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High up in the eastern mountains of the Black Peaks, where the 
River Knife runs fast and narrow, a terrible secret has been 
uncovered. Just north of the town of Affeldeen, close to the river’s 
source, is a camp of men digging tin out of these mountains. But 
the tin no longer flows—the miners have gone on strike! Viceroyal 
Governor Milo Stauffenbach is beside himself. He has quotas to 
meet, but the miners will not go back underground. What he needs 
right now is a group of adventurers brave enough to venture into 
the mine and find out what went wrong—and fix it, if they can. 
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Murderous Shadows 
 
Two centuries ago, this mountain housed the stronghold of a secret 
society of assassins. Their poisoned knives struck fear into the 
hearts of nobles in lands both near and far, until Count Varto Zann 
brought them to an end. While the stronghold’s front door was 
known to many of the assassins’ clients, it was not until a traitor 
revealed the location of the secret entrance that Count Varto was 
able to act decisively against them. With the help of Dwarven 
sappers he nailed the front doors shut and covered them in tons of 
rock. At the same time, he buried the secret entrance in more rock 
and executed the traitor just outside, to seal this doorway with a 
magical curse. The remaining assassins, stuck inside, never 
emerged again. 

But they did not die, not all of them. Through black magic, the 
assassins turned themselves into living shadows. Unable to leave 
their stronghold, they have remained there for two hundred years, 
waiting to be discovered. And now the miners have dug their way 
into the lower depths of the stronghold. A way out exists—it only 
remains for the assassins to emerge and establish themselves once 
again in the world of men. They have waited these many years for 
freedom to come to them, and now it has. 

Once these shadows get free, their plan is described in the grim 
portents list, below. If they summon the shadow dragon, it has its 
own agenda as well, and Governor Stauffenbach can become an 
implacable foe of the PCs if they do not protect and expand his 
financial assets. 

Will the assassins have their revenge on Count Varto’s 
descendant? Will they destroy the mining industry in and around 
the town of Affeldeen, bankrupting the governor? Will they once 
again spread terror across the land, offering to bring death in 
exchange for nothing more than money? 

Yes, they will. Unless they are stopped. 
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Getting Started 
 
What are adventurers doing here? A town like Affeldeen, in such a 
remote part of the mountains, does not often see visitors. Are they 
perhaps guests of the count? Were they sent by the church? Or are 
they treasure-seeking scoundrels, wandering from prospect to 
prospect across this dungeon-haunted land? This section gives you 
three options for introducing PCs to the mining camp and the 
mountain stronghold the miners have uncovered: 
 Hired by Governor Stauffenbach to enter the stronghold. 
 Sent by the church to investigate. 
 Wandering troublemakers. 
 
Each of these options comes with a selection of questions for you 
to ask the players, in order to help you flesh out the world and their 
characters’ lives, if you’re using new PCs. When they tell you 
something interesting, make a note and reincorporate it during the 
adventure. Bring back the people mentioned in their answers and 
make sure that decisions the PCs made in getting to this point have 
consequences. 
 

The Church 
If the PCs have been sent here by the church, because 
Metropolitrix Colcea has had visions of a great evil stirring beneath 
this mountain, ask them some or all of the following questions: 
 Do you think Metropolitrix Colcea’s visions are legitimate? Or 

is she employing unlawful or chaotic sorcery in an attempt to 
increase her temporal power? 

 What did you do when the innkeeper refused to give you 
rooms for free, even though you work for the church? 

 Who agreed to meet you in Affeldeen and then didn’t show 
up? Are you worried? 

 Who let you see the old church records about the town of 
Affeldeen? Did you find anything interesting? (If the answer is 
“yes,” tell them an interesting piece of information from the 
list on page 19.) 
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Map of the Region 
1 hex = 2 miles. 
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