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Background

North of the civilized lands of Earlsdale lies the province called Eis-
sackdale. The province has been a march between the civilized lands 
in the south and the barbarian kingdoms of Farlangh in the north. A 
mountain chain called the Watles Mountains divides Eissackdale from 
north to south and the pass through these mountains is not passable 
during the winter. The people of this province are simple hardworking 
farmers and fi shermen living off the two rivers, the Kelm and the Eis-
sack.

One century ago the people of Eissackdale lived in harmony under 
the guidance of Sir Gilehad of Kortis. The Paladin ruled with a fair 
and just hand and kept the Eissackers united for decades. His life was 
cut short when he was then killed while defending the small city of 
Greuth during a goblin invasion. The city was destroyed, but the death 
of Gilehad gave the Eissackers the resolve they needed to turn back the 
goblinoid. After his death the unity of the dale was threatened, so the 
elders called the god Kortis for aid. Their prayers were heard and the 
god appeared before them. Kortis told them to build a tomb from the 
ruins of their city and leave the site, not to return for ten years. Kortis 
explained that a great forest would grow around the tomb, and Kortis 
made the Eissackers promise not to enter the tomb. If they kept the 
oath, Kortis promised to bring Sir Gilehad back to life and their be-
loved Paladin would once again become lord of the lands.

The people of Greuth built the tomb and left their homeland. Most 
emigrated to Earlsdale in the south, but some stayed nearby. Those 
who stayed divided into two factions, each establishing a village at dif-
ferent points along the Kelm river.

It has been nearly hundred years since the Oath was taken.

Prelude

The City of Karneid lies at the foothills of the Watles Mountains. It is 
the northernmost outpost along the northern border of Earlsdale. The 
mighty Castle Karneid, built high above the city, protects the 1800 
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ue, later killed by a wight to become a 
spawn and Amid was heavily injured. 
Amid still managed to escape from the 
tomb, but he has slowed the travel of 
the survivors to the inn. On the fl oor 
lie some remains of the mercenary 
Pjotr. A search check (DC 15) will re-
veal scattered pieces from Pjotr´s scale 
armor.

(3a) Ceiling Pendulum
CR 3; mechanical; timed trigger; auto-
matic reset; Atk +15 melee (1d12+8/×3, 
greataxe); Search DC 15; Disable Device 
DC 27

4. Chapel of Kortis
A small stone altar is located along the 
western wall, covered by a red car-
pet. There are marks on the carpet on 
the top of the altar where a bowl (the 
golden bowl Glomar wants the merce-
naries to retrieve) had rested for nearly 
hundred years. The bowl itself is of the 
purest gold and has been removed and 
is in the possession of Kastor. Left and 
right of the altar are two small statues, 
one of the god Kortis and the other of 
Sir Gilehad. Inside the chapel one of the wights lurks, ready to attack 
intruders. If the PCs become trapped in room 3a the wight will attack 
them there, otherwise it will wait to see if it can hide until any of the 
party members become trapped in the next hallway (3b).

In the hallway between the chapel and the burial chamber another trap 
can be found. Kastor discovered it while the mercenary were there, so 
the trap has not been triggered ever.

(3b) Spiked Pit Trap
CR 3; mechanical; location trigger; manual reset; DC 20 Refl ex save avoids; 
20 ft. deep (2d6, fall); multiple targets (fi rst target in each of two adjacent 5-
ft. squares); pit spikes (Atk +10 melee, 1d4 spikes per target for 1d4+2 each); 
Search DC 21; Disable Device DC 20

5. Burial Chamber
This room holds the sar-
cophagus of Sir Gilehad, 
now turned into a vampire. 
When PCs enter this room 
Gilehad will rise out of the 
sarcophagus in 2 rounds. 
Gilehad will immediately be 
able to sense if the party is 
good-aligned. If so he will 
speak to the members of the 
party that resisted his fear 
effect:

“I am Gilehad of Kortis, former 
leader of the Eissackdale. Sadly, 
my destiny has been sealed by 
these intruders. Two days ago 
was to be the day of my resur-
rection, but tomb-robbers have 
broken the Oath of Kortis. I ask you to defend the dale in my name from the 
undying this curse has created. Three of the men that disturbed my slumber 
fell to my sword, and they are now a threat to my beloved homeland. Destroy 
these beings or the faith of the dale is at risk. It is my lot to guard this sacred 
place forever. No one shall enter these halls again. Now go and accept the 
blessings of Kortis.”

A few steps in front of the sarcophagus lies Bréc’s bastardsword.

Wight:CR3;Medium Undead ; HD 4d12 (Undead); hp26; Init +1; Spd 
30; AC:15 (Flatfooted:14 Touch:11); Atk +3 base melee, +3 base ranged; +3 
(1d4+1,Slam); SA: Energy Drain (Su) , Create Spawn (Su) ; SQ: Racial Traits: 
Undead; ALLE; SV Fort +1, Ref +2, Will +5; STR 12, DEX 12, CON --, INT 11, 
WIS 13, CHA 15.
Skills: Climb +5, Hide +8, Listen +8, Move Silently +16, Search +7, Spot +8. 
Feats: Blind-Fight.

GOLDEN BOWL
OF KORTIS

When the bowl is fi lled 
with fresh water and the 
name of Kortis is spoken a 
medium water elemental 
appears. The summon-
ing words require one 
round to speak. Only one 
elemental can be called 
at the time and only one 
each week.

