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are property of Privateer Press, Inc. and © 2000-2007 Privateer Press.

All other contents copyright 2007 (Den Patrick, Barry Spiers, Andrew James).
This is a fan-written product and therefore it’s stricly forbidden to reproduce and sell the contents
for gain or profit. Filthy Gobbers caught trading off of my hard work will be keel hauled.
It would be greatly appreciated if you didn’t sue me.




OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 WWizards of the Coast, Inc ("Wizards"). All
Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game
Content; (b)"Derivative Material" means copyrighted material including derivative works and translations (including into other com-
puter languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other
form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease,
sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic and
includes the methods, procedures, processes and routines to the extent such content does not embody the Product Identity and
is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and
means any work covered by this License, including translations and derivative works under copyright law, but specifically
excludes Product Identity. (e) "Product Identity" means product and product line names, logos and identifying marks including
trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio
representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and spe-
cial abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or
graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign,
motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to the Open
Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and
otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game
Content may only be Used under and in terms of this License. You must affix such a notice to any Open Game Content that you
Use. No terms may be added to or subtracted from this License except as described by the License itself. No other terms or con-
ditions may be applied to any Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual,
worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You repre-
sent that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this
License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact
text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the
title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you
Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility,
except as expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You
agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work con-
taining Open Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark
or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the owner-
ship of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest
in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are
distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use
any authorized version of this License to copy, modify and distribute any Open Game Content originally distributed under any ver-
sion of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any
Contributor unless You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or
all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game
Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such
breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.




Pl

* The Hidden Cit

¢ :
[ St

Table Of Contents

_Page 5
T e s BT e | (e o S SURNIR R o o . g A 6
O O RN N RUTTIATY ......eeeieeeet etk etieeeuvreeeeeese s Db s eveseeeseessnnsisnnessmsabondesonssnakse bl o cadhy iR 7
Actl
e eSS s RN SeSRON )  F TPUIOr SORRUUPUPPROORUPPRRRURRPRR. (St L URPL SRR " ¢, 8
C T L A PR SUUSOR SRR IR | [SUUP T IRNURURRURUCOURRRRRRUPRR -+, | ) TSRO M b 9
B R IORIE W aSTRS. .. vvveeeivrreedhnrereedinunanssnrnneessnneeeessrneeessrnneeseneessonsubuits BB eeeesvioonnteitos dsoades 10
R S B RUIN.........oeeeenve e i SR B veveeeesenneneeronennosine TRRIPEM NS, .. 10l . PP o 1
BRI Gate. ..ot S b e e e et o AR 12
RIARINET, Gallery.......c.c..ooiiniiii i B LT et eeevieeseidanes s eaneneeesaseeshesnseiaesanienssases danDEREHS 14
2717, e MO g ] 0 g o =1 o O SO s L UL UOUu SO PR ) | IS
Actll
The City Proper - RapdotmnsEncounter Table............ 020 ...l n DL T 16
Southern Quarter - Street, Townhouse, Noble’s Tower, Encounter & Plaza...........cccooevevvunnnnnn. 17
Eastern Quarter - Street, Guard Tower and Pits & Plaza......cccivivooeiiiiiiiiiiiiiiieee e 18
Western Quarter - Promenade Stairs, Street, TOWN HOUSE........iiveriiiiiieiiieiieeeiiiiiiiee e 19
Western Quarter - Conditioning Centre & Plaza..........cocooiiiiiiiime i 20
Northern Quarter- Town House, Street & Plaza...............ccoooeeniin B s ... s 21
.,
Act Il ;
"H 0 T LR ek S N St (A TR AR PR B EEE e N 22
g AT RN TN O R R (N N SRR T i A 25
ANCOSRMBENARG. .- ...t LN A L 0 e i R R . 26
| The Skorne Keep Training Chamber ...t B 27
Worture CREIMIRRAN, . b i, don Aol et TasOstnmit s S i3 e e B oo enerees 28
" > \ o I
Wrapping Up S 1 i
About ThatHammers...............00. L S SRRy ool gt o % ............................. BOARLL. ... o 29
REWANGSHY .l T e e PN L RS SRS AR T ST 30
Appendices




Tha HI[|[|BI1 Lity

Page 5 a
~ Well, I'd be fibbing if | said | didn’t feel a pang of jealousy every time a new WARMACHINE
or HORDES book comes out but truth be told | play those games too. However, the fact
remains: the goodly roleplaying folk ain’t seen too much action since The Witchfire came
out (and was re-released with Fool’s Errand!). So, then those salty dogs at the Bass start
unleashing fan adventures. Sawy? (If you ain’t sawy go to www.buccaneerbass.com NOW!)
And it gets me to thinking ‘I could do that... with enough coffee.’

'S0, this one goes out to all the ladies in the house.

Sorry, wrong intro...

