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Introduction 

Welcome to the town of Cauldron.  This city is like no other.  Home to a 

diverse population dedicated to carving out a living in a forbidding wilderness of 
unconquered, little explored land inhabited by war mongering hordes, hostile 
giants, and many other bloodthirsty monsters. 

Lurking in every jungle, swamp, and mountainous pass these monsters threaten 
every inhabitant who sets forth from the protection of the city’s walls.  No one 
goes unarmed or carelessly about least one of these horrors claims him or her as 
their next victim.  Even with in the walls of the city hidden under every flagon of 
ale, every warm hearth is the unspoken fear that today just might be the day that 
old Hookface will return from legend and swoop down upon the city roasting all 
alive with his fiery breath. 

Hobgoblins, giants, and dragons are not the only perils this land has to offer the 
unwary.  Flood, heat and ancient magic gone astray wait to claim the lives of the 
unprepared.  The weather is often the worst enemy in these lands, and those who 
fail to give nature her due respect soon find themselves at her mercy. 

Savage monsters and oppressing heat are not the only dangers facing the folk of 
Cauldron.  Some dangers can’t easily be seen or felt, but they are nonetheless just 
as deadly.  A host of evil organizations lurk in the shadows and nights of the 
city; waiting, plotting for their chance to bring their evil designs to life at the cost 
of Cauldron lives, liberty or even worst.   

Despite all these dangers there is still hope that Cauldron, the strangest of cities 
will be free of many of these dangers that now beset this land.  Led by the Lord 
mayor, defended by her guard captain, and supported by her churches.  The free 
city stands together in a mutual pact of common defense, commerce, and foreign 
relations. 
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It is to this land that I bring you.  It is my hope that through this news letter, 
campaign journal, playing sessions, and most importantly your input and 
interaction that I can bring you an enjoyable, flavorful, role-playing environment. 

 

 

Rumor and News 
 

• Citizens have been taken from their homes at during the night, and the 
town guard has been unable to identify the culprits or locate the vanished 
citizens  

• A magic disease is causing people in the city to vanish.  The same thing 
nearly wiped out the gnomes of Jzadirune 75 years ago! 

• Someone in Cauldron trades in strange currency: coins stamped with a 
jester instead of the sovereign.  The authorities are trying to find the 
source.  

 

Famous People of Cauldron 
Sarcem Delasharn 

 

Sarcem Delasharn is the high priest of the church of St. Cuthbert in Cauldron.  
He often sits in council with the Lord Mayor and several other nobles and clergy, 
and provides a strong voice for the people of Cauldron.   

Cauldron at a Glance 
 

 

Built inside a dormant volcano, the town of Cauldron is aptly named.  A Lord 
Mayor rules it, and the four largest churches in the city are St. Cuthbert, Wee 
Jas, Kord, and Pelor.  A shrine exits for most of the other common gods of the 
land. In general, life in Cauldron is good.  The town guard deals with local 
troublemakers but leaves the bigger problems (like marauding monsters) to the 
lord mayor or the church of St. Cuthbert.  Both periodically hire adventurers to 
deal with such problems directly.   
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The town’s buildings, tightly packed and built from volcanic rock and wood from 
nearby forests, line the inner bowl of a nameless, dormant volcano.  Cobblestone 
roads form four concentric circles, from bottom to top Ash, Lava, Magma, and 
Obsidian avenues, around a small lake of cold water, which fills the volcano’s 
basin.  Although the town’s sewage seeps into the lake, local clerics routinely 
purify the water for the citizens in exchange for charitable donations to their 
temples.  A 50-foot tall-fortified wall of black malachite encircles the city, tracing 
the outer rim of the volcano.  Four roads descend the outer walls of the volcano, at 
each of the cardinal points, becoming major thoroughfares that lead to other towns 
and distant realms.  The districts nearer the rim of the city tend to be occupied by 
upper class families and elite merchants.  The closer one gets to the center of 
town (and the closer to the pungent odors of the central lake), the shoddier the 
construction and the more dangerous the dark alleys.  Most people get around 
cauldron on foot, although the town has its share of wagons and carriages, most 
of them owned by merchants and nobles. 

 

Geography of the Cauldron area 
 

 

Your time here starts during late autumn.  Cauldron and the lands around it lie 
in a sub-tropical climate.  The foothills surrounding the taller mountains are 
rugged and covered with scrub, but are fairly open for several miles before giving 
way to rolling savannahs.  These savannahs then transform into particularly 
dense sub-tropical jungles a few miles farther out from the mountains.  This 
region is a true frontier land; a few villages sit in the foothills and lowlands but 
aside from these and the roads the area is still a true wilderness. 

Three frontier villages, Kingfisher Hollow, Hollowsky, and Redgorge are all 
approximately 24 miles from Cauldron; as is the Lucky Monkey a large roadside 
tavern.  Other geographical locations of interest include Demonskar a geological 
rift, The Cauldron Mountains, and the ancient ruins of Shatterhorn far to the east. 

The economy of Cauldron is surprisingly diverse.  Copper and Iron are mined 
from her mountainous borders and shipped north for smelting and crafting, kafi 
(coffee) an exotic plant whose seed are dried and ground into a aromatic drink are 
grown upon her cool hill sides, while exotic woods and spices can be found in 
her low land jungles. 

