his web enhancement for When the Sky Falls is an expand-
ed adventure seed suitable for four 4th- to 5th- level player
characters (PCs). It provides a strong skeleton for an
adventure, but relies heavily on information found in When
The Sky Falls by Bruce R. Cordell. DMs should flesh it out with
place names, relevant nonplayer characters (NPCs), and addi-
tional content as necessary to insert it into their own games.

Not only can DMs use this scenario as an adventure unto
itself, it also provides plenty of mood and atmosphere details
for roleplaying in the aftermath of a meteor strike. The
threats characters face at a time like this need not be super-
natural to be a challenge. No matter what type of meteor
strikes in your campaign—mundane, thaumaturgic, or
engram ark—issues will arise that require the PCs to deal
with refugees, overcrowding, con men, and chicanery.

BACKGROUND

This adventure occurs in the days following a meteor strike,
about 50 miles from the impact site, in a small village (any
village will do). This settlement is now swelling to many
times its normal population with refugees who have escaped
death and have fled the destruction. Many intend to move
on from here, but many more have no idea where to go.
Their homes have been destroyed, they've lost loved ones,
and it seems as though their lives are over—ended in one

cataclysmic act of the gods.

SETTING THE SCENE

The sky above is still unnaturally filled with dark clouds and
ash. The air feels much colder than it should—it seems like
the end of the world to most of the dirty-faced and hungry
refugees who stand about with what few worldly belongings
they could carry away from the blast zone. These are the
lucky ones. They got out alive. Their old villages and hamlets
are gone in the terrible fires that followed the strike; the
communities closer in were utterly vaporized.

This village, itself scarred by a few acid rainfalls, remains
intact. But what was once home to a few hundred souls is
now burgeoning with neatly a thousand. These people have
little to eat and are quite literally stumbling about in shock.
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THE JACKALS

Wherever there is misery, there are those evil persons who
prey upon the miserable and take advantage of suffering. The
area around the impact site is no different.

While the ruling monarch has indeed sent troops and
supplies in to help with the situation, a fellow named
Mordigan is posing as a kingdom official taking stock of the
losses. Mordigan walks among the refugees and asks them
questions about their lost loved ones, and about what valu-
ables (if any) they were able to take with them when they
fled. This false administrator is nothing more than a very
sophisticated thief, however. His ally, an elf illusionist
named Tolaen, follows him invisibly. She listens intently to
what Mordigan finds out. When they find someone with
valuables, they return that night.

Tolaen uses her illusions to make the chosen victim think
that a dead loved one—whom the refugee described to
Mordigan eatlier that day—has returned from the grave with
instructions on how to appease the gods so that they will not
drop “another hammer upon the anvil of the earth.” These
instructions invariably involve leaving their valuables out in

the wild, where Tolaen and Mordigan can gather them later.

THE PLEA

A real royal official named Marva Talisman contacts the play-
er characters. She’s gotten word that a number of the
refugees have had visions of dead relatives lost in the
impact. Marva wants to know if there is truth to these sto-
ries, and the rumor that the gods may be planning on strik-
ing the world with another meteor.

INVESTIGATION

The official gives the PCs the names of a few people who
have had visions. Some investigation turns up the following
points of information:

. Each one has been visited by a royal administrator
named Mordigan, gathering information. He did
not seem suspicious in any way, and he came alone.

. Marva Talisman can confirm that no one named

Mordigan works as a royal official.
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. Mordigan is the name of a charlatan and thief who
frequented this area a few months back (characters
can learn this with a Gather Information check [DC
20] among the villagers—but not the refugees).

. Mordigan sometimes worked with a female elf illu-
sionist named Tolaen (characters can learn this
with a Gather Information check [DC 25] among
the villagers—but not the refugees).

MORDIGAN

Mordigan is a smart fellow. Unless the PCs are being
extraordinarily discreet (DM’s discretion), he hears that they
are asking around about him and sends some hired thugs to
take them out.

The thugs pose as hunters, approaching the PCs to ask
them for directions. With their bows on their backs, their
“walking staves” in hand, these do not look like warriors.
When they get close, they attack.

