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The Temple of the Opal Goddess is a dungeon crawl 
adventure for 4-6 characters of levels 5-8 (Tier 2).

Background
Millennia ago a powerful highborn woman, Lady Lashpera, fell 
into the trap that so many nobles do. Living a life of indolent 
luxury, she wasted her youth on shallow pursuits; social 
prestige, vapid parties and romantic trysts. As Lashpera grew 
older, and her energy and enthusiasm waned, she began to 
dream the fanciful dream of eternal life. Fanciful for most, but 
with practically unlimited wealth and time and resources only 
such wealth can buy, she began to seek out wizards, witches, 
seers and academics – anyone who might actually be able to 
direct her to a fabled fountain of youth. Though she spend years 
in the pursuit, suffering setbacks and failures – some which 
almost cost both her fortune and her life ð she þnally stumbled 
onto enough clues that connected, however obliquely, to 
suggest that an ancient temple once held the key to something 
called “Vitae aeternus sine mortem” which she translated as 
“Life eternal without death”. The various texts, tomes, scrolls, 
carvings and scraps had vastly more information that could 
(and should) have been translated, but after long years she was 
growing old, and her impatience got the better of her. 

Expending the last of her wealth she commissioned an 
expedition to this lost temple. One by one her followers fell 
to the hazards along the journey, not least of which were the 
temple's nightmarish guardians. Finally deep underground, 
alone and injured, Lashpera discovered the chamber that held 
the secret of the temple – an opalescent gemstone that glowed 
with potent magic. Seizing it in her bloody hands she rejoiced – 
her blood unlocking the stone’s power. Then she screamed! The 
magic coursed through her, suffusing her, and turning her body 
to living opal, with the gem embedded in her left palm. She had 
become immortal, but she was no longer ÿesh and blood. Worse 
still, the gem did not restore her looks, so she became a þxed 
statue of her current state, a bedraggled and sunken woman in 
her late middle age, scarred and unlovely. She lost her mind at 
that point. She spent many years wandering the lands in a rage, 
destroying as she went. First travellers and isolated cottages or 
hunting lodges, but soon she plagued the nearby towns. Militia 
were sought to slay ‘the beast’, but no weapons could harm 
her, and she slew or routed all opposition with her opalescent 
claws. In time she tired, and Lashpera the Immortal, Lashpera 
the Bitter, returned to her temple to brood. 

As the years passed barbaric tribes began to þlter in, their hedge 
witches and medicine folk leaving her tributes. Bored, and a 
little lonely, she allowed this, occasionally gracing such givers 
with curses or praise. Soon, they began to seek her out for favour 
or advice. Some she destroyed, but others she indulged, mostly 
at a whim. What started as a barbaric placation eventually grew 
into a cult, and the tribes began ranging out, pillaging and 
plundering to bring tribute to their “goddess”.

Eventually warriors of justice came to oppose the terrible evils 
in the land, as the righteous are wont to do. Paladins, priests and 
mighty mages came and drove back and destroyed the savage 
cult, delving deep into Lashpera’s temple. Unlike those in the 
past, these opponents brought enchanted weapons that could 
harm her, and in the depths a great battle was fought as the 
Opal Goddess clashed with the forces of light. Eventually, the 
last knight standing thrust his blade through her hand, cleaving 
the Opal and shattering the sword. With the opal destroyed, 
Lashpera’s soul was cast from its vessel, and the bitter immortal 
þnally died.

However, for all the evil she had committed in life, and her 
unliving existence thereafter, Lashpera had come to the 
attention of the Demon Princes of the Abyss. She was a powerful 
soul who might become a powerful demon – given time and the 
right ‘encouragement’. Though several sought her, it was Fraz 
Urb'luu, Prince of Mischief and Misdirection, that snatched her 
up and spirited her away from under the noses of the others. 
For the next several centuries, under the attentions of the 
Prince and his selected trainers, she was shaped into a demon 
of power and cunning. Lashpera was beautiful, as she desired 
in life, and though she became a favoured servant, she chafed 
under the brutal rule of her prince and secretly sought ways to 
be free of him.

In time, she recalled much of her former mortal existence, and 
surmised that if she could reconnect with the Opal she might 
once again harness its power. It might even be enough to break 
free and reclaim her own destiny. She allowed her name to 
be carried to the mortal realm by lesser demons, where any 
number of foolish wizards might summon her. Sure enough, in 
only a few scant years a would-be diabolist did just that, and she 
appeared to do his bidding. Biding her time, she slowly mislead 
and misdirected her master into researching the location of the 
ancient temple, then when she had enough information, tricked 
him into a situation from which her could not escape. With his 
death she became free to walk the mortal world. She hastened 
to her temple, only to discover to her chagrin that within 
several miles of the location she became weakened and feeble. 
So weak in fact, that she was barely a shade more potent than 
a mere mortal woman. She had no explanation for this, and 
her worry grew. Near the temple she discovered that a fortress 
had been carved into the earth itself, populated by degenerate 
humanoids. In her weakened state she knew she could not win 
through, so she retreated to plan. 

