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Adventurers League 
Introduction 
Welcome to Tyrant of the Forgotten Forge, a D&D 
adventure that is part of the official D&D 
Adventurers League™ organized play system. 
 This adventure is designed for three to seven 1st-
4th level characters, and is optimized for five 3rd-
level characters. Characters outside this level range 
cannot participate in this adventure. Players with 
ineligible characters can create new 1st-level 
characters or use pregenerated characters. 
 The adventure is set in the Moonsea region of the 
Forgotten Realms at the base of the Galena 
Mountains, not far from the ancient sunken city of 
Sulasspryn. During play, the characters delve an 
abandoned dwarven mine to retrieve one of three 
platinum discs known as the Tenets of Bane. 

Adjusting This Adventure 
This adventure provides suggestions in making 
adjustments for smaller or larger groups, characters 
of higher or lower levels, and characters that are 
otherwise a bit more powerful than the adventure is 
optimized for. You’re not bound to these 
adjustments; they’re here for your convenience. 
 To figure out whether you should consider 
adjusting the adventure, add up the total levels of all 
the characters and divide the total by the number of 
characters (rounding .5 or greater up; .4 or less 
down). This is the group’s APL. To approximate the 
party strength for the adventure, consult the 
following table. 

Determining Party Strength 
Party Composition  Party Strength 
3-4 characters, APL less than  Very weak 
3-4 characters, APL equivalent  Weak 
3-4 characters, APL greater than  Average 
5 characters, APL less than  Weak 
5 characters, APL equivalent  Average 
5 characters, APL greater than  Strong 
6-7 characters, APL less than  Average 
6-7 characters, APL equivalent  Strong 
6-7 characters, APL greater than  Very strong 

Some encounters may include a sidebar that offers 
suggestions for certain party strengths. If a specific 
recommendation is not offered or appropriate for 
your group, you don’t have to make adjustments. 

Before Play at the Table 
Before you start play, consider the following: 

 Read through the adventure, taking notes of 
anything you’d like to highlight or remind yourself 
while running the adventure, such as a way you’d 
like to portray an NPC or a tactic you’d like to use 
in a combat. Familiar yourself with the 
adventure’s appendices and handouts. 

 Gather any resources you’d like to use to aid you 
in running this adventure--such as notecards, a 
DM screen, miniatures, and battlemaps. 

 Ask the players to provide you with relevant 
character information, such as name, race, class, 
and level; passive Wisdom (Perception), and 
anything specified as notable by the adventure 
(such as backgrounds, traits, flaws, etc.) 

Playing the Dungeon Master 
You have the most important role—facilitating the 
enjoyment of the game for the players. You provide 
the narrative and bring the words on these pages to 
life.  
 To facilitate this, keep in mind the following: 
 You’re Empowered. Make decisions about how 
the group interacts with the adventure; adjusting or 
improvising is encouraged, so long as you maintain 
the adventure’s spirit. This doesn’t allow you to 
implement house rules or change those of the 
Adventurers League, however; they should be 
consistent in this regard. 
 Challenge Your Players. Gauge the experience 
level of your players (not the characters), try to feel 
out (or ask) what they like in a game, and attempt to 
deliver the experience they’re after. Everyone should 
have the opportunity to shine. 
 Keep the Adventure Moving. When the game 
starts to get bogged down, feel free to provide hints 
and clues to your players so they can attempt to 
solve puzzles, engage in combat, and roleplay 
interactions without getting too frustrated over a 
lack of information. This gives players “little 
victories” for figuring out good choices from clues. 
Watch for stalling—play loses momentum when this 
happens. At the same time, make sure that the 
players don’t finish too early; provide them with a 
full play experience. 

Thank You 
The Adventurers League could not exist without 
talented and dedicated Dungeon Masters to bring its 
smelly trolls and evil necromancers to life. Being a 
DM isn’t always easy, but it can be rewarding, and 
we certainly appreciate your time and effort! 
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About Winter War 
The Tenets of Bane adventures were written 
exclusively for the Winter War gaming convention. 
For over four decades, Winter War has been 
providing a place for tabletop gaming enthusiasts to 
come together to express their passion in a no-frills 
and no distractions atmosphere. Independently 
managed for over thirty five years, it has strived to 
preserve and promote the very essence of the 
gaming community: the games. 
 Located in Champaign-Urbana, IL, Winter War 
provides a relaxed gaming atmosphere with an 
almost limitless variety of gaming to be had and 
friends to be made. The convention is also dedicated 
to the promotion of gaming in the younger 
generation, offering a wide variety of kid-friendly 
gaming and family oriented events. 
 No matter your interests in tabletop gaming, 
experience level, or age, Winter War has an event to 
suit your tastes. From roleplaying to World War II 
combat simulations to collectible card games, Winter 
War has it all. 
 Use the web address below to take a look at the 
previous conventions for a taste of what types of 
games Winter War has offered in the past. Also, hop 
on the mailing list to discuss what you would like to 
see. Winter War welcomes anyone who would like to 
try their hand at running an event, even if it is your 
first time! 

www.winterwar.org 

Forgotten Realms Deities 
The Tenets of Bane adventures mainly feature two 
deities: Bane and Torm. These gods have a long and 
storied history in the Forgotten Realms, and you can 
learn more about them in supplements such as the 
Sword Coast Adventurer’s Guide, Faiths and 
Pantheons, and The Avatar Trilogy of novels. 
 The following sidebars provide basic information 
about each god and detail how loyalty to each might 
impact the adventure. 
 
