
Prelude – Maker’s Narwhal 

Summary: This is a prelude 

adventure to allow new 

players to work together 

though a combat encounter 

while working to put out a 

fire.  The group will need to 

decide who will engage in combat while the others 

carry buckets to douse a fire on board the ship they 

are traveling upon, The Maker’s Narwhal.  

Although an advanced test could be used to 

determine how quickly the fire is put out, the use 

of bucket tokens are used instead and the PCs must 

carry them from the fill location to the fire at ½ 

their speed (carrying a load), exposing themselves 

to attack.  There are two fire locations and each 

fire requires 3 buckets each.  Once all three 

buckets are moved, the fire goes out.  But the PCs 

need to move as the ship burns, it comes closer to 

sinking.  The other PCs will find out quickly the 

source of the fire – Rage Demons – denizens of 

Fade called forth to the mortal world by the anger 

and intense rage of corrupt fishermen betrayed by 

an apostate mage.  The PCs must defeat the Rage 

Demons and their Shade Demon lackeys before the 

ship sinks or the crew is sent to the bottom of the 

Frozen Seas.  

A REFRAIN OF FLAME AND HOARFROST 

  

 

 

 

 

 

 

 

 

 

 

 

 

 
  

Narration (Smitty): “You see, Maelek, the 

apostate mage, entered the old fishing village 

of Port Salem, not 2 days sail from here, seekin’ 

aid for a sword wound he received fighting 

Templars.  Port Salem folk are good people, and 

render aid to all that seek it – even if they be 

apostates.  So they cared for Maelek, and 

Maelek, for his part, bestowed a spell of good 

fortune on the nets of the fishermen.  Their 

catches grew and soon Port Salem grew rich & 

powerful.  Before too long, other fishermen 

along these coasts set sail for Port Salem 

waters.  With all these extra of fishermen in the 

area, the catches came up short and soon the 

waters were barren.  Angered, the townsfolk 

turned on Maelek and demanded he use his 

magics to increase the catch.  Maelek told them 

he could only help with the catch, not the 

number of fish in the sea.  They told him they 

would turn him over to the Templars if he 

didn’t comply.  So late that night, he stole away 

in a dingy – seeking to escape from his former 

saviors.  Two days later, Port Salem fishermen 

overtook his ship.  They brought him aboard, 

and demanded he comply with their desires.  

When he told ‘em that he couldn’t, even when 

they threatened to torture him.  When he again 

refused, well, they just sorta snapped.  No one 

knows what really happened, but the blood lust 

got into them and they killed him – but not 

before he placed a blood magic curse on them, 

the likes has not been seen in these waters.  

Using his own flowin’ blood, he cursed the 

sailors to never remember how to return to 

Port Salem.  So they killed him and dumped his 

body overboard.  And they set sail for home, 

but they never reached it.  Every time they set a 

course, the crew got confused and sailed in 

circles aimlessly until insanity and thirst 

overtook them.” 

 

Narration: The biting chill of the Frozen Seas 

cuts straight through your blankets and cloaks 

as you try to get some rest below in the hold of 

The Maker’s Narwhal on your last night aboard 

the ship before she sets into the port of Gwaren 

late tomorrow.  Captain Hancock told your 

party to secure yourselves below deck as the 

Eastern winds have picked up across the sea, a 

portend of an ice & lightning storm coming that 

evening.  As you wait below, Smitty, the ship’s 

First Mate, regales you with a stories of 

adventure and terror on these waters…   

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
Combat Encounter on The Marker’s 
Narwhal 
 
As the party races to the main deck of The Maker’s 
Narwhal, they see the source of the fire – (2) Rage 
Demons and (2-3) Shades (based on GM 
assessment of PC’s ability).  The Rage Demons 
presence have set the port side of the ship ablaze 
in two locations – one forward port aft and one 
forward port bow.  The ship has a 22’ beam (width) 
and is 70’ in length.  The ship has (5) 4” canons on 
both port and starboard sides as well as 2 barrels 
of gunpowder that could ignite if the fire spreads.  
Captain Hancock has directed his crew to get the 
fire buckets flowing from the starboard side to the 
port side.  He needs the PCs to carry three buckets 
of water to each fire.  And he needs the PCs to 
destroy the Rage Demons and Shades before they 
sink the ship. 

Roll for initiative! 
Rage Demon 

Abilities 

-2 Communication 

1 Constitution  

-1 Cunning 
4 Dexterity (Initiative, Stealth) 

3 Magic 

1 Perception  

4 Strength (Claws) 
0 Willpower 

Combat Ratings 

14 Speed 32 Health 

14 Defense 2 Armor 
Attacks 

Weapon Attack Roll Damage 

Claws +6 2d6+4 

Features 
Favored Stunts Knock Prone & Set Aflame 

 Resistance Fire, Skirmish, Knock Prone 

Talents 

Set Aflame: Cost: 2SP, Target takes 1D6 PEN 
DMG 

 
Shade (Lost Soul) 

Abilities 
-2 Communication 

0 Constitution  

0 Cunning 

5 Dexterity (Stealth) 
4 Magic 

1 Perception  

-3 Strength (Claws) 

4 Willpower 

Combat Ratings 

15 Speed 23 Health 

15 Defense 0 Armor 
Attacks 

Weapon Attack Roll Damage 

Draining Touch +5 1d6+4 PEN DMG 

Features 
Favored Stunts Draining Aura, Lightning ATK 

 Resistance Basic Melee ATKs; Must attack 
with Magic or Magic weapons 

Talents 

Draining Touch: 1d6+Magic PEN DMG 
Draining Aura: Cost 4SP, Target in 4yd area takes 

1d6 PEN DMG 

Narration: “They eventually found the ship, you 

know, but all crew was gone less a scurvy waste 

of a cabin boy who told the story of the curse 

before he, too, died days later.  Pirates and 

slavers raided the undefended town of Port 

Salem, killed the infirm and took the women 

and children North to Tiviniter to be sold as 

slaves.  Too bad for them, I reckon’.  Best not to 

help an apostate, I guess – or piss one off!  Oh 

well, good night!” Smitty laughs.  And with that, 

Smitty heads back to his hammock swaying 

between two transoms, and goes to sleep. 

Fitfully, your party tries to do the same.      

Hours later, you awake to hear a commotion 

above decks.  You smell salt water, feel the icy 

sting of the winter storm and see flickers of 

orange-red light flashing through the deck 

boards.  Then you see and smell smoke rolling 

down the stairs into the hold.  Smitty – already 

awake, runs to get you all up. 

“You need to get topside now!!” he screams, 

“We’re on fire and that’s not the worst of it – 

Maker Damn us! There be Demons here!” 

 



As the party moves (3) buckets to each fire 

location, the flames are extinguished.  As each of 

the Rage Demons and Shades fall, they leave 

behind 1d6 of Silver coins plus ragged human 

clothes that indicate that the human hosts were 

once sailors or fishermen on these waters.   

 

 

 

 

 

 

 

 

 

 

 

 

This concludes the Prelude to the Lair of the Seerer 

Dragon Age Adventure.   

Experience Points Award: Recommended 400-500 

XP for the combat encounter based on the PCs 

ability and use of stunts).     

 

 

 

THE MAKER’S NARWHAL 

 

 

Narration: As the last of the demons fall, your 

party and The Maker’s Narwhal crew are 

exhausted, soaked and frozen from the storm, 

and left in shock.  Captain Hancock orders the 

crew to secure the passengers back down into 

the hold and make ready the ship to continue 

its voyage towards Gwaren.  The winds pick up 

as you head down below.  Lightning cracks 

overhead under ebony clouds.  White foam 

waves assail the ship from both sides.  You can 

hear the crew and captain barking orders above 

decks.  The lanterns in the hold have long since 

gone out plunging you into darkness.  The 

winds that seep through the cracks in the ship 

carry an icy mist that tenses all the muscles in 

your body causing your party to shiver 

violently.  There will be no rest this night…     

 



  Lair of the Seeress 

Summary: The party arrives in 

the port town of Gwaren to a 

city under martial law.  The 

poor and indigent have been 

disappearing nightly from the 

streets and now orphans are 

disappearing – taken from the Chantry home for 

children in the dead of night.  The town’s sheriff 

has asked for assistance from the local Bann, but 

help has not arrived.  The Chantry believes the 

disappearances are the work of a rogue blood 

mage from the Dread Wolf’s Gift of Blood 

Vengeance cult, a group of rogue Dalish Elves who 

advocate for the destruction of the human race by 

all means necessary.  The Chantry has reason to 

believe the group is using the children in a Blood 

Magic ritual to divine the location of an ancient 

treasure of undreamed of power.  The Chantry has 

called in assistance from the regional Templar 

Company to stop the Dread Wolf and rescue the 

children.  The local sheriff seeing no other option 

has turned over law enforcement to the Templars 

and the Chantry.  Gwaren is under brutal martial 

law as the Chantry and Templars attempt to root 

out Dread Wolf infiltrators and sympathizers.  But 

the interests of the Chantry are not all that they 

seem.  Whispers of a local treasure hoard have 

been circulated in Gwaren since before the coming 

of Andraste.  It is said that the hidden trail to the 

hoard is only visible during a rare lunar eclipse that 

only occurs every 500 years.  And the next one 

occurs in 3 days’ time.  Does the party help the 

Chantry defeat the Dread Wolf’s Gift of Blood 

Vengeance and try to rescue the missing children – 

if they still live?  Will the party support the Dread 

Wolf’s Gift of Blood Vengeance to halt the 

oppression of elves throughout Thedas? Or will the 

party race against the Chantry, Templars and Dread 

Wolf’s Gift of Blood Vengeance cult to retrieve this 

treasure hoard for their own? 

