�KLGGHQ�DZD\�LQ�WKH�LPPHQVH�GHQVLW\�RI�WKH�MXQJOH��,W�ZDV�UHSRUWHG�WR�EH�RQH�RI�WKH�PRVW�
PDJQLILFHQW�SODFHV�WKDW�KH�KDG�HYHU�VHW�H\HV�XSRQ��$OWKRXJK�0DUFR�KDG�YHU\�OLWWOH�WLPH�WR�H[SORUH�ZLWKRXW�DOHUWLQJ�WKH�/L]DUGPHQ�
WR�KLV�SUHVHQFH�KH�LV�VDLG�WR�KDYH�EHHQ�DZHG�DW�WKH�YDVW�DPRXQW�RI�ULFKHV�KH�VDZ��+H�HYHQWXDOO\�UHWXUQHG�WR�7LOHD��ZKHUH�KH�OLYHG�
WKH�UHVW�RI�KLV�OLIH�VXUURXQGHG�E\�KLV�ZHDOWK��)RU�PDQ\�KXQGUHGV�RI�\HDUV�DIWHU�KLV�GHDWK��ZRXOG�EH�H[SORUHUV�VHW�RII�WR�/XVWULD�LQ�
VHDUFK�RI�WKLV�IDEOHG�FLW\��KRZHYHU�QRQH�FRXOG�ILQG�LW��6RPH�PHQ�UHWXUQHG�HPSW\�KDQGHG��D�KDQGIXO�RI�JHPV�WKHLU�RQO\�ILQG�± PRVW�
QHYHU�UHWXUQHG�DW�DOO�

$�IHZ�ZHHNV�EDFN��WDON�KDG�EHJDQ�RI�D�PHUFKDQW�FRQYR\�WKDW�KDG�SHULVKHG�ZKLOH�LQ�/XVWULD��7KH�PHUFKDQW�LQ�FKDUJH�RI�WKH�FRQYR\��
$EX�+DVVDQ DSSDUHQWO\�VWXPEOHG�LQWR�D�IDEXORXV�/L]DUGPDQ�FLW\�ZKLOH�ILJKWLQJ�RII�KRUGHV�RI�6NLQNV��$EX�TXLFNO\�VNHWFKHG�D�PDS�
DORQJ�ZLWK�GLUHFWLRQV�DQG�VHQW�D�PHVVHQJHU�EDFN�WR�WKH�2OG�:RUOG��GHWHUPLQHG�WKDW�LI�KH�VXUYLYHG�KH�ZRXOG�UHWXUQ�WR�JDWKHU�WKH�
WUHDVXUH� IURP� WKLV� FLW\�� 8QIRUWXQDWHO\�� GXH� WR� WKH� VKHHU� QXPEHU� RI� 6NLQN�ZDUULRUV�� $EX�+DVVDQ� DQG� KLV� FRQYR\� SHULVKHG�� 7KH�
PHVVHQJHU��6KH]��PDGH�LW�VDIHO\�EDFN�WR�WKH�2OG�:RUOG��WKH�PDS�LQWDFW��3HUKDSV�WKH�ORVW�/L]DUGPDQ�FLW\�ZRXOG�ILQDOO\�EH�IRXQG�

8QIRUWXQDWHO\�� RQ� WKH� QLJKW� WKDW� 6KH]� UHWXUQHG�� KLV� URRP� DW� WKH� 6WDQGLQJ� 2DN� ,QQ� ZKHUH� KH� ZDV� VWD\LQJ� ZDV� EURNHQ� LQWR� E\�
EDQGLWV��WKH\�FXW�KLV�WKURDW�ZKLOH�KH�VOHSW�DQG�PDGH�RII�ZLWK�KLV�EHORQJLQJV�EDFN�WR�WKHLU�ODLU��7KH�:DUULRUV�KDYH�IRXQG�RXW�WKDW�
WKH� EDQGLW¶V� ODLU� LV� LQ� D� QHDUE\� GXQJHRQ� DQG� PXVW� WUDYHO� WKHUH� WR� UHWULHYH� WKH� PDS� KRSHIXOO\� EHIRUH� WKH� EDQGLWV� UHDOL]H� WKH�
VLJQLILFDQFH�RI�WKHLU�KDXO�

63(&,$/�58/(6

Play this adventure as normal until the Objective Room is reached.

The Objective Room will be the bandit’s lair. Instead of the normal Objective Room Monsters the Warriors will have to fight the 
bandits if they wish to reclaim the map. There will be 2D6+4 bandits along with the bandit leader. Half of the bandits will be 
armed with swords, while the other half will fire their bows.

%DQGLW %DQGLW�/HDGHU
:RXQGV 3 10
0RYH 4 4
:HDSRQ�6NLOO 3 4
%DOOLVWLF�6NLOO 5+ 4+
6WUHQJWK 3 4
7RXJKQHVV 3 3 (5)
$UPRXU - 2
,QLWLDWLYH 3 5
$WWDFNV 1 2
'DPDJH 1D6 1D6
*ROG 30 70

(1(0<¶6�:6 � � � � � � � � � ��
Bandit 2 3 4 4 4 4 5 5 5 6
Bandit Leader 2 3 3 4 4 4 4 4 5 5