 

Skill Usage in Cauldron  
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Balance – On a rolling log, or barrel DC 20 fail equals fall. - Throw someone 
off balance – Both opponents or one opponent on precarious surface susceptible to 
swaying ex. Tightrope, small boat, rolling log, narrow tree branch. Make opposed 
balance checks as a move-equivalent action.  Loser is off balance until his next 
action (opponents get a +2 attack bonus and he is denied his Dex bonus).  If the 
loser looses by more than 5 the looser falls.  - Standing on the roof of a speeding 
coach - or other moving vehicle or in the saddle of a horse – DC15, if mount or 
vehicle made a double move DC20, if mount or vehicle is running DC25. 
 
 Bluff – Disguise your skill – Make a bluff check opposed by one or more 
targets sense motive skills, you can deliberately try to convince others that you are 
either more skilled than you really are or less skilled.  
 
 Jump - Jump onto a moving object – Requires a readied action to jump 
when it passes by.  Base DC = height needed to clear to land on the object 
modified by the vehicle speed.  For every 5’ of distance past 40’ the vehicle moves 
during its action add +1 to the DC.  If leaping down DC is 15+veh speed mod.  
Success indicates you landed where you wish and reduced the effective height of 
the fall by 10ft.  Failure results in normal falling damage, failure by 5 or more 
means you missed the target.  Wall Jump – If you are at least 5ft from a wall 
you can roll a tumble check DC20 to run up the wall 5ft and back flip off of it.  
If you succeed at this check you may roll a jump check from the wall as if you 
mad a running jump. – Flip Up – A tumble check DC25 can let characters flip up 
onto a ledge or balcony that is with in arms reach as a free action.  
 
Climb – Rope Swinging – When you swing on a rope of similar flexible object, 
you move in a straight line that passes under where the rope is attached to a spot 
double the distance from where you are to a point level with you but beneath 
wher3 the rope is attached.  Holding on to a rope and swinging with two hands 
is a DC 10 climb check; with one hand it is a DC 15 climb check.  If you succeed 
you complete the swing and land at your destination.  If you fail by <5 you land 
prone at your destination.  If you fail by 5 or more you fall.  A rope swing of > 
20 feet can count as running for the purpose of a running jump, bull rush, or 
charge.  The distance you cover counts against the distance you can move during 
a round.   
 
Hide – Snipping -  If you are 10ft. or > from your opponent and have successfully 
hidden, you may make one ranged attack, then as a move equivalent action make a 
hide check at –20 to remain hidden. 
 
 

Question of the Week  
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Last weeks question of the week was.  What actor or actress would play your 
character in a movie version of this campaign? 
 
This weeks question is.  How would you define the piety of your character? 

a. Admirer – You see your deity as a role model, and attempt to emulate her. 
b. Altruist – You see your deity as the caretaker of the world, thus you care 

for whatever the deity cares about. 
c. Crusader – You strive to meet some goal related to your deity. 
d. Defender of the Faith – You uphold the dignity of your deity and your 

fellow worshipers. 
e. Doubter – You have measured yourself against your god and found 

yourself wanting. 
f. Fanatic – You represent the negative aspects of the crusader and the 

defender of the faith.  You have a low tolerance for nonbelievers and you 
think your deity will support you in all endeavors. 

g. Nihilist – You think what happens in the mortal realm is unimportant. 
h. Philosopher – You see events of the mortal world in terms of larger, 

universal truths. 
 
For more information on these archetypes see dragon magazine issue 305. 
 

Unique Equipment  
 
GRAPPLE FIRING CROSSBOW 
SIMPLE RANGED WEAPON 
COST - 70gp 
DAMAGE - 1D3 
CRITICAL – 
RANGE INCREMENT - 120 FT. 
WEIGHT - 12LB 
TYPE - PIERCING 
HARDNESS - 10 
HIT POINTS – 10 
 
This device helps adventurers scale unclimbable walls, bridge chasms, escape 
down sheer cliffs and the like. A grapple-firing crossbow is a heavy crossbow 
modified to fire a special grapple headed metal bolt attached to 100 feet of 
thin, light rope. 
 A successful shot at an appropriate target indicates that the grapple has 
hooked onto something; anchoring the rope firmly enough for a character to 
ascend it with a successful climb check (DC 15).  Failure brings one of three 
results:  That the grapple simply failed to snag anything, that it has lodged 
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but is not secure enough to support a characters weight, or that there is simply 
nothing up there for it to catch. 
 A PC can easily anchor a grapple-bolt by hand in a niche or use pitons to 
secure it on a smooth stone.  This provides the same aid for descent without 
the need to fire a weapon. 
 

New Alchemical Item  
 
 
The following new Alchemical item is available at Skie’s Treasury located on 
Northwest Lava Avenue. 
 
FIRESTONE – Cost 50gp – This small orange stone can be hurled as a 
grenadelike weapon.  When it hits a hard surface, it bursts into a puff of 
flame that does 1d6 points of fire damage and ignites any flammable 
materials within the 5-foot-square where it strikes.  Fires lit by a firestone 
burn normally. 
 
 
 

New Spell  
 
 
The following new spell is available to Sorcerers and Wizards of the 
appropriate level.   
 
DEFTNESS 
Divination 
Level: Sor/Wiz0 
Components: V,S 
Casting Time: 1 action 
Range: Touch 
Target: Creature touched 
Duration: 1 minute or until discharged 
Saving Throw: None 
Spell Resistance: Yes 
 
Deftness adds a +2 insight bonus to the next skill check the target makes. 
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