PART ONE – A TOWN ON A BLOODY EDGE 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Narration: “The Party arrives to the port town 

of Gwaren, on the Frozen Seas Coast, after a 

long journey south aboard the Maker’s 

Narwhal.  You are on your way to the Fortress 

at Ostegar to pursue work as an adventurer.  

Gwaren is a large fishing and salt mining town.  

Fishing ships of all sizes line the numerous 

piers.  Horses and a few Brontos stand ready to 

pull large wagons lined with crates filled with 

salt and paper.  Deck hands and horse masters 

prepare to pack the day’s fresh catch for 

shipment into the city and points North and 

West.  Despite the hustle of longshoremen, 

captains, mates, wagon masters and customs 

inspectors, the rest of the town is tense, sparse 

and quiet.  Even the sailors seem content to 

collect their earnings and go on their way 

without drawing attention.  Everyone avoids 

eye contact with Templar patrols, two by two, 

marching ominously, appearing to look for a 

fight.  They appear more interested in City Elves 

than the expected scrutiny of any would-be 

apostate.  Oddly, there are no children at work 

or play anywhere in town.   

You collect your 2 sovereigns (GP) from the 

ship’s Captain Hancock, and you head down the 

gangplank onto Pier #13.  Smitty, the first mate 

on the Maker’s Narwhal, hands you your gear 

and asks if this is your first time to Gwaren…”   

 



Smitty - Deckhand 

Abilities 

2 Communication 

1 Constitution (Rowing) 
1 Cunning 

1 Dexterity 

0 Magic 

3 Perception (Seeing) 

2 Strength 

1 Willpower 

Combat Ratings 

8 Speed 21 Health 
8 Defense 2 Armor 

Attacks 

Weapon Attack Roll Damage 

Mace +1 1d6+3 
Fist +1 1d3 

Features 

Favored Stunts Knock Prone & Mighty Blow 

Magic Resistance None 
Talents 

Observation – As an old salt of the Sea, Smitty is 
the Narwhal’s eyes for trouble aboard ship 

Lore – Smitty has a keen passion for the stories of 
Thedas 

 
Roleplaying Encounters in Gwaren 
Smitty provides the party with a map of Gwaren 

and recommends several places to visit while in 

town before the trip towards Ostegar. 

 

 

 

 

 

 

 

 

 

 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Narration (Smitty):  

“First, I would stop by and see Tobias Wilsong 

at the Wooden Crown.  He has the best store 

for quality merchandise at a decent price” 

“Next, visit Krale Milton, the best blacksmith in 

Gwaren.  Don’t hold the fact that he’s a surface 

dwarf against him” 

“You can get rest and perhaps find work at the 

Iron and Scallop Inn, near the Elven Alienage” 

“Lastly, the town has a Chantry and library on 

the South side, for those of you needin’ savin’” 

“Maker’s Luck to you”” 

 

Narration: As the party enters Gwaren, they are 

approached by an older Templar in in 

resplendent armor of the Chantry.  He 

introduces himself as Company Sergeant Stoltz.  

He explains that the city is under martial law, 

and that all visitors should be wary of Elves that 

do not look like “city ones”.  He explains that 

“…the town has come under attack from a 

rogue Dalish Elven clan that calls themselves 

the Enansal Nanlin En’Hamal (Dread Wolf’s Gift 

of Blood Vengeance).  They claim to seek the 

destruction of all humans on Thedas.  The 

Chantry and Sheriff believe that they are 

abducting children to use in a blood magic ritual 

to divine the location of an ancient weapon 

rumored to be hidden in this area of Thedas.” 

Looking sad, he continues, “Sister Rosemary of 

the Chantry is in charge of hunting down this 

threat.  We’ve been ordered to raid the 

Alienage and round up all elves deemed 

‘suspicious’.  Seems these poor folk are worse 

than apostates now.  Stay clear tomorrow of 

the Alienage.  It won’t be our finest hour”. 

Looking at your party he states, “We are 

looking for strong arms to help the Chantry stop 

these rogue elves or search for this ancient 

weapon. There is coin to be had.  If you are 

interested, prepare your provisions and head 

over to the Chantry to speak with Sister 

Rosemary.”  With this he rejoins the patrol and 

heads into town. 

 

 



Stoltz – Templar Company Sergeant 

Abilities 

2 Communication (Leadership) 

1 Constitution  
1 Cunning 

1 Dexterity 

0 Magic 

2 Perception  

3 Strength (Heavy Blades) 

1 Willpower 

Combat Ratings 

8 Speed 32 Health 
8 Defense 5 Armor 

Attacks 

Weapon Attack Roll Damage 

Templar 
Bastard Sword 

+2 2d6+3 

Fist +1 1d3 
Features 

Favored Stunts Knock Prone & Mighty Blow 

Magic Resistance None 

Talents 

Single Weapon Style – Bastard Sword 

Two Hander Style – Bastard Sword 

 
Tobias Wilsong - Merchant 

Abilities 

2 Communication (Bargaining) 
1 Constitution  

1 Cunning 

1 Dexterity 

0 Magic 
3 Perception (Seeing) 

2 Strength 

0 Willpower 
 
Tobias Wilsong is a human merchant with a shop 
full of wares from across Thedas. He seems focused 
on maintaining a clean shop and friendly smile. 
 

 

 

 

 

Wooden Crown Adventurer’s Gear Gear Cost 

Arrows (20)  2 sp 

Bolts (20) 3 sp 

Backpack 9 sp 

Candle (Pair)  5 cp 
Flask  50 cp 

Flint and Steel  10 cp 

Healer’s Kit  
(Increase Health  3d6+CON) 

25 sp 

Ink (Black, one vial) 20 cp 

Lamp 2 sp 
Lantern 5 sp 

Lock Picks (+2 DEX (Lock Picking)) 12 sp 

Mountain Garb 10 sp 

Musical Instrument 10 sp 

Oil, Pint 8 cp 

Pouch (Belt) 1 sp 

Quiver 2 sp 

Rope (20 yards) 2 sp 
Spike 5 cp 

Tent, Large 35 sp 

Tent, Small 10 sp 

Torch (3) (+1 PER in the dark) 25 cp 
Traveler’s Garb (+1 DEX (Stealth)) 15 sp 

Water Skin 40 cp 

 
Ability Test for Tobias Wilsong 
TN 13 – Communication (Bargaining): Tobias will 

reveal a special Tainted Lifestone for sale which will 

glow red in the presence of Darkspawn.  

Adventurer’s Gear Gear Cost 

Tainted Lifestone Amulet 
(+2 PER (Detect Dawkspawn)) 

1 GP 

 
 

 

Narration (Tobias Wilsong, Wooden Crown):  

“Don’t fear the Templar presence in Gwaren – 

we need someone to get the bottom of these 

disappearances.”  While Tobias generally agrees 

with the Chantry and Templar help, “…the 

Templar shakedowns in the Alienage are bad 

for business.  Too heavy handed.  Most of these 

City Elves are good.” 

 



Krale Milton – Blacksmith 

Abilities 

2 Communication (Bargaining) 

1 Constitution  
0 Cunning 

2 Dexterity 

-1 Magic 

1 Perception (Seeing) 

3 Strength 

-1 Willpower 

 

Krale Milton is a Surface Dwarf who claims to be 

from Kal-Sharok – the missing Dwarven Kingdom.  

Like most Kal-Sharok Dwarves, he clearly has no 

love for Orzammar or their wares.  “Blood Tainted 

Traitors to the Stone!!” he often laments. His 

bravado seems forced, as if there is something 

more. 

 

 

 

 

 

 

 

Party: Is there something else left unsaid? 

Opposed Test for Krale Milton 

Party Strength (Intimidation) versus Krale’s 

Willpower: Krale will reveal that he was selling 

arms to the Dread Wolf leader Roth Vanan, not 

ambushed, and negotiations went bad.  That’s why 

he was attacked.  Roth Vanan came up short on 

coin, and attacked Krale Milton’s caravan intent on 

stealing the lot.  He states that Roth wants nothing 

more than the human (Templar) incursions into the 

Brecilian Forrest to end, not to destroy all humans. 