%DQGLW
-

%DQGLW�/HDGHU
-

9LFWRU\�
2QFH�WKH�EDQGLWV�DQG�WKHLU�OHDGHU�DUH�GHDG�WKH�:DUULRUV�VHDUFK�WKH�FKHVWV�RI�WKH�EDQGLWV¶�WUHDVXUH�IRU�WKH�PDS��(YHQWXDOO\�WKH\�
ILQG�LW��VFUHZHG�XS�DW�WKH�ERWWRP�RI�RQH�RI�WKH�FKHVWV��6XGGHQO\�WKH\�UHDOLVH�WKDW�WKH�SDUFKPHQW�WKH\�DUH�KROGLQJ�FRQWDLQV�QR�PRUH�
WKDQ�D�IHZ�URXJK�VFULEEOHV�DQG�ZRUGV��QRW�D�PDS�WR�WKH�FLW\�DV�WKH\�ZHUH�OHG�WR�EHOLHYH��+RZHYHU��RQH�RI�WKH�:DUULRUV�PDQDJHV�WR�
UHDG�RQH�RI�WKH�ZRUGV�DQG�UHFRJQLVHV�LW�IURP�D�PDS�RI�/XVWULD�DV�DQ�DQFLHQW�3\UDPLG�7RPE�&LW\�LQ�/XVWULD��,W�ORRNV�OLNH�WKLV�LV�
LQGHHG�D�PDS�WKHQ��DOWKRXJK�D�UDWKHU�FUXGH�RQH��7KH�:DUULRUV�ZLOO�QHHG�WR�ILQG�D�VKLS�KHDGLQJ�IRU�/XVWULD�� LW�ZLOO�WDNH�WKHP�PDQ\�
PRQWKV�WR�ILQG�WKH�ORVW�FLW\�IROORZLQJ�WKHVH�GLUHFWLRQV��%HIRUH�OHDYLQJ��HDFK�:DUULRU�PD\�WDNH�� 7UHDVXUH�&DUG�IURP�WKH�EDQGLW¶V�
WUHDVXUH�SLOHV�
5HWXUQLQJ�WR�WKH�6HWWOHPHQW
8SRQ�UHWXUQLQJ�WR�WKH�6HWWOHPHQW��WKH�:DUULRUV�UHFHLYH�LQVWUXFWLRQV�IURP�WKH�.LQJ�WR�UHFRYHU�RQH�RU�PRUH�RI�WKH�VDFUHG�SODTXHV�
ZKLFK�WHOO�RI�WKH�KLVWRU\�RI�WKH�FLW\�DQG�UHWXUQ�LW VR�WKDW�IXWXUH�JHQHUDWLRQV�FDQ�OHDUQ�DERXW�WKLV�DQFLHQW�FLW\�



3DUW���± 7KH�&LW\
After the Warriors have arrived in Lustria and finished their business in the Seaport they must actually try to find the lost city 
using the crude map. Using the normal rules for wilderness travel, the Warriors can attempt once per week to locate the city, after 
travelling for a minimum of 4 weeks (it takes this long to reach the city one of the Warriors recognised on the map). At the end of 
each week thereafter roll 1D6. On a roll of 6 the Warriors have found the city - any other roll and they must continue for yet 
another week.

7KH�&LW\
7KH�/RVW�&LW\�RI�$XWOR[RWO�VWUHWFKHV�RXW�LQ�IURQW�RI�WKH�:DUULRUV�IRU�DV�IDU�DV�WKH\�FDQ�VHH��+RZHYHU��DOWKRXJK�RQFH�LW�PLJKW�KDYH�
EHHQ�D�PDUYHOORXV� FLW\�� FHQWXULHV� KDYH� WDNHQ� WKHLU� WROO� ± LW� QRZ� OLHV� LQ� UXLQ��$V� WKH�:DUULRUV� HQWHU� WKH�FLW\�� WKH\�FDQ� VHH�ZKDW�
UHPDLQV�RI�WKH�FLW\��5XLQHG�6NLQN�EDUULRV��RQFH�KRXVLQJ�WKH�PDMRULW\�RI�WKH�6NLQN�SRSXODWLRQ�RI�WKH�FLW\�KDYH�EHHQ�GHFLPDWHG�E\�
WLPH��7KH�VWUHHWV�DUH� OLWHUDOO\�FRYHUHG� LQ�UXEEOH��PDNLQJ�SURJUHVV�GLIILFXOW��$W� ODVW� WKH�:DUULRUV�FRPH�DFURVV�WKH�PDLQ�3\UDPLG�
7HPSOH��ORFDWHG�LQ�WKH�FHQWUH�RI�WKH�FLW\��,I�WKHUH�LV�DQ\�WUHDVXUH�KHUH��LW�ZLOO�PRVW�OLNHO\�EH�LQ�WKH�FKDPEHUV�EHORZ�WKH�WHPSOH��,I�
WKH�:DUULRUV�GHFLGH� WR� LQYHVWLJDWH� WKH\�FRXOG�EH�UHZDUGHG�ZLWK�YDVW� ULFKHV��,I�KRZHYHU�� WKH\�DUH�QRW�UHDG\�IRU�VXFK�DGYHQWXUH��
WKH\�PD\� UHWXUQ� WR� WKH�2OG�:RUOG� DQG�EH� KDLOHG� DV� KHURHV� DQ\KRZ�± WKH� NQRZOHGJH�RI� WKH� FLW\¶V� ORFDWLRQ� DV� YDOXDEOH� DV� DQ\�
WUHDVXUH�

Shuffle the dungeon deck as normal except add an additional 1D6 cards to the top of the pile to represent the vastness of the 
temple. The sacred plaques the Warriors are after are located in the Objective Room. At the end of the battle roll 2D6. This is how 
many plaques are still intact and the amount that the Warriors can transport back to the Old World.

&RPSOHWLRQ
The quest is over when the Warriors have returned to the Old World and presented the sacred plaques to the King. He will give the 
Warriors 200 Gold for each plaque.