Taking on a mortal guise was a simple trick, so she inþltrated 
a scholarly institute – a large coastal castle the mortals called 
Candlekeep - posing as a student (going by Lira), to try to 
determine the extent of the years and the history of the temple 
since sheõd been gone. Wading through the often unÿattering 
accounts of her time as ruler of the temple, she discovered that 
the last survivor of the conÿict ð the knight that slew her ð had 
remained and erected a small monastery outside the temple as 
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a way of guarding the dangerous ruins. Several generations 
of monks watched over the temple, but eventually moved on 
when the lands became infested with aggressive humanoid 
tribes. The accounts suggested that several tribes held the area 
for centuries before being overrun by a powerful human cult, 
dedicated – ironically she felt - to her and her resurrection. The 
sketchy accounts suggested the cult dwelled in the temple only 
a short time before at some point appeared to simply vanish, 
almost overnight. The complex lay abandoned until a few years 
ago, where hunters stumbled onto it inhabited by a tribe of 
Orcs. They left the creatures to their own devices and moved 
on. The accounts ceased there. 

Lashpera was now more determined than before to discover 
the changes wrought in ‘her’ temple. Why was it weakening 
her? What connection did she have to it? Could this mysterious 
effect be used against her, or could she use it to empower 
herself if she mastered it? What happened to her Cultists? Why 
did they vanish?

Lashpera had learned from her previous failures, both those 
as a mortal, and those in the Abyss, where failure resulted in 
harsh and prolonged punishment. She researched the temple 
before it was hers, discovering not only what she learned the 
þrst time, but information that might have saved her had she 
the patience in life. The Temple was originally dedicated to 
a long forgotten Mulhorandi deity of earth called Geb. This 
particular temple seemed to attribute Geb’s works to include the 
preservation of ancient species for all time by setting bones to 
stone and preserving through fossilisation, to ’give lost species 
life everlasting beyond death’. She vaguely recalled skeletons 
in the temple from her time as a mortal, but her memories were 
hazy. Frustrated, and burning with a deep, smouldering anger 
and resentment, she set a plan in motion to reclaim that which 
was hers. 

It was not too difþcult to þnd a nobleman that met her needs. 
Young and idealistic, just knowledgeable enough to be useful 
(but not so knowledgeable to be sceptical), a reputation as a 
learned man (more cultivated that factual), eager for fame that 
adventure brings, and the wealth that comes with it, Antivar 
Ravenguard (nephew of Grand Duke Ulder Ravengard of 
Baldur’s Gate) suited her purposes. Seducing the young lord 
was easy, and convincing him to patronize an ‘archaeological 
expedition’ to reclaim this lost temple was easier still. Thoughts 
of glory and wealth overcame any good sense he might have 
possessed.

Several weeks ago the expedition set out, soldiers, servants, 
scholars and the young noble and his student lover. They set 
out with the fanfare of a carnival, and it was this disregard that 
ultimately ended their campaign. Ambushed in sight of the 
temple by the cunning orc forces, the troupe was slaughtered, 
save for the nobleman and a few servants (including Lashpera). 
Realizing the value of Antivar as a prisoner, the orc chief 

dispatched one roughed up servant to Baldur’s Gate with a 
ransom demand. 

Ulder Ravengard received this demand, but þnds himself 
in a difþcult position politically. He canõt very well send 
the Flaming Fist out to rescue one of his little known errant 
nephews without being scrutinised for personal misuse of the 
mercenaries, nor can he ‘hire’ them himself. He also cannot pay 
the ransom for fear of looking weak or capitulating, as it might 
damage the reputation of the Flaming Fist or destabilise his 
leadership position. His best course of action is to quietly hire 
some adventurers to ‘manage’ the situation out of the public 
eye.                            

Meanwhile, Lashpera, who could not resist effectively in her 
weakened state, and is yet unwilling to expose herself when 
she might turn things to her advantage, is trying to play both 
sides. While holding to her paramour and encouraging him to 
wait on rescue, she is making herself and her knowledge of the 
temple available to the chieftain’s shaman advisor in the hopes 
she can convince the orcs to take her deeper into the complex. 
The orcs are resistant, fearing the creature in the depths, but 
are being slowly swayed by this ‘scholar’s’ stories of power for 
the taking.

Why is Lashpera Weak?
In the depths of the temple, the opalescent statue of Lashpera’s 
body remains where she was slain all those centuries ago. It is 
inactive, yet still linked to the demoness. As Lashpera’s new 
demonic form approaches her old, vitality is being transferred 
to the Opal form, her soul now being shared by both. As the 
demon grows weaker, the Opal Avatar begins to stir from its 
death-like state. More information on this can be found in the 
relevant statblocks in Appendix 2.

In the temple below, the Archivist – a Gebite scholar turned 
Lashpera worshipper - watches with interest as his mistress 
slowly regains the vestiges of life. He is not fully aware of the 
signiþcance or connection of ôLiraõ in the clutches of the orcs 
above, but he knows something is happening, and plans to 
assist to bring it to fruition, so that his goddess might live again.