 

Milton’s Finest Kal-Sharlok Dwarven Wares 

 Weapon DMG Min 
STR 

Cost 

Battle Axe 2d6 1 14 sp 

Hatchet 1d6+3 0 10 sp 

Warhammer 2d6+1 0 17 sp 

Punch Dagger 1d3+3 0 8 sp 

Flail  
(Requires DEX (Flailing)) 

2d6+2 1 14 sp 

Bastard Sword 2d6 2 20 sp 

Long Sword 2d6 1 18 sp 

Dagger 1d6+1 - 9 sp 

Short Sword 1d6+2 -1 14 sp 

Metal Shod Staff 1d6+3 1 11 sp 

Quarterstaff 1d6+1 - 3 sp 

Special Rune Weapons* DMG Cost 

“Misery’s End” Battle Axe  
w/Novice Fire Rune 

2d6+1 Fire 
Damage 

2 gp 

“Gutrender” Long Sword 
w/Novice Lightning Rune 

2d6+1 
Electrical DMG 

2 gp 

“Shadow Fang” Dagger 
w/Novice Cold Iron Rune  

(Class: Rogue Only) 

2d6+2 DMG to 
Undead 

2 gp, 
50 sp 

“Spiteblade” Short Sword 
w/Novice Frost Rune 

1d6+2 
+1 Frost DMG 

1 gp, 
75 sp 

“Storm Breaker” Lyrium 
Infused Metal Shod Staff 
w/Novice Barrier Rune 

(DMG = 2d6) 
(Class: Mage Only) 

3d6 v. TN16 to 
reduce DMG of 

an ATK by 
Dragon Die 

2 gp, 
50 sp 

“Winter’s Bite” Mace 
w/Journeyman Rune 
(Class: Warrior Only) 

1D6+3 
+2 Frost DMG 

2 gp, 
50 sp 

* Note: Special Weapons require same Min STR as 
basic weapons (use chart above for reference) 

 

Narration (Krale Milton):  

“Them Templars think these crazy elves are 

behind these disappearances.  I thought it was 

bunk until my caravan was attacked by those 

Dread Wolf’s Gift of Blood Vengeance elves and 

their crazy blood mage, Anthros Fadrick.  We 

fought them off, but lost a horse.  If the 

Templars need to crack Elven heads to get them 

to calm down, I say ‘Let ‘Em’!!” 

 

 

 

 

 



Newt “Threefingers” – Innkeeper 

Abilities 

2 Communication (Bargaining) 

1 Constitution  
0 Cunning 

1 Dexterity 

0 Magic 

2 Perception (Seeing) 

1 Strength 

1 Willpower 

 
Newt is a human female innkeeper with two 
fingers missing from her left hand – lost to a fishing 
net years before when she worked the Frozen Seas 
as First Mate on the Swaying Witch.  She appears 
cold and detached from the crowd in the inn that 
includes Templars, sailors and few frightened city 
elves. 
 
 
 
 
 
 

 
 
 
 
 

Ability Test for Newt “Threefingers” 

TN 13 – Perception (Empathy): Newt reveals that 

her bar maid, Baela, was taken by the Templars for 

“enhanced” interrogation and was never seen 

again.  You get the impression that Newt and Baela 

were more than very close.   

 

 

 

 

 

 

Party: Is there anything else you can tell us? 

TN 14 – Communication (Persuasion): If the party 

appears to want to aid Gwaren to stop of the 

violence (either with the Chantry, with the Dread 

Wolf or simply find the children), she provides the 

party with a map of Roth’s last meeting place with 

Baela before she was taken.  She assures you it is 

not his hideout, but may provide clues. 

 
 

  
 

Iron and Scallop Inn Rates 

Lodging, Common Room, 1 Night 
Recover 3d6 Health after 8hrs 

5 cp 

Lodging, Private Room, 1 Night 
Recover all Health after 8 hours 

2 sp 

Narration (Newt ‘Threefingers”):  

“Hate that the children have gone missing, but 

these Templars are going after the wrong 

culprits.  Never seen them go out in force to run 

these Dread Wolf bastards down.  No.  They 

beat on the City Elves as if they were hiding a 

score of apostates and Andraste herself.” 

 

 

 

 

 

Narration (Newt ‘Threefingers”):  

“Baela’s brother was in fact, Roth Vanan, the 

leader of the local Dread Wolf’s Gift of Blood 

Vengeance.  Roth and now these Chantry 

Templars are obsessing to find this treasure 

hoard.  The Templars don’t even really seem to 

searching for the children.  Their captain, 

Mirkwood is her name, and Sister Rosemary, 

some holy woman she is, are racing to find the 

Seeress’ treasure hoard. Now Baela is surely 

dead.  They can all burn in the Deep Roads!” 

 

Chantry 

Alienage 

Market 

Inn 

GWAREN 



Sister Rosemary – Senior Sister of the Chantry 

Abilities 

2 Communication (Leadership) 

1 Constitution  
3 Cunning (Research) 

1 Dexterity 

0 Magic 

2 Perception  

1 Strength 

3 Willpower 

Combat Ratings 

8 Speed 22 Health 
8 Defense 1 Armor 

Attacks 

Weapon Attack Roll Damage 

Quarterstaff +1 1d6+1 
Fist +1 1d3 

Features 

Favored Stunts Knock Prone & Mighty Blow 

Magic Resistance None 
Talents 

Lore (Chantry) & Linguistics 

 
Sister Rosemary is a cunning, ambitious and 
ruthless woman.  She is clearly the power behind 
the Chantry in Gwaren.  She is commanding the 
Templars actions in town and has provided Chantry 
forgiveness to Templars use of torture (and any 
other means necessary) to stop the Dread Wolf and 
recover the Seerer Hoard.  And, yes, save the 
children as well. Templar Captain Mirkwood stands 
stoically by her side, staring down the party. 
 

 

 

 

 

 

 

 

 

Party: What exactly is this Seeress Hoard? 

 

 

 

 

 

 

 

 

 

 
 

 
 
Exploration Encounter in Chantry Library 
 
Advanced Test to Discover the Secret of the 

Seeress 

TN 13 / Threshold 15 – Cunning (Research): Each 

round is (2) Hours. If the party fails to meet the 

Threshold within 8 hours, the GM may edit what is 

discovered in the library. 

 

 

Narration (Sister Rosemary):  

“These Dread Wolf cultists are a blight on the 

light of Andraste and need to be exterminated 

by all means necessary.  That they are hiding in 

plain sight in among these City Elves will not 

stop our cause.  We know their kind.  They are 

abducting children to use in blood magic 

divination rituals to find the lost Seeress’ Hoard.  

These heathens have no idea what they seek.  

This is an evil weapon that must be recovered 

for the Chantry and sent to Orlais.  With it, we 

can end the scourge of apostates and 

Dawkspawn in a single stroke of Andraste’s 

Grace.  There is coin to be had to help us.” 

 

Narration (Sister Rosemary):  

“I have little time to explain this to the likes of 

sell swords such as yourselves, but if you have 

one that can read, you are welcome to visit our 

Chantry library.  Sister Anora will take you there.  

I will allow you 8 hours, nothing more.  Be gone.  

We go into the Alienage tomorrow and Captain 

Mirkwood and I have much to discuss. Let us 

know your choice in the morrow.” 

With that, she turns and joins Captain Mirkwood 

around a table with a map of the Alienage.  The 

door to her chambers closes, and Sister Anora 

asks the Party if they all will join her in the 

Library or just a few members. 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
After the party reads this, Sister Anora appears 
irritated and quickly escorts the group to the front 
of the Chantry Abbey and out into the city streets. 
 
 

Combat Encounter in Dark Alley 

 
As the party moves to the Iron and Scallop or other 
accommodations – or – if the party investigates the 
map provided by Newt “Threefingers”, they are 
attacked by the Dread Wolf’s Gift of Blood 
Vengeance. 
 
Roll for initiative! 
 
Note: Party attacked by Roth Vanan and (1) Dread 
Wolf Elf per party member present in the street. If 
the party split at the library, do not add additional 
Dread Wolf Elf for those researching the legend of 
the Seeress. Use Roth’s stats for each Dread Wolf 
Elf, but Health = 22. 
 

Roth Vanan – Dread Wolf’s Gift of Blood 
Vengeance Leader 

Abilities 

2 Communication (Leadership) 
0 Constitution  

1 Cunning (Research) 

3 Dexterity 

1 Magic 
2 Perception  

1 Strength 

3 Willpower 
Combat Ratings 

13 Speed 26 Health 

13 Defense 5 Armor 

Attacks 
Weapon Attack Roll Damage 

Long Bow +5 1d6+5 

Short Sword +5 1d6+3 

Features 

Favored Stunts Lightning Attack 

Light Mail, long bow, short sword, cloak 

Talents 

Archery and Single Weapon Style 
 

 

Narration: “In -588 Ancient, during the Teviniter 

Imperium’s wars to conquer Ferelden, Archon 

Derivian called upon the Dark Magic of the Fade 

and summoned forth a creature who could 

divine the future.  With the face of a woman, 

body of a lion and tail of an alligator, Derivian 

believed this Sphinx would make him 

unstoppable against the Avvars, Chaisands and 

Alamari.  The creature’s only demand was for 

Derivian to love her above all else.  As he 

conquered more lands, the Seeress realized his 

lust for power was his only love.  Disparaged and 

rejected, her clairvoyance failed.  In -593 

Ancient, at the Battle of Crondor Pass, Archon 

Derivian’s army fell to a surprise attack from 

Alamari cavalry.  Enraged, Derivian ordered the 

Sphinx Seeress butchered.  Field Marshall 

Mubaric took pity on the Sphinx and ordered it 

bound and gagged.  He dispatched a detail from 

his personal guard to spirit the Seeress away 

deep into the Brecilian Forrest along with 

several powerful weapons infused with Fade 

magic.  There the Seeress and the hoard would 

remain hidden until his return.  His patrol was 

never seen again.  Mubaric fell a month later to 

Avvaian archers in an ambush.  Here the 

accounts become confused.  One account has 

the Sphinx & hoard captured by Dalish elves and 

destroyed.  Another states that the patrol 

accomplished its mission only to fall to bandits 

on the way North to Teviniter.  A third states 

that the patrol was successful and the only 

survivor of the bandit ambush was captured by 

Orlesian raiders and taken to Val Royeaux.  Here 

the story circulated for centuries until it caught 

the attention of Grand Cardinal Elena, Chief 

Minister for the Recovery and Disposition of 

Blasphemous Artifacts from the Fade.” 