Thug, human War3 (4): CR 2; Medium humanoid; HD 3d8+6;
hp 24, 22,16, 13; Init +1; Speed 30 feet; AC 14 (+1 Dex, +3
armor); Attack +4/+4 melee (1d6+1, quarterstaff) or +4
ranged (1d8, longbow); SV Fort +5,Ref +2, Will +2; AL N;
Str 13, Dex 13, Con 14, Int 9, Wis 12, Cha 9

Skills and Feats: Listen +3, Spot +3; Ambidexterity, Weapon

Focus (quarterstaff), Two-Weapon Fighting

Possessions: Masterwork quarterstaff, studded leather armor,

masterwork longbow, 20 arrows, potion of cure light wounds,

25 gp

The thugs do not fight to the death, however—they were
only paid 25 gp each for the job (with the promise of 25 gp
more if they managed to kill them). If one of the thugs is
subdued and questioned, he reveals Mordigan’s location. The
con man and his accomplice are currently holed up in an old
shack about a mile away from the village.

Mordigan is tall and charming, with dark hair, a thin
mustache, and a winning smile. Tolaen is small, and her
blond hair is cut very short. She bears a scar across one
cheek. (However, she frequently uses change self to look like
someone else—often a human or half-orc male.)

When the PCs come for Mordigan and Tolaen, it’s likely
that one of the two will be watching for them. In such a case,
Tolaen casts invisibility, mage armor, and expeditious retreat on
herself, in that order (if possible). Mordigan drinks his
potion of sneak, and then they bolt.

In any event, neither of these opponents is interested in
fighting the PCs or inflicting any real damage (and in fact,
neither is very good at that). Their only interest is escape.
This could lead to an interesting chase scene across the
wilderness as these two try to get away, using every trick they
can think of—Tolaen’s spells would be very useful in this
case. They flee toward the meteor crater, assuming no one
will follow them that way. If cornered, they might fight for a
bit, but eventually they surrender.

Tolaen, female elf (high) Wiz4 (T11): CR 4; Medium humanoid;
HD 4d4; hp 13; Init +1; Speed 30 feet; AC 11 (+1 Dex);
Attack +3 melee (1d3+1, unarmed strike); SV Fort +2 Ref +3
Will +4 AL NE; Str 12, Dex 12, Con 10, Int 14, Wis 9, Cha 11

Skills and Feats: Hide +3, Knowledge (arcana) +8, Knowledge
(local) +8, Move Silently +3, Spellcraft +8, Spot +3; Improved
Unarmed Strike, Scribe Scroll, Spell Focus (Illusion)

Possessions: Hand of the mage, scroll of mage armor and expe-
ditious retreat, potion of blur, potion of levitate, cloak of resist-
ance +1, 100 gp ring, 250 gp ring, 124 gp

Wizard Spells Prepared (5/5/4): o—daze (3), flare, ghost
sound; 1st—change self; color spray, silent image, shield, ventril-

oquism; 2nd—invisibility (2), minor image, mirror image

Mordigan, male human Rogs: CR 4; Medium humanoid; HD
4d6+4; hp 19; Init +3; Spd 30 ft.; AC 16 (+3 Dex, +2 armor,
+1 ring); Attack +6 melee (1d4-1 dagger), or +6 ranged
(1d8, light crossbow); SV Fort +2, Ref +7, Will +3; AL NE;
Str 8, Dex 16, Con 12, Int 12, Wis 15, Cha 16



Skills and Feats: Bluff +7, Decipher Script +6, Diplomacy +7,
Escape Artist +10, Forgery +8, Hide +7, Intuit Direction
+9, Knowledge +4, Listen +4, Move Silently +9, Perform
+10, Search +8, Spot +4, Use Magic Device +6, Use Rope
+8; Alertness, Quick Draw, Weapon Finesse (dagger)

Possessions: Masterwork leather armor, dagger, light cross-
bow, 12 bolts, ring of protection +1, potion of sneak, dust of

tracelessness, 390 gp

TOWARD THE CRATER

If the PCs chase Mordigan and Tolaen, engineer a side
encounter with some interesting meteor aspect that occurs
on the way. The PCs might come across a mass of meteoric
iron in the form of “shale balls.” Or, the chase might awaken
a molten elemental that is almost certainly too powerful for
the PCs to deal with, even if Mordigan and Tolaen help.
Perhaps then the pursuers will become the pursued as they
flee from the otherplanar monster.

CONCLUSIONS

Whether or not Mordigan and Tolaen get away, the belong-
ings they have stolen from the refugees lie within the
shack—heirlooms, jewelry, nice clothing, and so on. The
total value of these goods is 1,400 gp, but it isn't very
portable. Good-aligned PCs, however, will want to see this
stuff returned to its rightful owners (Marva Talisman can
help with this). If the PCs hand it over, she rewards them
each with a royal stipend of 200 gp each.

Should the PCs decide not to return the lost goods, but at
least offer evidence to Marva that the visions of coming
calamity were false, she offers them a reward of 100 gp each.