Hook
The PCs are contacted through associates or the Adventurer’s 
Guild in Baldurõs Gate (or further aþeld if the DM wishes ð 
Ulder is powerful and has a long reach) concerning a rescue 
mission.

Antivar’s expedition was well known, as it set off amid much 
fanfare and pageantry. While the destination was not as clearly 
divulged, Ulder has access to Antivar’s various notes, plans and 
schedules (such an undertaking required much preparation) as 
well as accounts from his house servants. There are enough 
scraps there to offer the following;
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•	 An ‘approximate’ map to the temple location. Precision 
is not guaranteed, but there are enough landmarks to 
consider it accurate.

•	 The temple was dedicated to a cult of a creature known as 
the Opal Goddess. Centuries ago this creature ravaged the 
lands surrounding the temple, but was eventually slain by 
adventurers, one of whom founded a monastery near the 
site. 

•	 A couple of decades ago a new cult of the Opal Goddess 
rose in the temple and abandoned monastery, but strangely 
seemed to vanish without trace. Since then it’s rumoured 
that the ruins are inhabited by humanoid tribes.

•	 Antivar’s expedition was ambushed near the site by orc 
warriors, and Antivar and a few retainers and scholars 
were taken captive. The orc chieftain – Grushnak the Grim 
– has issued a ransom demand of 10,000 gold pieces and 100 

battleaxes of the þnest steel to be delivered for Antivarõs 
safe return (the last provided by the messenger send with 
Grushnak’s demand). The orcs identify themselves as the 
Tribe of the Troll Claw, but this tribe is not particularly 
well known in the area.    

This information, along with descriptions of the expedition 
are provided to adventurers that are willing to undertake the 
rescue. The primary reward is 1,000 gold for Antivar’s safe 
return, with secondary rewards of 100 gold for Grushnak’s head, 
100 gold per retainer rescued (there were 6 remaining when 
the messenger was sent), and 1 gold per orc ear presented. The 
secondary rewards can only be claimed with either Antivar’s 
rescue or evidence of his death. The rewards can be claimed at 
the Flaming Fist Headquarters in Baldur’s Gate.

X  Temple of the Opal Goddess
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Research
While PCs are provided with everything they need to set out 
by the contract, they may wish to do their own research before 
they go forth. 

With the exception of magical divination (which the DM should 
adjudicate as they will – possibly providing information from 
the selection below), there are several ways to get relevant 
information. 

The DM may see þt to add any other information that they 
deem relevant.         

Folklore – This option relies on the local lore and stories passed 
along amongst the common folk. Characters attempting to 
gather information in this way seek out local storytellers, bards, 
amateur historians and general gossips among the shops and 
taverns of the city. A Charisma (Persuasion) check may reveal 
the following information upon reaching the requisite DCs. For 
every 10gp spent on drinks, meals, trinket purchases and/or 
tips for performers characters may add +1 to their checks.

DC 10 – Antivar was ‘inspired’ to this archaeological expedition 
through his current lover, a pretty scholar by the name of 
Lira. Rumour suggests they met when he visited Candlekeep 
recently. Her inÿuence on him was profound.

DC 15 – Antivar showed some small interest in history prior to 
now, but Lira’s passion for it spurred him to this endeavour. 
It’s not only for his lover’s favour however. Antivar is an 
ambitious nobleman who lives in the shadow of his famous 
uncle, and seeks to build his own reputation.

DC 20 ð While the temple might have historical signiþcance, it 
is also rumoured to have great wealth too. A servant overheard 
Lira and Antivar talking, and it was said that the cult used to 
bring their goddess treasure as tribute, and that the goddess 
possessed a magical gem. It is likely Antivar is in it as much for 
the treasure as anything else.        

Academic and Arcane Study – This option involves PCs 
delving into structured libraries and repositories of lore. 
Baldur’s gate (and other cities) has a public library, and several 
academic organisations or private collections. An Intelligence 
(Arcana) or Intelligence (History) check may reveal the 
following information upon reaching the requisite DCs. For 
every 10gp spent on gratuities or donations characters may add 
+1 to their checks. If the PCs travel to and access the library at 
Candlekeep they gain advantage to the check, however unless 
they already have acquired access previously, a donation on a 
unique book of lore is required to obtain access. The DM should 
determine if the PCs have (or can create) such a donation, or at 
their discretion may allow the PCs to purchase a unique book 
of lore in Baldur’s Gate (whose merchants are well aware of 
Candlekeep’s requirements and may stock a few rare books) at 

between 50-200gp.
DC 10 – The Opal Goddess was the focus of a cult that 
venerated her as much for her destructive and vengeful nature 
as her power. Vague written accounts from cultists suggest her 
skin was made of living opal, impervious to mortal weapons, 
and she could blast her enemies with bolts of arcane energy 
from her hands and rend them with stony claws.