 

 



After the Dread Wolf loses (1) or more Elves, Roth 
Vanan calls for his Dread Wolf Elves to cease fire. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Party: Are you taking children for Blood 
Magic/Where are the children taken to? 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
And with these words, the Dread Wolf’s Gift of 
Blood Vengeance disappears into the night.  It is 
late and the party should return to the Iron & 

Scallop to prepare for the Alienage assault in the 
morning. 

Roleplaying Encounters in the Alienage 
* Begin only after the rest of the encounters in 

Gwaren are complete. 

 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Arainar – Elder City Elf 

Abilities 

2 Communication  
0 Constitution  

1 Cunning 

2 Dexterity 

0 Magic 
2 Perception (Empathy) 

-1 Strength 

3 Willpower 

Narration (Roth Vanan):  

“Why do you align with these Chantry leaders 

that are as corrupt as the Darkspawn!?  Did the 

beloved sister tell you how they are torturing 

and slaughtering innocent City Elves?  Or that 

Sister Rosemary herself called on the blood 

mage Anthros Fadrick to use criminals and 

indigents for the blood magic spell of divination 

to find the Seeress’ Hoard!?  And only when the 

Chantry Mother caught wind of this, did she 

disavow Anthros as an Apostate? Convenient 

that the Mother Superior became suddenly ill, 

and now Sister Rosemary runs the Chantry and 

Templar Thugs! We seek nothing more that the 

means to protect ourselves from the Chantry’s 

Marches into the Brecilian Forrest or Alienage to 

slaughter and kill Elves. We will pay you well if 

you sell swords help free our people.” 

 

 

 

 

Narration (Roth Vanan):  

“Those that your own Chantry Sister ordered 

taken and used by Anthros Fadrick?  They are 

with their ancestors.  Your Sister had no love for 

them and neither do we.  We will use any means 

necessary to find the Seeress’ Hoard and use it 

for our own protection.  Even if it means taking 

your unwanted children to use in a more fitting 

purpose.  They are dead.  As dead as the others 

Sister Rosemary condemned.  It is the only 

means we have to survive.  Go to the Alienage 

tomorrow.  You will see the righteousness of 

your God and those who fight in her name. Let 

us know your choice then.” 

 

 

 

 

Narration: In the morning, the Party arrives too 

late to the Alienage.  Templars escort chained 

and beaten City Elves into waiting caged wagons 

drawn by dour horses.  Bodies of City Elves lie 

about everywhere.  It is clear that the Templars 

and Chantry raided the Alienage in the early 

morning hours and met no resistance.  The 

copper smell of blood and taint of burned flesh 

assail the Party’s senses.  Templar Soldiers are 

shaking down City Elves demanding to know 

where the children were taken.  “Who are Dread 

Wolf sympathizers?”  “Where is the apostate 

mage, Anthros Fadrick?”  Blood runs in rivulets 

through the gutter.  A rain begins to fall and 

causes an unnatural steam to form made of 

water and blood.  Captain Mirkwood, Company 

Sergeant Stoltz and Sister Rosemary are 

nowhere to be seen.  Among the carnage, the 

Alienage Elder Elf stands stoically watching the 

Vhenadahl tree burn. 

 

 

 

 



  

 
 

Arainar, the Elder City Elf of the Alienage slowly 
walks towards the party.  He appears to be carrying 
the burden of the whole city in his shoulders.   
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Party: What do you know of this Seeress Hoard? 
 
Opposed Test to Discover the Location of the 

Seeress’ Hoard 

Party’s Constitution (Persuasion) vs Arainar’s 
Perception (Empathy): If the party appears to want 
stop the violence and get to the Seeress’ Hoard 
first, Arainar will provide the final clue to the 
Seeress’ Hoard.  If the party loses the roll, they may 
try again as Arainar seems to want someone to 
help end the carnage. 

 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 

 

As the party and the rest of the residents of 
Gwaren are ordered out of the Alienage area, the 
party returns to the Iron and Scallop Inn to 
determine what to do next.  Support the Chantry?  
Support the Dread Wolf’s Gift of Blood Vengeance?  
Seek out the treasure first and destroy it…or keep it 
for themselves? 
 

END OF PART ONE  
  

Narration (Arainar):  

“Those damned fools.  They brought this carnage 

down upon us.  These Dread Wolf Elves are 

angry children acting as Elders.  And the 

Templars?  We have no dispute with them.  But 

here they are slaughtering our kind just the 

same.  And the carnage all for a prize that should 

remain hidden from this entire world.  I beseech 

you – please stop this carnage.  Stop these Dread 

Wolf zealots who do not speak for us.  Stop this 

Chantry Sister and her Templar thugs.  Beware 

the Seeress’ Hoard.  Death surrounds it”  

 

 

 

 

Narration (Arainar):  

“Yes, the treasure is real and it is hidden not far 

from here, so it is told from generations past.  

Dalish Elves trailed the Teviniter Soldiers, 

centuries past, and saw where they stowed their 

prize.  As these were invaders, the Elves killed 

the patrol, though one may have escaped.  To 

mark the trail, the Elves arranged a series of rare 

White Lyrium Stones which only glow under a 

Fall Equinox full moon that occurs once every 

500 years.  The next one occurs tomorrow 

evening.  I have marked your map with the 

location we believe may be the start of the trail, 

north of Gwaren.  Find this treasure before the 

Dread Wolf or Chantry and destroy it.  It was not 

meant for this world.  Only when it is gone will 

we know peace.  If not, this city will rip itself 

apart in war.  May the Maker and Old Gods 

watch over you…” 

 

 

 

 



PART TWO – CHASING A MYTH THROUGH TIME 
 

 

Summary: The party must decide which direction 

they want to take: Support the Chantry, Support 

the Dread Wolf’s Gift of Blood Vengeance or seek 

the treasure for themselves. As there are multiple 

paths the PCs can take, a couple of options are 

presented for the next Roleplaying Encounter.  

Both of these happen just before the PCs head to 

the start of the trail that Arainar marked on the 

map.  Once on the trail, the PCs will need to quickly 

perform an Advanced Test to navigate through a 

forest of Dragonthorn vines while taking PEN DMG 

each round they are stuck.  Once through, the PCs 

will need to find and solve the riddle of the 

entrance Lair of the Seeress.  Inside, the PCs fight 

through creatures guarding the lair, and then they 

will have the option to fight or set free this 

magnificent creature.  Despite being locked away 

for centuries, Ametshen, the Seeress and Sphinx, is 

supremely powerful.  She will beseech the PCs to 

free her.  She will vow to return to the Fade, but 

not before bestowing magnificent gifts upon the 

PCs.  The choices the party makes will have 

significant impacts on their future while 

adventuring in Thedas. 

 

 

 

 

 

 

 

 

 

 

 

At this point, the GM asks the party what they 

want to do: Support the Chantry, Support the 

Dread Wolf’s Gift of Blood Vengeance or Seek the 

Treasure for Themselves.  If the party wants to 

support the Chantry, proceed to Roleplaying 

Encounter #1.  If the party wants to support the 

Dread Wolf’s Gift, proceed to Roleplaying 

Encounter #2.  If the party wants to Seek the 

Treasure for themselves, it is up to the GM which 

of the two following Roleplaying Encounters to use.  

Both end at the beginning of the trail to the Lair of 

the Seeress. Only do one Roleplaying Encounter. 

Roleplaying Encounter #1 (Support Chantry) 
 

 

 

 

 

 

 
 
 
 
Ability Test Outside the Scallop and Inn 
TN 21 – Perception (Seeing): If successful, the PCs 

will determine a trap has been laid once outside 

the Inn, they are overmatched by Dread Wolf 

archers and must follow the Dread Wolf’s Gift for 

now...  If unsuccessful, the PCs are knocked 

unconscious (1d6 DMG (P)) by a blow to the back 

of the head and taken away to a secret location.       