So, this one goes out to all those adventurers who have been spoiling for a fight since Vinter &
Raelthorne brought those damnable Skorne to Corvis and got a bloodied nose for his

trouble.
This one goes out to all those Fraternal Brothers who have been practising their defensive
casting and getting their Lightning Bolts down pat.
This is for all the Pistoleers who wanted to go out in a blaze of glory with a smoking iron in
each hand and two empty bandoliers.
This is for the Battle Chaplains who wanted some pay back for the good folk of Corvis and
the Cathedral getting torched.
This is for all the Nobs, the Squires and scum. The gentry and the common folk.
This is for every pistol packing, greatcoat wearing, +2 mechanikal longsword totin’ badass
that ever walked Western Immoren. :
| 'So get your goggles on, check your ammo and pray to Morrow you make it back,
- This is where the Paingivers practise their art.
Whe";e Praetorians march to war. o
Where the ground trembles at the passing ‘of a Gladiator.
This is the Iron Kingdoms. -
And only you can stop them! R !

Roleplay like you got a pair.




This adventure is geared towards 4 to 5
‘characters of 8th-9th level. The adventure can
be tailored by reducing the number of Skorne
Praetorians and Hestatians in the patrols
encountered, giving the party more
opportunities to rest and perhaps lending them
some ‘muscle’ such as a Scout.

This adventure was written with the Iron
Kingdoms RPG setting in mind. This setting is
published by ‘Privateer Press’ and names such
as ‘Cygnar’, ‘Khador” and the ‘Skorne’ are fully

. ~explained in the products they produce.
; If you want to know more about
Privateer Press’ award-winning setting, go to
Www.privateerpress.com

It is suggested that Player Characters be
allowed to ‘level up’ between Acts. The game is
divided into three segments. Should your party
suffer a death (or two) feel free to introduce
new characters that have been captured by the
Skorne and subsequently freed by Harven
Dordra and his associates. \

Materials

To play this adventure you will need:
Wizards of the Coast Dungeons and Dragons
Players ' Handbook 3.5
Wizards of the Coast Dungeons and Dragons
Dungeon Masters Guide 3.5
Iron Kingdoms Character Guide
Iron Kingdoms World Guide

.

Further Reading

Privateer Press’ Monsternomicon 3.5 will
provide you with more setting information than
you'll actually know what to do with. Although
Warcasters and Warjacks are only touched on
briefly during the adventure, WARMACHINE
Prime will be useful to illustrate how powerful
these spellcasters and machines are.

The Hidden City

Conventions

All statistics for enemies and NPCs can g
be found in the appendices at the back of the
book with the game handouts.

For monster statistics you should pick
up the Monster Manual by Wizards of the
Coast. Statistics for Skorne Cyclops, Titan
Gladiator, Skorne Praetorians and the Ancestral
Guardian can be found in No Quarter
magazine.

Text that should be read aloud to the
players is enclosed in a grey box. This is to help
you as GM “paint the scene”. Feel free to use
this as much or as little as you like.

'..‘T'Ij:' o "
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This adventure takes place two years
‘after the attack on Corvis by Vinter Raelthorne

- and his Skorne host. It assumes that the party

has played the Witchfire Trilogy and are known
to help the Crown when danger arises.

Harven Dordra (Rogue 6), a member of
the Cygnaran Intelligence service, has been try-
ing to trace the source of Skorne raiding parties
along the eastern border of Cygnar. On his trav-
els he gathered about him other citizens of
Cygnar keen to thwart the Skorne:

Jack Raines, (Scout 4)

Darioch Giamati, (Arcane Mechanik 7/ Fighter 1/
Warcaster 1)

Dieter Holdenbrook (Wizard 4/ Scout 1)
Evangeline Toras (Warbard 4)

Mack Sorrel (Cleric 4)

Following trains of human slaves Harven
soon tracks down the Skorne to, the Rotterhorn
Mountain where he finds a large citadel. It
seems the Skorne have been here for some
time.

Darioch, ever warlike, starts to plan an
all-out assault on the citadel but the Skorne
send an advance party that neatly disables his
light warjack. Unperturbed, the party press on
and gain access to the citadel. They find the
Paingivers are brainwashing the slaves and
turning them into savage fighters. However, the
citadel has its own problems: recently a small
gangro_f Ghouls has crept up through the sewers
and‘their infection has begun to spread.

- "' Soon after, Harven'’s party are soundly"
defeated. Most are captured or dead and Scout
General Rebald waits impatiently for a report
on this most dire subject.

Adventure Summary

The characters should be sympathetic to
Cygnar first and foremost. Parties of Menoth
worshipping adventurers are unlikely to find
much to do here. Parties motivated by their
purses will be well rewarded, but no money is
given up front.

Firstly the party will be asked to travel to
Ternon Crag to pick up further orders from Spy
Master Sketchley Funt. Then they will be on
their way across the inhospitable Bloodstone
Marches on the trail of Harven Dordra, a spy
who has gone missing in the line of duty.

Upon reaching the Rotterhorn Mountain
(Harven’s last known destination) the party will
have to overcome a selection of traps and
Guardians to gain access to the crowded but
perfectly ordered Skorne Citadel.

Once inside the citadel, the party will
find a city in disarray. A prison break and Ghoul
infestation has brought chaos to the
Rotterhorn. In the Citadel’s depths a wounded
and desperately ill Harven Dordra hides out
with other prisoners trying to plan a way out.

Should the party feel brave enough, they
might decide to venture up the ominous Iron
Staircase to the upper levels where the most
fiendish Skorne leaders reside.

Then the adventurers will have to be
enterprising enoughto find a way to get
Harven and the escaped prisoners across the
Bloodstone Marches,:-'aﬁd back to Cygnar safely.