DC 15 - The Temple of the Opal Goddess was believed to have 
strange magical properties. Though never directly associated 
with her religion, rumours persist that deep in the bowels of 
her temple strange calciþed creatures moved in darkness, and 
that if one were to remain their long enough, the calciþcation 
process might begin to overtake living creatures.

DC 20 – Very sketchy research suggests that there may be some 
connection between the temple and a source of eternal life. 
While much of this is rumour, hint or implication, it appears in 
one form or another in numerous ancient texts, the persisting 
corroboration suggesting there might be some truth to it even 
with the lack of detail.   
 
Religious History – This means of inquiry involves the PCs 
delving into the histories and archives of their own religion 
or the religions of the region. Unlike the academic research 
above, most religions tend to collect information as pertains to 
the workings of their (and other) churches rather than general 
arcana or history. The PCs can access church libraries, or 
question archivists or acolytes to obtain relevant information. 
An Intelligence (Religion) check may reveal the following 
information upon reaching the requisite DCs. For every 10gp 
spent on tithes (or bribes) they may add +1 to their checks. If 
the PCs are lucky enough to have a Cleric or Paladin of Tyr 
(see below), or of a church that has a signiþcant presence in 
Baldur’s Gate (or their locale if elsewhere) they gain advantage 
to their check. Ofþcial churches of signiþcance in Baldurõs Gate 
include Gond, Umberlee and Tymora, while the faiths of Helm, 
Ilmater, Lathander and Oghma maintain shrines. The DM may 
determine any others.  

DC 10 – The Temple of the Opal Goddess was a focus for a 
decadent cult that venerated capricious destruction. The Cult 
has two known periods of emergence – around 2000 years ago 
is the þrst recorded appearance, and the cult resembled little 
more than a band of tribal savages that scoured the lands. 
Around 20 years ago there was a resurgence, and in this case 
the cult was far more sophisticated and organised, almost like 
a structured religion. The two incarnations seem incongruous 
with each other except they venerate the same þgure ð the Opal 
Goddess. The Opal Goddess herself is unlikely to be an actual 
deity, but might instead have been a powerful monster or þend.

DC 15 – The initial cult was destroyed by a force assembled 
from goodly religions of the day. There is some debate about 
which participated, but it is likely Tyr or a power associated 
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with justice was one of the religions. The monastery set up in 
the wake of the cult’s demise was at least in part devoted to the 
principle of justice.    

DC 20 – The paladin that founded the monastery carried a 
broken sword – a relic of the age that is suggested to have been 
sundered þghting the Opal Goddess. The sword was never 
recovered, and disappears from records after that time. It is 
possible it is still in the temple or monastery. 

The Journey
The journey from Baldur’s Gate is some 10 days by foot on 
the most direct route, accounting for the forest being Difþcult 
Terrain.  The early journey itself is mostly irrelevant to the 
adventure, and DMs can expand on or summarize as they 
please. 

The temple itself is located deep in the Wood of Sharp Teeth, 
several days off the nearest road, where the wilds hold sway 
and cultured races do not venture. There are a few local orc and 
goblin tribes, but most are small and insigniþcant. The Tribe 
of the Troll Claw are the only tribe of note, and only because 
they are organized enough to have taken and held territory 
(the temple) whilst the other tribes are essentially nomadic. 
The reputation of the Troll Claw tribe does not extend past the 
region, so the PCs will not have heard of them.

The local wildlife includes some herd animals such as deer 
and bison, wild pigs and the occasional bear. Rabbits, birds 
and other small animals are plentiful. PCs might encounter 
the odd solitary monstrous predator. If using encounters, the 
DM should describe the plentiful ÿora and fauna, noting that 
the untamed wilds abound with life. Encounters should be 
checked for every 4 hours on the table below.

Encounter Table
Roll	 Encounter Description
(1d20)

1-12	 No encounter of signiþcance. The wilds teem with 
	 wildlife however, so PCs experience 		
	 evidence of this as a minor event;
1.	 Birds swooping playfully, chasing each other through 
	 the trees
2.	 Hawks or owls hunting small animal life on the 
	 ground, diving with sharp precision.
3.	 Mice, squirrels or other small mammals skittering 
	 through the brush
4.	 Frogs clustered on fallen logs, croaking out in a chorus
5.	 A swarm of harmless butterÿies ÿitting in a lazy cloud 
	 of colourful wings.
6.	 A swarm of ants ‘reclaiming’ a dead animal, creating 	
	 an undulating ribbon though the undergrowth.
7.	 A huge red and black python slowly sliding through 	

	 tree branches, head swivelling and tongue tasting the 	
	 air
8.	 An unusual ÿower or hanging plant with sweet 
	 smelling fragrance or bright colouration.
9.	 Fish slipping through shallow ponds or creeks, 
	 momentary ÿashes of silver near the surface.
10.	 Buzzing insects that persistently bother characters 
	 and horses alike with incessant droning and the 	
	 occasional bite.
11.	 The snapping of dried sticks and leaves as several 
	 deer bound by, on a parallel course around a hundred 
	 yards away. 
12.	 The low grunt and rustle of plants as a small, shaggy 
	 boar roots around for grubs in the dirt. 