Narration: The party returns to The Iron and 

Scallop to find a full tavern of townsfolk, sailors 

and Templars.  Most seem keen to talk in quiet 

tones, but some of the more bigoted human 

residents throw out phrases like “knife ears had 

it coming” or “killin’ elves ain’t like killing real 

people”.  Newt “Three Fingers” approaches your 

table with a tray of ale and sweet cakes. 

 

Narration (Continued): Approaching the table, it 

is clear that Newt has been crying. 

“You see these damned bigots and how they 

laugh at what’s been done?  Maker’s Will, I am 

done with them, the holy Chantry and the lot of 

‘em”.  With that, Newt walks away, clearly not 

wanting to engage the party in conversation.  

 

 

 

 

Narration: One of the bigots you overheard 

earlier begins to beat one of the City Elf inn 

workers for some perceived slight.  The Elf runs 

outside and the large drunk chases him.  Newt 

gives you a pleading look to do something, and 

your party races out after them.  As you race 

outside and around the corner, you see the bigot 

face-down in the water, several Dalish shafts 

sticking out of his back, and the “wounded” elf 

standing next to Roth Vanan, smiling… 

 

 

 



 

 

 

 

 

 

 

 

Anthros Fadrick – Blood Mage for the Dread 
Wolf’s Gift of Blood Vengeance 

Abilities 

1 Communication (Investigation) 

1 Constitution  

1 Cunning (Poison Lore) 
0 Dexterity 

4 Magic (Arcane Lance, Blood, Spirit) 

0 Perception  

1 Strength 
3 Willpower (Self-Discipline) 

Combat Ratings 

11 Speed 70 Health 
9 Defense 2 Armor 

Attacks 

Weapon Attack Roll Damage 

Arcane Lance +5 1d6+3 
Steel Metal 
Shod Staff 

+0 1d6+4 

Features 

Favored Stunts Imposing Spell, Mighty Spell 

Mana: 65 

Spells 
Blood Wound, Blood Sacrifice, Wrack 

 

The PCs must now negotiate their release either by 

telling the Dread Wolf the truth, convincing 

Anthros that they do not know anything or if the 

PCs change allegiance to the Dread Wolf’s Gift, 

they will not betray them.  Anthros will tell the 

party that he knows that they have been 

researching the Seeress and might even have an 

ally in the Alienage providing them more 

information.  Time is short for the party to 

convince this zealot, as his staff sparks with magic. 

Opposed Advanced Test to Secure Release 

Party Spokesman’s Communication (Persuation) 

versus Anthros’ Communication (Investigation)/ 

Threshold 15: Each round that is successful, 

Anthros is convinced of the party’s story.  Each 

round that is unsuccessful; each member of the 

party is punished by a Blood Wound attack by 

Anthros. 

 

Spell MP Type Test DMG 

Blood 
Wound 

8 Major CON (Stamina) 
vs. Spellpower 

1d6+Magic 
PEN 

 

After the party meets the Threshold, Anthros states 

that he believes them, and asks if the party will join 

their cause.  If yes, the Dread Wolf’s Gift will follow 

the party to the start of the White Lyrium trail.  If 

not, the party is knocked unconscious, yet again, 

and wakes hours later in the field.  Should the party 

choose to look for the Dread Wolf’s Gift to seek 

retribution for this attack, the GM should remind 

them of the Fall Equinox full moon rising after 

sunset and plan accordingly.  

Roleplaying Encounter #2 (Support Dread 
Wolf’s Gift of Blood Vengeance) 
 

 

 

 

 

 

 

 

 

 

Narration: The party finds itself bound, gagged 

and in a shaded grove outside Gwaren.  Despite 

it being mid-day, the grove is dark as mid-night. 

Standing next to Roth Vanan, you see a cloaked 

elf leaning on a Steel, Metal-Shod staff.  Without 

any effort, you sense an aura of death and 

magic.   

“I am Anthros Fadrick, and I will know what you 

know or you will die here,” he says without 

much threat. 

 

 

 

Narration: One of the bigots you overheard 

earlier begins to move towards the party’s table, 

then stops abruptly, and runs outside.  He 

returns minutes later with Templar Company 

Sergeant Stoltz and a squad of Templars, swords 

drawn.  Newt moves to block them, but is 

respectfully, but firmly pushed aside by Stoltz as 

he approaches the table.   

“I recommend you come with us.  I have another 

score of men and women outside who wouldn’t 

think twice about dropping you where you 

stand.  Sister Rosemary would speak with you.” 

 

 



If the party wishes to attack the Templar platoon, 

the GM should remind them there are (30) 

armored Templars to fight through plus the off-

duty ones in the Iron and Scallop, in addition to the 

bigot’s friends.   

Templar Soldier 
Abilities 

1 Communication  

0 Constitution  

0 Cunning 
0 Dexterity (Brawling) 

1 Magic 

1 Perception  

3 Strength (Heavy Blades, Bludgeon) 

1 Willpower 

Combat Ratings 

8 Speed 29 Health 

8 Defense 5 Armor 
Attacks 

Weapon Attack Roll Damage 

Bastard Sword +2 2d6+3 

Fist +1 1d3 
Maul +2 1d6+3 

Features 

Favored Stunts Knock Prone & Mighty Blow 
Magic Resistance None 

Talents 

Single Weapon Style – Bastard Sword 

Two Hander Style – Bastard Sword 
 
 
 
 
 
 
 
 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The PCs must now negotiate their release either by 

telling Sister Rosemary the truth, convincing her 

that they do not know anything or if the PCs 

change allegiance to the Chantry, they will not 

betray them.  Sister Rosemary will tell the party 

that she knows that they have been researching 

the legend of the Seeress, and might even have an 

ally in the Alienage providing them more 

information.  Time is short for the party to 

convince this zealot of the Chantry, as her personal 

Templar thugs start to swing heavy mauls. 

Opposed Advanced Test to Secure Release 

Party Spokesman’s Communication (Persuation) 

versus Sister Rosemary’s Communication 

(Investigation)/ Threshold 15: Each round that is 

successful, Sister Rosemary is convinced of the 

party’s story.  Each round that is unsuccessful; each 

member of the party is punished by a downward 

blow from a Maul to the back. 

 

Weapon Attack Roll Damage 
Templar Maul +2 1d6+3 

 

After the party meets the Threshold, Sister 

Rosemary states that she believes them, and asks if 

the party will join their cause to redeem their souls.  

If yes, Templars will follow the party to the start of 

the White Lyrium trail.  If not, the party is knocked 

unconscious, yet again, and wakes hours later in a 

Narration: The party is escorted out of the Iron 

and Scallop, bound and placed in a waiting cage 

cart.  Templars remove the party’s weapons and 

place them into another cart.  The lead driver 

snaps the reins and the horses pull away South 

toward the Chantry.  Stoltz does not join the 

caravan, instead looking sadly at the bound 

party as it pulls away.  As the precession reaches 

the Chantry, the party is roughly off loaded and 

moved to a large common room and roughly 

thrown down face down with your hands still 

secured behind your back.  The Templars leave, 

less one guard, and the party waits more than 

three hours before someone approaches. 

 

 

Narration: Although you cannot see her, you 

hear Sister Rosemary enter the room with some 

Templars, based on the sound of the armor.   

“As Sister and soon Reverend Mother of the 

Chantry of Gwaren, I am charged by the spirit of 

Andraste herself to purge this unclean world of 

heretics, apostates and sympathizers by any 

means necessary.  I have reason to believe you 

are in league with the Blood Mage Anthros 

Fadrick and mean to help him find this weapon 

of the Fade.  It belongs to the Chantry and will 

be mine.  I will know what you know or you will 

die here,” she says without much threat. 

 

 

 

 



drainage ditch near the market square.  Should the 

party choose to return to the Chantry to seek 

retribution for this attack, the GM should remind 

them of the Fall Equinox full moon rising after 

sunset and plan accordingly.  

ONTO THE TRAIL OF THE LAIR OF THE SEERESS 

At this point, the PCs should have completed one 

of the two Roleplaying Encounters (Support 

Chantry or Support Dread Wolf’s Gift).  Should the 

party choose to travel to the start of the trail 

indicated by Arainar, they will head north of the 

Northern City Gates and west into the wood where 

they will find the start point.  If the party is 

accompanied by either the Chantry Templars or 

Dread Wolf’s Gift elves, then they will follow 

behind the party. 

 

 

 

 

 

 

 

 

 

 
* If the party is in league with either the Chantry or 
Dread Wolf’s Gift, then read the following:  

 

 

 

 

 

Exploration Encounters in Brecilian Woods 

Ability Test in Brecilian Woods 
TN 9 – Perception (Seeing): If the party members 

pass this test, they will see a white glow coming 

from the ground ahead of them.  Upon 

examination it is a square 10”x10” stone sunk into 

the ground, such as the land survey markers the 

King’s engineers use in Denerim.  In the center of 

the sunken block is a Dalish Elven rune whose 

meaning has been lost to time.  It is glowing white 

as it catches the moon beams piercing the woods 

from the open trail ahead.   