If the PCs don't stop Mordigan’s con, he continues it for
at least another week, then he and Tolaen flee the scene for

and remain gone for about six months.

WEB ENHANCEMENT 3

Credits and Legal

Design by Monte Cook

Starfall Illustration by Kieran Yanner

Editing and Production by Sue Weinlein Cook
Graphic Design by Peter Whitley

When the Sky Falls Cover by Alan Pollack

Requires the use of the Dungeons & Dragons®
Player's Handbook, Third Edition, published by
Wizards of the Coast®

For more free d2o material, check out “The Stuff” at Monte Cook’s
Website: --www.montecook.com--3

AV 88 2
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System License version 3.0. A copy of this License can be found at
-Wwww.wizards.com/d20-

Dungeons & Dragons® and Wizards of the Coast® are Registered
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Game Content: the NPC statistics and anything else contained herein
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United States of America. Any reproduction, retransmission, or unau-
thorized use of the artwork or non-Open Game Content herein is pro-
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for purposes of review or use of OGC consistent with the OGL.

This material is protected under the copyright laws of the United
States of America. This material is a work of fiction. Any similarity to
actual people, organizations, places, or events is purely coincidental.
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OPEN GAME LICENSE Version 1.0a

Thefo/]owing text is the property of Wizards of the
Coast, Inc., and is Capyrightzooo Wizards ofthe
Coast, Inc ("Wizards”). All Rights Reserved.

1. Definitions: (a)“Contributors” means the copy-
right and/or trademark owners who have con-
tributed Open Game Content; (b)“Derivative
Material” means copyrlghted material inc/uu'ing
derivative works and translations (inc/uu'ing into
other computer [anguuges), potation, modification,
correction, addition, extension, upgrude, improve-
ment, compi[ution, abridgment or otherform n
which an existing work may be recast, transformed
or adapted; (¢) “Distribute” means to reproduce,
license, rent, lease, sell, broadcast, pub/ic/y disp/ay,
transmit or otherwise distribute; (d) “Open Game
Content” means thegume mechanic and includes the
methods, procedures, processes and routines to the
extent such content does not embody the Product
]dentity and is an enhancement over the prior art
and any additional content c/ear/y identified as
Open Game Content by the Contributor, and means
any work covered by this License, inc]uu'ing transla-
tions and derivative works under copyrzght law, but
specifically excludes Product Identity; (e) “Product
]dentity" means product undproduct line names,
/ogos and identifj/ing marks inc]uding trade dress;
urtiﬁzcts, creatures, characters, stories, story[ines,
p]ots, thematic elements, diu/ogue, incidents, lan-
guage, artwork, symbo/s, designs, depictions, like-
nesses, formats, poses, concepts, themes, and gmphic,
photogmphic, and other visual or audio representa-
tions; names and descriptions of characters, spe//s,
enchantments, personalities, teams, personas, like-
nesses, and special abilities; places, locations, envi-
ronments, creatures, equipment, mugicu/, or super-
natural abilities or eﬁrects, /ogos, sym bols, or gmphic
designs; and any other trademark or registered
trademark c[eur/)/ identified as Product Identity by
the owner of the Product Identity, and which specifi-
cu/]y excludes the Open Game Content; (f)
“Trademark” means the /ogos, names, mark, sign,
motto, designs that ave used b}/ a Contributor to
identify itself or its products or the associated prod-
ucts contributed to the Open Game License by the
Contributor; (g) “Use,” “Used,” or “Using” means to
use, Distribute, copy, edit, formut, modi]ﬁ/, 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 conditions may be applied to any

Open Game Content distributed using this License.

3. Offer 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 perpetua/, worldwide, royu]g/ﬁee, non-
exclustve license with the exact terms of this License

to Use the Open Game Content.

5. Representation of Authority to Contribute:
If You are contributing originu/ material as Open
Game Content, You represent that Your
Contributions are Your originu/ creation and/or
You have sufficient rights to grant the rights con-

Veyeu' 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 copy-
ing, modiﬁ/ing or distw'buting, 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 ]u'entit)/, inc/uding as an indication as
to compatibility, except as expressly licensed in
another, independent Agreement with the owner of
each element of Product Identity. You agree not to
indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction
with a work containing 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 ownership 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 ]dentity.

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 designat-
ed 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 mar-
ket or advertise the Open Game Content using the
name ofan)/ 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 regu-
lation then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate auto-
matically if You fail to comply with all terms herein
and fail to cure such breach within 30 days of becom-
ing 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.
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