13	 Strolling Bear - With brown fur greying at the edges, 
	 and bone spurs splitting with great age, a huge Dire 
	 Bear ambles completely uncaring into the midst 
	 of the party, growling low and snufÿing, but decidedly 
	 with an indifferent warning rather than aggressiveness. 
	 It will merely continue on if not attacked, simply 
	 reminding the PCs contemptuously that it ‘owns’ this 
	 range. However, if the PCs are carrying any fresh fruit 
	 or herbs (such as a herbalists kit), it will stop and 
	 casually tear open packs or saddlebags to reach and 
	 then eat these ‘treats’ before moving on.  

14	 Deadly Pool - The trail the PCs are following passes 
	 into a depression and through a small clear pool of 
	 water before continuing up a rise. Allow the PCs are 
	 Wisdom (Perception) check (or use passive 
	 Perception) vs DC 15 to realise that there is an odd 
	 silence in the immediate area, as if no wildlife is 
	 within 20 feet or so – an strange ‘dead’ patch in the 
	 otherwise verdant surrounds.  The pool is actually a 
	 Clear Ooze (a variant Grey Ooze that appears as 
	 water rather than stone) that lies in wait until prey 
	 steps in or over it before springing its ambush. After 
	 the ooze is slain a search of the undergrowth in the 
	 area shows hundreds of small animal bones.

15	 Peach Tree - In a particularly pleasant grove in the 
	 wilderness, the PCs come across a lone peach tree. 
	 Anyone with proþciency in the Nature skill can 
	 instantly tell that peach trees are not native to this 
	 area. Otherwise though, it seems perfectly normal, 
	 and animals and birds ÿit around it like any other 
	 tree. There are around a dozen or so ripe peaches on 
	 the tree, and about 2 dozen unripe ones. The tree is 
	 actually an Awakened Tree, brought to like many 
	 years ago by a lonely druid. When the druid passed 
	 away the tree began to wander the wilderness. It is of 
	 average intelligence and speaks common. It is 
	 currently dozing, however, and doesn’t immediately 
	 react to the PCs presence. If anyone picks a fruit (or 
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	 otherwise makes contact with the tree) it snaps awake 
	 and gives any thieves a smart rap on the head with 
	 a branch (or two). It is perfectly content to converse in 
	 a slow, boring way (unless the PCs love to hear about 
	 trees, soil, sunlight and squirrels). It knows nothing 
	 (and cares nothing) about any of the elements of the 
	 adventure. If asked, it will give the PCs one peach 
	 apiece, but not if they tried to ‘steal’ them. The peaches 
	 are perfectly normal fruit.     		

16	 Orc Scouts – The Tribe of the Troll Claw have not 
	 become the dominant tribe in the area through 
	 carelessness or stupidity. They are expecting a 
	 contingent of humans, maybe to pay the ransom, or 
	 maybe to attack. Several scout pairs have been sent 
	 out to watch for travellers, and report back if they are 
	 envoys or assault forces. Two Orc Scouts watch 
	 this trail from concealed positions. DC 16 Perception 
	 (passive) checks are needed to spot these watchers. 
	 They will spot the PCs with a passive Perception of 
	 15. If unseen, or if spotted and left alone, they will 	
	 not challenge the PCs, but instead circle around and 	
	 back to the temple directly, potentially putting the 	
	 tribe on alert for intruders (See the Temple – Sounding 
	 the Alarm - below).      

17	 Snares & Pits – The Tribe of the Troll Claw hunt for 	
	 sport, but systematic trapping is far more effective for 
	 feeding the tribe consistently. Scouts check each trap 	
	 every 1d6 hours. If the PCs roll up this encounter, 	
	 they stumble across one of these in one of several 	
	 states (Roll 1d4);
	 1.	 Simple Spike Pit Trap – A 10 foot deep 	
		  pit þlled with spikes and concealed with 	
		  underbrush. A DC 13 Wisdom (Perception) 	
		  to spot before standing on it, anyone doing 	
		  so falls 10 feet (1d6 bludgeoning damage) 	
		  onto sharpened wooden stakes (1d6 piercing 
		  damage). 
	 2.	 Noose Trap – A tensioned noose concealed 	
		  in the undergrowth designed to tighten 	
		  around a limb and hang the catch high in 
		  the air (away from predators). A DC 15 	
		  Wisdom (Perception) check to spot it. Once 
		  triggered the catch is raised 20 feet into the 
		  air, hanging (usually upside down) from a 
		  single trapped limb. PCs caught must make 
		  DC 13 Dexterity checks to hold onto items in 
		  their hands (else they are dropped). The rope 
		  can be severed easily by any blade, but a 20 
		  foot fall awaits (2d6 bludgeoning damage) 
		  those that fail to take precautions. 
	 3.	 Noose Trap – Triggered.  The PCs hear some 
		  thrashing, bleating and a strange hooting 
		  growl before they see the actual trap. In a 