If you have a mage/or those with Magic abilities in the 
group: 
 

Ability Test in Brecilian Woods 
TN 9 – Magic: Mages and any other who passes 

this magic test will learn that the rune is white 

lyrium. This strain of lyrium causes anxiousness 

among the party (mages or PCs with >1 Magic).  

Ability Test in Brecilian Woods 
TN 15 – Perception (Seeing): In addition to finding 

the first marker, you spot the skeletal remains of a 

traveler long dead off the trail a few feet at the 

base of a tree.  Though fleshless, you see scoring, 

gouges and punctures on the bones and skull.  It 

could be the mark of a massive maw of some 

enormous animal, but you are not sure.  The 

clothing appears to be hundreds of years old, and 

shredded as though sliced.  The now black stains of 

blood permeate the clothing.  You find (1) rusted 

short sword, a copper key in the shape of a skull on 

a lanyard and 80 CPs.  Nothing else is of use. 

 

Narration: You start to follow a well-worn 

hunting trail, and immediately grow suspect.  As 

you go deeper into the woods, though, you see 

that the trail is closing behind you!  Foliage, 

trees and bushes close back in place as if a 

curtain is drawing closed behind you.  Even the 

ground itself shows no sign of ever being tread 

upon by man or beast.  You can barely see 

behind through the growing wall of dense forest, 

but are sure that you have left the hunting trail 

far behind.  This enchanted trail in front of you 

has narrowed to a small footpath that is smooth 

and clear.  The sun has set at this point in the 

west, and you can see the full moon rising 

through the northeastern sky. 

 

 

 

* Narration: As you look behind, you can see 

that the (Chantry/Templars or Dread Wolf’s Gift) 

did not make it through onto this enchanted 

trail.  You can hear them angrily calling out to 

the party, but as the woods close in around you, 

so does their calling fade into silence as if you 

were swiftly rowing away from a beach of angry 

men and out to the gentle quiet of the sea.   

 



If the party chooses to hack its way back to the trail 

for any reason, it would be an Ability Test TN 21 

for Strength (Might).  If successful, the party 

member who accomplishes this will make it back to 

the trail to see it close behind him/her, separating 

them from the party.  Don’t worry, they will catch 

up later!  

If the party presses on, read following: 

 

 

 

 

 

 

 

 

 

 

 

If the party requests to conduct Ability Tests along 

the trail, the GM could reveal other bodies along 

the route with the same wounds as the earlier one 

(puncture holes and lacerations).  If a test for 

animal lore is asked, it is not clear if the animal 

residue was from scavengers feasting after death 

or the cause.  

 

 

 

 

 

 

 

 

 

 

 

 

Advanced Test to carve a path through the 

Dragonthorn 

TN 13 / Threshold 21 – Strength (Might): As the 

party chooses their lead PC to cut the path 

through, the rest will be attacked by the closing 

Dragonthorn hedges from all sides.  PCs not in the 

lead are limited in their actions to the GMs will, but 

ones such as Heal, Guard Up, Defend are useful 

while the lead PC cuts this trail.  The GM can also 

have some fun as the thorns pierce wine and water 

bladders, punch holes in map rolls, sacred lockets, 

coin purses, etc…   

PCs can Stand Firm as a Minor Action or use PC 

Dexterity (Acrobatics) vs. Dragonthorn Strength 

(4) to avoid damage.  In either case, use the ATK 

and DMG chart below for the Dragonthorn attack. 

Weapon Attack Roll Damage 

Dragonthorn  +4 1d6+1 
 
As the party makes it through the Dragonthorn thicket, 

they will be cut, bruised and aching.  If the party makes 

it though this with ease, the GM could add a Sylvan to 

spice up the engagement as the PCs not in the lead may 

get bored, if they are not cheering on the PC on point.  

Narration: As you proceed down the path, the 

moonlight always seems to fall in a position to 

fully light the path.  The silence of the forest less 

the sound of the party movement, the contrast 

of the pale silver light against the darkest cobalt 

of the woods on either side of this enchanted 

trail and the cool stillness of the autumn air 

leave you with a feeling of falling calmly though 

space without concern for reaching the bottom.  

You find a second and then a third marker in the 

ground spaced about ¼ mile apart.  Each is 

sunken into the dirt, each has an ancient rune on 

it.  Each is glowing white and each brighter than 

the last. The trail continues to open up before 

you and close behind you, obliterating any 

evidence you were ever there.   

 

 

 

Narration: The party finally enters an open area 

where in the center is a marker like the others.  

The moon light on this stone is reflecting a beam 

straight through the dense foliage on the other 

side.  As the party nears this spot, the woods do 

not separate like before.  But the forest is still 

closing behind you.  The wall of foliage behind 

you is pressing on the wall of foliage in front of 

you with the moon beam piercing through.  As 

you look forward, you finally recognize the 

thicket in front of you as Dragonthorn – one of 

the strongest wood in all of Thedas.  The wall of 

foliage behind you is now Dragonthorn as well.  

The path is narrowing and only one of you can 

serve as point to lead you out.  You better figure 

out something quick or be shredded to death. 

 

 

 



PART THREE – LAIR OF THE SEERESS 
 

 

 

 

 

 

 

 

 

 

 

 

 

If the party enters any of the doors, they instantly 

return to the cave through another archway.  Any 

Ability Tests for Magic reveal the archways are 

enchanted.  Of the (4) doors, North, South, East 

and West, all return the party to the same cave in 

any random order.  The goal here is to have the 

party decipher the riddle.  “To see the future, you 

must go BACK to the past.” As the sun rises on 

Thedas in the East and sets in the West, to “back to 

the past”, the PCs need to enter the West 

(Frostback Mountains) archway walking backwards.   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
Roll for initiative! 
 
Note: Party attacked (1) Enraged Corpse for each 
PC plus (2) more.  These are the remains of the 
Mubaric’s scouts he sent to secure the Seeress. 

 
Enraged Corpses (Rage Demon) 

Abilities 

-2 Communication 
4 Constitution (Stamina) 

1 Cunning 

0 Dexterity 
2 Magic 

0 Perception  

4 Strength 

2 Willpower 
Combat Ratings 

8 Speed 40 Health 

10 Defense 0 Armor 

Attacks 
Weapon Attack Roll Damage 

Claws +6 1d6+6 

Features 

Favored Stunts Disarm & Strangle 
Talents 

Howling Madness 

 

 

 

 

Narration: Moonlight explodes onto a small 

open area as the party bursts through the 

Dragonthorn forest.  As the party enters the 

small 10’ round area, the moon beam casts light 

onto an entrance of small cave.  Inside the cave 

there four archways, each draped in a 

shimmering light.  Above each of the doorways, 

carved in relief, are landscapes.  (4) in total, one 

shows the Frozen Seas to the East, one shows 

the Frostback mountain range to the West, one 

that looks like Fwaretuth Island South of 

Gwaren, and one that looks like Dragon’s Peak 

mountain to the North.  As you hold the map 

that Arainar marked, the moonlight catches it 

and reveals a hidden message that he left on the 

map that you must have overlooked.  It reads, 

“To read the future, you must go back to the 

past”.   

 

 

 

Narration: Weapons and shields lie with the 

fallen skeletons.  As you enter the cave you 

sense movement in the room.  Incredibly, bones 

start to come together and form shapes of men.  

Weapons come to long dead hands.  Dust kicks 

up as more and more bones skit across the floor, 

with a life of their own to form these warriors 

again.  Ominous red light emits from empty eye 

sockets.  And from the depths of the abyss, 

these Enraged Corpses cry out as one, filling the 

chamber and your heart with a wail of rage and 

horror.   

 

 

 

Narration: As the last Enraged Corpse falls, so 

does the shimmering shroud covering her.  As 

she uncoils, she stretches and standing before 

the party with a genuine smile on her face.  

“Welcome, travelers, I am Ametshen.” 

 

 

Narration: The party enters a large square room 

with a raised dais in the center.  The ceiling of 

this cavern is at least 20’ high with an opening 

sealed by a stone door.  On the dais lies a Fade 

creature from myth – the Sphinx.  Lying beneath 

a shimmering wall magic, the Sphinx stirs.  

Golden light flows from the dais and fills the 

room with an eerie aura.  In the dark corners of 

the room, bones of long dead men lie in piles.   
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Ametshen 

Abilities 

4 Communication (Persuasion) 

4 Constitution (Stamina) 

4 Cunning (Cultural Lore, Historical Lore, 
Religious Lore) 

4 Dexterity (Bite, Brawling, Fire Breath) 
4 Magic (Entropy) 

4 Perception (Hearing, Seeing, Smelling)  

4 Strength (Claws, Intimidation) 

4 Willpower (Morale) 
Combat Ratings 

14 Speed 80 Health 

14 Defense 6 Armor 

Attacks 
Weapon Attack Roll Damage 

Bite +6 2d6+6 

Claws +6 1d6+5 

Tail Snap +4 1d6+4 

Fire Breath +6 2d6+4 

Features 

Spellpower 14(16) Mana: 36 
Spells 

Daze (1MP), Heroic Aura  (6MP), Horror (7 MP), 
Mind Blast (2MP) 

 

Favored Stunts: Defensive Stance (1 SP), Mighty 

Blow, Puissant Casting, and Skillful Casting. 