NIGHT BLADE
(Bréc’s bastardsword)

This magical bas-
tardsword has a +1 
bonus to hit and 
damage. When used 
in absence of sun-
light or other natural 
light sources than 
the moon, it reveals 
its real power and 
becomes a +2 sword, 
improving the wield-
ers initiative by +4.
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Darkvision (Ex)
Possesions: Splintmail, Battleaxe, Medium Steel Shield, Potion of Cure Light Wounds.

Amin(mercenary): CR 3; Lvl. 3 Fighter ; HD 3d10+6 (31 hp); Init +2; Spd 20 ft.; AC 18, 
touch 12, fl atfooted 16; Base Atk +3; Grp +6; Atk +7 melee (1d6+3, Scimitar); Full Atk +7 
melee (1d6+3, scimitar) ; Space/Reach 5ft./5ft.; SA ; SQ ; AL N; SV Fort +7, Ref +3, Will 
+1; Str 16, Dex 14, Con 15, Int 10, Wis 11, Cha 12.
Skills and Feats: Climb +1, Craft (Blacksmithing) +2, Jump +0, Ride +5, Swim -3; Armor 
Profi ciency: heavy, Armor Profi ciency: light, Armor Profi ciency: medium, Dodge, Great 
Fortitude, Quick Draw, Shield Profi ciency, Simple Weapon Profi ciency, Toughness, 
Weapon Focus: Scimitar.
Possesions: Chainmail, Scimitar (Masterwork), Small Steel Shield.
(Amin is wounded at the inn and has 15 hp)

Gilehad(vampire): CR 10; Medium Undead ; HD 10d12 (74 hp); Init +3; Spd 20 ft.; AC 27, touch 
11, fl atfooted 26; Base Atk +10; Grp +17; Atk +19 melee (1d8+7, Longsword, Masterwork); Full Atk 
+19 melee (1d8+7, longsword, masterwork) ; Space/Reach 5ft./5ft.; SA blood drain, children of 
the night, energy drain, create spawn, domination; SQ , alternate form, gaseous form, resistance: 
cold 20, resistance: electricity 20, turn resistance, damage reduction 15/+1, fast healing 5, spider 
climb; AL LG; SV Fort +12, Ref +11, Will +11; Str 24, Dex 16, Con --, Int 15, Wis 17, Cha 21. Ar-
mor Profi ciency: heavy, Armor Profi ciency: light, Armor Profi ciency: medium, Combat Refl exes, 
Expertise, Leadership, Mounted Combat, Shield Profi ciency, Simple Weapon Profi ciency, Weapon 
Focus: Longsword. Blood Drain (Ex), Children of the Night (Su), Energy Drain (Su), Create Spawn 
(Su), Domination (Su), Alternate Form (Su), Gaseous Form (Su), Resistance: Cold (Ex), Resistance: 
Electricity (Ex), Turn resistance (Ex), Damage Reduction (Su), Fast Healing (Ex), Spider Climb (Ex) 
Spells: Casts as 10th-level Paladin.

Radomil(innkeeper): CR 4; Medium Humanoid ; HD 4d10+4 (30 hp); Init +1; Spd 30 ft.; 
AC 14, touch 11, fl atfooted 13; Base Atk +4; Grp +6; Atk +7 melee (1d8+2, Longsword); 
Full Atk +7 melee (1d8+2, longsword) ; Space/Reach 5ft./5ft.; SA ; SQ ; AL LN; SV Fort 
+5, Ref +2, Will +1; Str 14, Dex 12, Con 13, Int 10, Wis 10, Cha 12.
Skills and Feats: Climb +5, Craft (Woodcarving) +2, Handle Animal +5, Jump +3, Listen 
+2, Ride +5, Spot +2, Swim +1; Alertness, Armor Profi ciency: heavy, Armor Profi ciency: 
light, Armor Profi ciency: medium, Endurance, Improved Bull Rush, Power Attack, Shield 
Profi ciency, Simple Weapon Profi ciency, Sunder, Weapon Focus: Longsword.

Appendix 2: Adjusting the adventure 
& bonus material.
It is rather easy to adjust the adventure to another character level. The adventure  
has been playtested for level 7-9 characters. You can download a free PDF fi le 
describing the adjustments for level 7-9 and for stats and encounter tables for 
this character level. You can also download additional maps (player versions) 
Visit:

www.mapventures.com/stats.htm

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copy-
right 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark own-
ers who have contributed Open Game Content; (b)”Derivative Material” means 
copyrighted material including derivative works and translations (including into 
other computer languages), potation, modification, correction, addition, exten-
sion, 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 charac-
ters; 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 special abilities; places, locations, environ-
ments, 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 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 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 represent 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 
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 Identity.

8. Identification: If you distribute Open Game Content You must clearly in-
dicate 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 version 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.

System Reference Document Copyright 2000-2003, Wizards of the Coast, 
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy 
Collins, David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, 
Thomas Reid, James Wyatt, based on original material by E. Gary Gygax and 
Dave Arneson

The Oath of Kortis, Copyright 2005, Mapventures, author Grimur Fjeld-
sted.

The entirety of this work is 100% open gaming con-
tent, excluding the Open Game Licence, company 
name, all logos and art, authors’ name, artist’s name, 
and title.
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Book of Maps
Cartography by Grimur Fjeldsted

Contains:

Eissackdale Regional Map  Page 2
Inn at the Last Bridge   Page 3
Waldheim     Page 4
Balgenheim     Page 5
Ruins of Greuth    Page 6
Tomb of Gilehad    Page 7
Player Map of Eissackdale  Page 8

Copyright ©2005 by Grimur Fjeldsted. All rights reserved.







The Oath of Kortis
Fantasy Grounds Module
The complete adventure converted 

for Fantasy Grounds 
with 9 maps, new tokens and all the 

material from the book.
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