		  small clearing a deer has been hooked 
		  and hung by a noose 20 feet in the air. Its leg 
		  is broken and it’s bleating in pain. Below it 
		  an Owlbear claws and calls in frustration. If 
		  presented with other targets for its rage 
		  (such as PCs) it attacks.   
	 4.	 Pit Trap – Triggered and Occupied. A pit 
		  with statistics above, only open and visible 
		  to any nearby (Automatically seen). The 
		  þrst time the PCs encounter an open 
		  pit, it has the corpse of a goblin scout in it. 
		  The scout has a single arrow of lesser slaying 
		  (Orc) in its quiver of otherwise unremarkable 
		  arrows. Similar to an arrow of slaying but 
		  less powerful, the arrow deals an additional 
		  3d10 piercing damage to an orc target, with a 
		  DC 14 Constitution saving throw to halve 
		  damage.
		  Any subsequent open pits have the corpses 	
		  of deer or boar in them.

18	 Shy Dryad – in a relatively quiet clearing near a 
	 brook, a dryad named Nyma lives with a large family 
	 of squirrels in a small willow. The Dryad remains 
	 hidden near the base of the tree, but either a DC 14 
	 Intelligence (Nature) or a DC 16 Wisdom (Perception) 
	 will allow characters to þlter enough small clues to 
	 recognise the unusual situation for what it is (ie a 
	 strangely shaped ‘shrub’ near the base of the willow 
	 that would not survive the lack of direct sunlight, 	
	 the calm nature of the squirrel group in a tree not 	
	 noted for such inhabitants, and an overly large 
	 number against a fairly aggressive predator/prey 
	 ratio etc.). The dryad is shy, but protective of her 
	 ‘babies’. If approached in a genuine and unthreatening 
	 manner, Nyma may warm enough to the PCs to hold 
	 a guarded conversation. She can direct them to 
	 the temple, give them rough numbers of the orc tribe 
	 (12-15 warriors and an equal number of women and 
	 young). She can even tell them that the tribe has a 
	 shaman, and recount the tale of Brulgurt the troll 
	 (below) and where to þnd him (she knows his hunting 
	 grounds). She knows of the Awakened Peach tree, 
	 but will not disclose its existence or location. If the 
	 PCs have previously stolen from or injured the tree 
	 she will not interact with them at all, preferring to ÿee 
	 and return later.          

19	 Quickling Race – three quicklings are undertaking a 
	 race through the woods to determine who is the 
	 fastest amongst them (they are all equal). The PCs 
	 are likely to initially see them only as a series of 
	 blurs across the undergrowth. However, they will 
	 quickly abandon this for the chance to harass the 
	 ‘trespassers’ in their woods. The quicklings will 



8

	 skirmish, steal and harry the PCs or animals, using 
	 the undergrowth as cover from missile þre and not 
	 allow themselves to get bogged down in melee. If the 
	 tide turns against them, or one or more of them are 
	 slain, the remaining quicklings try to lead the PCs into 
	 pits and snares, or into local monsters or orc scouts.      

20     	 Aggressive Troll - A massive troll - Brulgurt - lumbers 
	 through the woods, seeking prey. The troll is þre 	
	 scarred and is missing its left hand. In its place the 	
	 troll has lashed a series of sharpened animal ribs that 	
	 act as a makeshift claw. In the unlikely event the PCs 
	 calm the aggressive creature and converse with it 
	 (impossible if any of the PCs are Orcs or Half Orcs), 
	 they can discover that it is named Brulgurt, and has an 
	 undying hatred of orcs, particularly a local clan that 
	 severed his claw and burned the stump so it would 
	 never regrow. It was severed by big orc with a ÿaming 
	 axe. The tribe now use his claw as some kind of totem. 
	 The Tribe of the Troll Claw are the tribe residing in 
	 the Temple, and if the PCs indicate their intent to 
	 destroy the tribe they may be able to convince the 
	 Troll to ally with them. Of course, Brulgurt is stubborn, 
	 aggressive, loud, smelly, will not follow instructions 
	 or orders, is prone to turning on allies and will ruin 
	 any hopes of stealth inþltration.  

The Tribe of the Troll Claw
The Tribe of the Troll Claw is only a small clan, but has risen to 
dominance in the area. This is primarily down to three factors 
– A powerful shaman, a canny warleader and a chief who is 
intelligent enough to manage the two to advantage so that 
neither becomes a threat to his position. Grushnak the Grim 
is a cunning chieftain, and his tribe has prospered because of 
it. He is intelligent enough to recognise opportunity, and wise 
enough to keep a þne balance in his tribe. His warleader ð 
Velkesh - is a tactical animal, and a disciple of Ilneval. Grushnak 
gives him the freedom to plan various raids and sorties, and 
the troops to accomplish them. Velkesh is kept occupied, and 
the victories are attributed to Grushnak in the eyes of the tribe. 
Suthrain is a mystic, obsessed with the secrets of the spirits 
and the ‘Vision of Grumsh’. Grushnak indulges the shaman, 
often having Velkesh plan raids on sites or tribes that have 
objects or artefacts that she coverts. In turn Suthrain supports 
Grushnak, proclaiming him amongst Grumsh’s favoured few. 
Armed with tactics and magic the Tribe of the Troll Claw have 
vanquished larger tribes or monsters, thus reinforcing their 
trust and belief in Grushnakõs status. The tribe has ÿourished 
this way for many years. 