Bestow Vision: The Seeress can grant limited 

visions of the future to willing and unwilling targets 

alike. These visions are not certain nor assured. 

“One’s hopes and dread can often get in the way,” 

she says, “and the future is a smoky, drifting thing 

besides.” A character can be given a vision of their 

own endurance and skill or fleeting and terrible 

images of future pain and anguish (adventurer’s 

lives often involve lots of both). 

This power manifests as an automatic success on 

the casting roll for the Heroic Aura and Horror 

spells as well as in the Seeress’ ability to bestow 

visions as treasure. 

Fire Breath: Though she is loath to do so, the 

Seeress can breathe out a jet of flame as a ranged 

attack with a short range of 6 yards and a long 

range of 12 yards. As a special stunt costing 3 SP, 

she can pour on the flame to create a firestorm 

with an 8-yard diameter centered on the target of 

the original attack. All additional targets caught in 

this area take the attack’s damage, but can halve it 

with a successful TN 15 Dexterity (Acrobatics) test. 

The Seeress never takes damage from her own fire, 

even if inside the firestorm. 

Foresight: The Seeress automatically returns to top 

of the initiative order at the start of every round. 

She can use the prepare action for free once per 

turn (and prefers to use a move action and a 

prepare action to attack or ensorcell whoever 

attacks her first, rather than attack outright). 

Finally, her flashes of foresight aid her in defending 

against attacks; she performs the Defensive Stance 

stunt for 1 SP and gains a +3 bonus to Defense 

from it. 

Chimeric Hide: The varied supernatural hides that 

make up the Seeress’ body give her an Armor 

Rating of 6. 

Talents: Entropy Magic (Master), Lore (Master) 
 
Weapon Groups: Brawling. 
 
Equipment: Periapt of the Seeress. 
 



 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 
The riddle: 
 

 

 

 

 

 

 

 
The answer: Trust. 

Ametshen rewards the correct answer with 

treasures monetary and mystical (see her 

“Treasure” entry), as well as with the key to her 

own escape: a magical chant that must be read in 

the cramped antechamber off her chamber (a 

place too small for her by far). When said aloud 

three times, that chant in an ancient tongue (it 

goes alluk mün Ametshen) unlocks the magical 

wards on the tomb and opens the roof of her 

chamber so that she may fly away.  She tells the 

PCs that she is tired of this world, and desires 

nothing more than to return to the Fade. 

Before crossing over and returning to the Fade, 

Ametshen is happy to carry PCs free of the tomb, 

two at a time, if they feel it is too dangerous to 

return the way they came. 

BATTLING THE SPHINX 
 
Ametshen cannot be slain permanently. If her body 

is destroyed—a task too abominable for her killers 

in ancient days—her spirit will reform in a new 

chimeric body in a few short years. When she 

reforms, she retains all her memories… and 

grudges. Will she think of her killers as unwitting 

rescuers from that tomb or as enemies to be 

punished? 

Treasure:  If defeated, her lair can be looted. The 

GM might award one roll for the whole party or as 

many as one roll per PC, depending on the amount 

of treasure you want to introduce into your 

campaign. It may be more likely that the Seeress 

shares treasure with PCs who free her. She can 

bestow whatever adds the level of power and 

complexity into your campaign that most interests 

you (or is compelling to your players). One item—

the Periapt of the Seeress—can only be bestowed 

by her directly as a gift and does not appear on the 

treasure table. There is only such item in existence 

and, since it is invisible when worn, it is likely to be 

missed by looters, anyway. Treasures may be 

scattered about her “lair” as funereal goods left at 

Narration: Ametshen the Seeress is a sphinx—a 

supernatural and brilliant creature from deep 

within the Fade and is blessed with immortality 

and cursed with visions of the future. She’s huge 

in size, some fifteen feet long from nose to tail, 

with an impressive (some would say terrifying) 

wingspan. In this, her tomb, she has minimal 

room to maneuver on foot and no space at all to 

fly. Buried in this subterranean tomb for some 

number of centuries, she has forgiven her 

former master, but has grown skeptical of the 

world of men. “The future, like any land, can be 

seen but it cannot be known,” she says, “until 

we arrive there.” She once spoke in riddles to 

hide her uncertainties and test the mettle of 

those who would sample her power. Now she 

offers a single riddle as a test of both would-be 

rescuers… and her own power. She has foreseen 

that her freedom hangs on a single idea, a 

solitary word—something she had failed to 

understand before. Thus, when the PCs enter 

her presence, she says: 

“I do not know whether you be trespassers or 

rescuers, but I have seen this moment a hundred 

times before this day and I know that your 

worthiness and mine depend on your ability to 

understand this riddle.” 

 

 

Narration (Ametshen): “It is a thing you do and a 

thing you have… or have not. 

When earned it is gained but when spent, it 

changes hearts, not hands. 

If you do it then you give it. If you do not then 

you shall be truly alone. 

Once I was rich and now I am poor. Give yours 

unto me and we shall both be wealthy anew. 

 

 



the time of her burial in the tomb. Even after all 

this time, they are quite valuable. Some things 

have rotted away to nothing but others have 

grown rare over the ages and appreciated in value. 

The very room may be a resource granting a +2 

bonus for those making Cunning (Research) tests 

on the ancient days of the Dalish Elves or 

attempting Cunning tests to uncover information 

under Arcane Lore, Cultural Lore, or Historical Lore. 

Lastly, each PC may roll 3d6 to gain the total x10 in 

silver pieces. 

Seeress Sphinx Treasures 

2d6 Roll Treasure 
2 Half ruined funeral goods (900 SP) 

3-5 Perfect Sphinx Feather (1000 SP to the 
right mage or arcane arts dealer) 

6-9 Visionary Blade 

10-11 Fleeting Foresight 

12 Sphinx Hair (750 SP to the right mage 
or arcane arts dealer) 

 

Visionary Blade: Any of a variety of aged weapons, 

usually short swords or long swords, once blessed 

with foresight by the Seeress when her power was 

greater, in the ancient days. A visionary blade 

sometimes guides the hand of its wielder in subtle 

ways, pulling the hand to better fulfill a future 

strike or turn away a future wound. Trust the 

blade. (A TN 11 Cunning (Cultural Lore) test reveals 

that visionary blades were said to sometimes ring 

with the sounds of future battles or reflect images 

of the future as the blade shall one day see them. 

This may be superstition or this may be real—it’s 

up to the GM to decide and, perhaps, use this 

potential power to spark future adventures.) In 

game terms, a visionary blade grants a +1 bonus on 

attack rolls and damage and grants one free degree 

in the Single Weapon Style, regardless of the 

wielder’s class or Perception—the blade provides 

the Perception.  

Fleeting Foresight: This gift of the Seeress, 

Ametshen, bestows vivid but elusive dreams on the 

target for 1d6+1 nights. For the duration of the 

effect, the character is favored by fate and may 

raise or lower their Dragon Die by one value if 

doing so would result in doubles where there were 

not doubles before. This can be done once per day 

while the dreams persist. This represents the 

character acting on the visions they remember just 

in time, giving them an edge in battle, spell-casting, 

or whatever else they choose to spend the stunt 

points to do.  

 The Preiapt: A Vision of the 

Future: The Seeress provides the 

PC with an ability to gain a vision 

of future events when battling 

demons of the Fade.  She 

presents the Periapt of the 

Seeress, a golden cross with an 

inverted tear drop shaped head with an all seeing 

eye on a firm leather lanyard.  When worn, the 

Preiapt disappears from view making theft all but 

impossible. The Preiapt enables the PC to change 

the result of the Dragon Die once per day versus 

denizens of the Fade. 

If the Party defeats the Seeress:  

 

 

 

 

 

 

 

 

The door opens to a hidden and overgrown trail.  

This is the only path available out of the hidden 

tomb.  When the PCs are done exploring the 

chamber, the path will take several hours to 

negotiate, and will end outside the city walls near 

the Alienage. With a light snow on the ground, you 

Narration: The noble and ancient beast lies 

broken before you.  She turns her face with a 

ghastly pang, and curses you with her eyes. 

“Know this, wanderer, I foresaw my rescue, but 

not in this manner.  I am cursed to wander this 

side of the Fade until I find another corporeal 

form.  We shall meet again.” And with this, 

Ametshen fades into the shadows and from your 

sight.  A door slides open on hidden hinges at 

the far end of the room.  You can smell fresh 

cold air coming from the opening and rays of 

daylight enter the chamber. 

 

 



quickly realize that, incredibly, a week has passed 

since you entered the Brecilian Forest. 

If the Party frees the Seeress: 

 

 

 

 

 

 

 

 

 

 

 

CONCLUSIONS  

With the PCs back in Gwaren, they will see the 

impact of their actions.  In the next three options 

for completing the mission, if a party member 

made it back to the trail as it closed in, the PC is 

brought with each of the three groups to link back 

up with the party.  

If the party was Pro-Chantry: The party is met by 

Roth Vanan and a dozen well-armed Dread Wolf 

Elves in fine studded leather armor on the trail 

leading back to the city gates.  Roth tells the party 

that the Dread Wolf’s Gift of Blood Vengeance 

followed the party out of Gwaren and their 

Templar escorts.  He tells you that when the 

Templars broke contact with the PCs deep in the 

Brecilian Forest, the Dread Wolf’s Gift of Blood 

Vengeance fell on the Templars and killed the 

entire patrol.  Anthros Fadrick disappeared in the 

fighting and was not seen again, presumed dead.  

When word made it to the Chantry, Sister 

Rosemary had Arainar hung as a heretic, and the 

Alienage put to the torch. Roth tells you that the 

Dread Wolf’s Gift of Blood Vengeance will not rest 

until these “unwanted missionaries” are gone from 

the Brecilian Forest and their Templar thugs with 

them. 

Roth demands to know if you found the Seeress’ 

lair.  If the PCs tell the truth, that Ametshen is free 

and returning to the Fade, Roth will comment that 

enough blood has been shed on this “fool’s errand 

of Anthros Fadrick”.  If they tell him a lie, he is 

suspect of the PC’s story, but realizes there is no 

way to access the Lair now.  He tells the party that 

they have no quarrel with them now, but to tread 

carefully as they will be watched due to their 

apparent loyalties to Chantry. They will flee if 

attacked by the PCs. 

If the party decides to go to the Chantry, they will 

discover from Sister Anora (librarian) that the 

Chantry Mother Superior Evelyn, when she heard 

word of what happened at the Alienage, ordered 

Sister Rosemary and Captain Mirkwood to the 

Grand Chantry in Orlais to answer for their actions.  

Sister Anora tells the party that already the Chantry 

Mother has sent word with Sister Rosemary and 

Captain Mirkwood that Chantry funds should be 

sent immediately to establish a new Alienage, as 

Andraste would want, and a school so that all 

children in Gwaren will gain a proper education in 

the church.  Mandatory education for all City Elf 

children to purge the city of the last vestiges of 

pagan Dalish Elven beliefs.  Sister Anora thanks the 

party for their efforts and quietly closes the 

Chantry door upon them. 

 

Narration: Ametshen graciously bestows her 

gifts upon your party and waits patiently while 

the party finishes exploring the cavern.  She tells 

you of her unrequited love for Archon Derivian, 

the compassion shown by Mubaric, and how the 

Dalish Elves placed an enchantment on her and 

cursed the Teviniter scouts to guard her for all 

time.  When the party is ready, she carries you in 

twos to a small field just outside of the city walls 

near the Alienage.  With much flourish of her 

hair and tail, she bows to your party and takes 

flight to the east, over the Frozen Seas as 

evening sets over Gwaren.  You sense that you 

will encounter the Seeress again. With a light 

snow on the ground, you quickly realize that, 

incredibly, a week has passed since you entered 

the Brecilian Forest. 

 

 

 



If the party was Pro-Dread Wolf’s Gift of Blood 

Vengeance: The party is met by Captain Mirkwood 

and a dozen well-armed Templars in steel plate 

armor on the trail leading back to the city gates.  

Mirkwood tells you that the Templars, led by 

Company Sergeant Stoltz, followed the party out of 

Gwaren and their Dread Wolf’s Gift of Blood 

Vengeance escorts.  She tells you that when the 

Elves broke contact with the PCs deep in the 

Brecilian Forest, the Templars fell on the Dread 

Wolf’s Gift of Blood Vengeance and killed the 

entire patrol.  Anthros Fadrick disappeared in the 

fighting and was not seen again, presumed dead.  

Both Company Sergeant Stoltz and the Elf leader, 

Roth Vanan were killed in the fight.  When word 

made it to the city, six emboldened City Elves snuck 

into the Chantry and slit Sister Rosemary’s throat in 

the dead of night.  Mirkwood ordered the Alienage 

put to the torch the following morning, and Arainar 

hung as a conspirator.  All City Elves have been 

ordered out of the Gwaren, and with winter on the 

way, it is a death sentence for most of them.   

Mirkwood demands to know if the party found the 

Seeress’ lair.  If the PCs tell the truth, that 

Ametshen is free and returning to the Fade, 

Mirkwood will comment that enough blood has 

been shed on this “fool’s errand of Sister 

Rosemary”.  If they tell her a lie, she is suspect of 

the PC’s story, but realizes there is no way to 

access the Lair now.  She tells the party that they 

have no quarrel with them now, but to tread 

carefully as they will be watched due to their 

apparent loyalties to Dread Wolf’s Gift of Blood 

Vengeance.  

If the party decides to go to the Chantry, they will 

discover from Sister Anora (librarian) that the 

Chantry Mother Superior Evelyn, when word of 

what happened to Sister Rosemary reached her, 

was overwhelmed with grief.  She was quietly 

complicit as Captain Mirkwood put the Alienage to 

the torch and forced the City Elves to leave 

Gwaren.  Sister Anora tells the party that the 

Chantry Mother is still very ill, and does not want 

to spend any more time with the Elf problem.  

Chantry Mother Evelyn wants to focus on the 

human souls within Gwaren.  Sister Anora thanks 

the party for their efforts and quietly closes the 

Chantry door upon them. 

 

If the party went after the Seeress’ Lair for 

themselves: The party is met by Arainar and 

several city elves on the trail leading back to the 

city gates.  Arainar tells you that the party was 

followed in secret by both the Templars, led by 

Captain Mirkwood and Company Sergeant Stoltz, 

and the Dread Wolf’s Gift of Blood Vengeance, led 

by Roth Vanan and Anthros Fadrick.  When both 

groups lost sight of the party, they both revealed 

themselves and immediately engaged in combat.  

Almost a dozen men and women were killed on 

both sides to include Captain Mirkwood and Roth 

Vanan.   

Arainar secretly met with Chantry Mother Superior 

Evelyn at the Chantry the evening after you talked 

with him at the Alienage.  He told you that one of 

the City Elf house servants at the chantry 

discovered a small vial near Mother Evelyn’s water, 

and brought it to him.  Arainar quickly realized it 

was Dwarven Regicide (recognizing it based on a 

distinct grey color and smell of fermented eggs).  

Arainar had traveled with a Dwarven caravan as a 

boy and was employed as a food tester for a rather 

paranoid Dwarven trader.  He sent word to Krale 

Milton to secure him a proper antidote.  When he 

visited the Mother, he brought with him fresh 

Elfroot leaves which would provide some relief 

until an antidote was made.  Arainar and Mother 

Evelyn had been friends for decades, each secretly 



informing the other on happenings in order to 

maintain calm in the city.  She had been suspect of 

Sister Rosemary, newly assigned from a secret 

order within the Chantry in Orlais, from the day she 

arrived.  Her suspicions were soon confirmed when 

the vial in question was determined to be from 

Sister Rosemary’s room.  Mother Evelyn sent Sister 

Rosemary and a Templar escort on a trip back to 

Orlais with a sealed letter detailing the events of 

the last several months.  

Arainar demands to know if you found the Seeress’ 

lair.  If the PCs tell the truth, that Ametshen is free 

and returning to the Fade, Arainar will comment 

that enough blood has been shed on this “fool’s 

errand”.  If they tell him a lie, he is suspect of the 

PC’s story, but realizes there is no way to access 

the Lair now.  He bids the party farewell, and heads 

towards the city with baskets laden with fresh 

Elfroot leaves picked from the forest. 

 

If the party decides to go to the Chantry, they will 

discover from Sister Anora (librarian) that the 

Chantry Mother Superior Evelyn had been 

poisoned by Sister Rosemary, and all the Sisters are 

glad to see her go on her way to the Chantry in 

Orlais to face judgement.  Mother Evelyn is still 

very ill, but recovering through the Grace of 

Andraste.  She tells you that Company Sergeant 

Stoltz has placed patrols around the city and within 

the Chantry to keep violence between the City 

Elves and human citizens of Gwaren at bay.  Some 

of the Sisters and Templars are even helping to 

rebuild the Alienage together.  Sister Anora thanks 

the party for their efforts and quietly closes the 

Chantry door upon them. 

EPILOGUE 

As the party decides what to do next, Smitty, the 

First Mate aboard the Maker’s Narwhal, meets the 

party at The Iron and Scallop and buys a round of 

ale as thanks for defeating the demons and keeping 

the ship from burning down.  As the party tells 

Smitty of their adventures, he comments that it 

sounded like they could use some rest and 

relaxation.  Smitty heard about a festival going on 

up in Southmere, a small town on the way to 

Ostegar, that the party may be interested in.  “…a 

grand event that the whole town is readying for.  A 

grand event, indeed!” 

This concludes the Lair of the Seerer Dragon Age 

Adventure.  Depending on the PC actions, there are 

hooks remaining: Anthros Fadrick – a fanatical 

Blood mage, the Sphinx fleeting to the Fade, and a 

mysterious “copper key” that is shaped like a skull 

(or perhaps better described as “Copper Bones”…). 

Goonies never say die… 

Experience Points Award: Recommended 400XP 

for each combat, role-playing or exploration 

encounter based on the PCs ability and use of 

stunts.     
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