However two things currently threaten this existence. The þrst 
is the temple. On Suthrain’s desire, and Grushnak’s command, 
the core of the tribe moved here 3 seasons ago (9 months), 
clearing out and taking over the place. Too small to house the 

whole tribe, several outer camps of scouts were established as 
a perimeter. The remainder of the tribe settled into the upper 
levels, while Suthrain sought to explore the lower levels. The 
shaman was chased out by a terrifying serpent of stone, and 
though it cannot (or has not) breached the upper level, the 
tribe remains nervous about it and any other horrors the lower 
levels might contain. Resentment is growing about remaining 
in the temple. Suthrain has leveraged her support of Grushnak 
on remaining in the temple until she can þgure out a method to 
destroy or evade the beast. 

Secondly is the arrival of the human explorers, and what 
they might represent. Velkesh recognised Antivar’s heraldry, 
and his connections and worth, but also the risk at angering 
Baldur’s Gate. The ransom scheme was a gambit to make them 
seem a larger and more menacing opponent (the tribe does not 
need nor could really use 100 battleaxes) to buy themselves 
time. Scouts have been sent to spy on the city, looking for large 
troop movements or Flaming Fist contingents (and thus the PCs 
will actually slip the scouts notice initially). Added to this is the 
presence of ‘Lira’ the scholar. Suthrain has taken a liking to her, 
and the scholar’s knowledge of the temple. Tensions within the 
tribe are rising as the shaman voices plans of entering the lower 
levels once more. 

      

Temple of the Opal Goddess

Features
The temple is almost entirely underground, dark except where 
lit by torches (no natural light except the exits and Area 36. 

In both the upper and lower levels most of the passages are 
10 feet high and rooms 15 feet high (except where stated 
otherwise). In the upper level the doors are all iron bound 
wood, though none have locks. In the lower level the doors are 
all stone, but again a generally unlocked, though tough to open.

Inhabitants
The upper temple is inhabited by the Tribe of the Troll Claw 
which consist of 22 Orc Warriors (spread between the temple 
and monastery), 12 Orcs, 12 Orc Younglings, 6 Wardogs, 
Suthrain the shaman, Velkesh the warleader and the chieftain 
Grushnak. There are also 7 prisoners – including Antivar, his 
Retainers and Lira (temple stablocks start on page 32).

Outside the temple grounds there are another 24 Orc Scouts in 
total in various patrols, camps and extended missions, though 
most of these are not in the vicinity of the temple at the time of 
this adventure. Some may encounter the PCs passing through 
the woods, and some can be recalled if the alarm sounds.
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The lower levels of the temple have only four creatures of note 
– the Stone Serpent, a Stone Ooze, the cult Archivist and the 
calciþed body of Lashpera, animating as the Avatar of the Opal 
Goddess. The temple abuts a massive cavern that houses some 
unusual calciþed ÿora and fauna, but these are either relatively 
harmless (for the most part) or for the DM to expand upon if 
they so choose.   
 

On Approach
The main temple is built into a small forested hill, which 
has a natural lake on one side. Only the vast entry is visible 
externally, and a stone bridge has been built to link the hill to 
the main approach. The trees have been cleared back for the 
lake edge for 50 yards in all directions, both to allow for clear 
sight and to supply building materials to the tribe. 

To the south of the main hill is a small ÿat topped island, 
reachable by a wooden plank suspension bridge. Dominating 
this is an old monastery, a squat one story building with a 
slightly angled peaked stone shingle roof and a three story 
tower attached. The top level of the tower holds a massive 
bell. Careful observation – DC 16 Wisdom (Perception) – will 
allow a sentry to be seen periodically. If the sentry does spot 
the PCs at any point, it will strike the bell repeatedly with a 
hammer, sounding the alarm (See Sounding the Alarm and 
Area 7, below). 

To the north, sheltered from view of the trail is a small pebble 
beach with an old row boat pulled up onto it. Anyone wandering 
more than 50 yards past the trail and to the beginning of the 
treeline will be able to see it. 

DMs note – Unless the PCs scout into the trees on the north side the 
players should not be shown this section of the map. 

The lake is blue and relatively clean, but opaque beyond the 
þrst few feet due to standard silt and other impurities. The lake 
is cold, and varies from 10 to 40 feet deep in most places. There 
are few shallows, so anyone falling in will need to swim - DC 
10 Strength (Athletics) - to stay above water, and climb – DC 
12 Strength (Athletics) to pull themselves out. The ledge and 
rocks at Area 10, the drain at Area 11, and the pebble beach at 
Area 21 are the only ‘shallows’ in the lake that allow swimmers 
to stand and walk out without effort. There are also old bridge 
foundations below Area 6 that will allow a swimmer to cling 
on, but there’s no easy exit from the water here.   

Time of Day
The time of day makes a difference in terms of where the 
temple inhabitants are under routine conditions. Assuming 
the PCs have not alerted the tribe to their presence, the activity 
cycles are as follows;

Dawn/Dusk – these are major gathering times, and the tribe 
has large meals at dawn and dusk, lasting around an hour 

before normal activities commence. Scouts rotationally bring 
in game, each scout group rotating through to be present at 
one big meal every 2 days (otherwise they eat in their satellite 
camps). The majority of the tribe, including the chieftain, 
shaman and warleader gather in the main hall (Area 18) to eat, 
drink and tell tales of glory. Lira will also be present for these. 
Sentries and runners are left in Areas 7-9, and a single sentry is 
on watch at Area 2 and 23.

Day/Night – While the orcs really have no particular 
preference for day or night activity, the presence of the humans 
had necessitated a certain routine for some. Around half the 
orcs are active during the day, while the other half sleep and 
recreate. Suthrain is active exclusively during the day presently, 
questioning Lira and conducting research and divinations. 
Velkesh is currently most active at night. Grushnak tends to 
vary his routine from one to the other.

The prisoners in Area 8 retain a standard day (activity) - night 
(rest) cycle, and Lira is removed each morning to consult 
with the shaman, and returned late each night to sleep. More 
recently she sleeps in the shaman’s quarters, spending only 
every second or third night in the cells.    

Sounding the Alarm
If the tribe comes under threat, they will organise to repel 
assault with military precision. Velkesh has drilled the warriors 
numerous times to get a rapid, tactically sound defence in place. 
The response will of course be subject to conditions (when, 
where and how a threat is revealed, how many troops remain 
etc) so the DM will need to manage this appropriately. The 
most important element is that the tribe reacts in an organised 
fashion. 

The Alarm Bell
Once an alarm is raised, the sentry in the bell tower (Area 7b) 
will strike the bell many times, repeating it in intervals. The bell 
tone is loud, and reverberates through the woods for miles. A 
single strike will not raise an alarm, as this could be an accident 
or a low ÿying bird. Only repeated strikes result in a response.

The alarm serves two purposes – alert the tribe within the 
temple to an external threat, and to recall the scouts in the 
woods. Even if a threat is discovered inside the temple, the 
tribe will still try to sound the bell.       

Once the bell has sounded, the orcs within the temple will 
grab arms and move to defensive positions. They will not stop 
to don armor until after the defence points are activated. A 
pair of orcs will move to the kennel and release the wardogs, 
armoring them if there is time. One minute after the bell has 
sounded 1d4+1 scouts will arrive from the surrounding woods. 
10 minutes later another 1d4+2 will arrive. Half an hour after 
the alarm has sounded another (and þnal) group of 1d4+2 will 
arrive.
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Defence Points
The tactical points are Areas 5, 18 (near the stairs) and 23. When 
the alarm is sounded, the orc warriors will spread roughly evenly 
to these locations and await orders, or combat obvious foes they 
encounter there or on the way. In an alert situation the young 
act as message runners, reporting to the above areas and the 
monastery (Areas 7, 8 & 9).
If overwhelmed at any location, the tribe will fall back to area 18 
for a last stand, trying to make full use of its numbers. If they lack 
numbers they instead fall back to Area 22 and try to hold out for 
reinforcements from the scouts.   

Area 1 – Approach and Bridge
The brush has been cleared on the approach to the bridge, leaving a 50 
yard open area to the tree line. The bridge itself is old but well crafted, 
assembled from weathered grey stone blocks. Moss grows thickly 
in places, and you can hear the lapping of the lake against the stone 
supports below. 

The bridge is exactly what it seems. It was crafted in ancient times 
and remains sturdy to this day. The blocks do not appear to match 

the stone of the island or surrounds – they were transported from 
Areas 24 onwards, the original temple builders making use of the 
excavation stone. The remainder was piled on the islet, which was 
eventually turned into the monastery many hundreds of years 
later.

Area 2 – Main Entry
A huge arched entrance leads directly into the face of the rock here. The 
arch is deeply weathered and covered in moss and creepers, but the faded 
remnants of carvings can just be made out. The tunnel beyond is dark, 
but deep within the faint glow of torchlight can be seen.

To the south a narrow path clings to the rockface, leading to a rope bridge 
that connects the island fort to the larger hill.   

Taking a brief moment to examine the carvings, PCs will note that 
around half of it is so worn that whatever was there is merely half 
symbols or traces so þne as to be illegible. That which is actually 
readable is written in Mulhorandi, and (assuming anyone can 
read it) seems to indicate that this location is “sacred to the earth”. 
A more detailed examination, and a successful DC 14 Intelligence 
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