 
 
 
 
 
 
 
 
 
 

Loyalty to Bane 
Bane is the evil and malevolent deity of fear, hatred, and 
tyranny. He prefers to plot and scheme and rarely acts in a 
direct manner. Bane furthers his nefarious agenda by utilizing 
a network of priests, worshippers, and other agents. He seeks 
to control all of Faerûn, and he works toward this goal 
ceaselessly. Bane’s symbol is an upright black hand with 
thumb and fingers together. You can learn more about him in 
the Sword Coast Adventurer’s Guide. 
 While Bane is wholly evil, not all who follow him hold the 
same darkness within their hearts. He represents power, 
ambition, and control. Many of his worshippers pray to him 
for strength, and he is said to favor the bold. Because of this, 
one or more characters playing the adventure might worship 
or serve Bane. Their devotion to him has the potential to put 
them at direct odds with the story’s plot. If you find a Bane 
loyalist amongst the characters, pull the player aside before 
the adventure begins and give them the Servant of the Black 
Hand secret mission below. 
 Servant of the Black Hand. The church of Bane has learned 
of Malana Homwell’s plan to recover the three platinum discs 
known as the Tenets of Bane. You are to infiltrate those in 
her employ and assist in the recovery of the discs. Keep your 
true allegiance a secret at all times, and alert your superiors 
when all three of the items are in Malana’s possession. The 
church of Bane will handle the rest. 
 Important. This mission is for roleplaying purposes only. It 
has no rewards associated with it. 

 

Loyalty to Torm 
Torm is the god of duty and loyalty. Those who face danger 
for the greater good often worship him and seek to emulate 
his values. Because of his beliefs, many goodly paladins and 
clerics are found among his faithful. Those who worship Torm 
believe that spiritual deliverance is achievable by service. 
They struggle to accomplish his edicts by going out into the 
world as an active force for good. They seek to correct 
injustices and help those in need. Torm’s symbol is a right-
hand gauntlet held upright with its palm forward. You can 
learn more about him in the Sword Coast Adventurer’s Guide. 
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Tyrant of the Forgotten Forge 
As Bane’s worship grows, the world suffers. 

—Malana Homwell 

Adventure Background 
In 1357 DR, three of Bane’s devout followers 
attempted to establish a slave trade in the city of 
Thentia. These individuals were collectively known 
as the Servants of Strife. 
 Each Servant of Strife possessed a platinum disc 
depicting a painted black hand outlined in red on 
one side and a single word representing an edict of 
Bane on its opposite. These words (fear, hatred, and 
tyranny) each embodied a facet of Bane’s teachings. 
Together, the discs were known as the Tenets of 
Bane. 
 In 1358 DR, a trio of Thentia’s powerful 
archmages (Phourkyn One-Eye, Flamuldinath 
"Firefingers" Thuldoum, and Rilitar Shadow-water) 
defeated the Servants of Strife and divided the 
Tenets of Bane between themselves for study. They 
quickly discovered the Tenets were divine in nature 
and beyond their complete understanding. Moreover, 
each disc seemed to radiate an aura that intensified 
emotions related to the word it bore. Simply having 
the items near proved to be disturbing, and when 
they could find no way to destroy them, the 
archmages instead chose to hide them away. 
 Each archmage hid one of the Tenets of Bane in a 
remote location of the Moonsea, safeguarding it with 
protective magic. They documented their studies of 
the discs in a shared text and presented it to Sureene 
Aumratha, the high priestess of the House of the 
Moon (a temple dedicated to Selûne in Thentia), for 
safekeeping. 
 Over time, the House of the Moon’s prosperity 
waxed and waned. Many of the temple’s items were 
sold or stolen, and the text detailing the Tenets of 
Bane made its way into the private collection of an 
aged Thentian scholar, where it remained until his 
recent passing. 
 Last month, Malana Homwell, a cleric of Torm, 
acquired the text. Malana oversees the Helping Hand, 
a temple dedicated to the Hand of Righteousness 
(Torm) that lies midway between Melvaunt and 
Thentia on the Sword Trail. The priestess has taken 
it upon herself to locate the Tenets of Bane and 
transport them to Elturgard. She is confident the 
high clerics of Torm in the city of Elturel will know 
how destroy the items once and for all. 
 
 
 

Adventure Overview 
Tyrant of the Forgotten Forge consists of five parts. 
 Part 1: The Helping Hand. The characters arrive 
at the Helping Hand, a temple to Torm on the Sword 
Trail between Melvaunt and Thentia. The temple’s 
overseer, Malana Homwell, asks them to recover one 
of three items known as the Tenets of Bane. 
 Part 2: Felldorn. The characters travel to the 
abandoned dwarven mine of Felldorn to retrieve the 
tenet. Inside, they encounter half-starved kobolds 
enslaved by a deranged derro tyrant and his lackeys. 
 Part 3: The Sanctum. With the derro threat 
eliminated, the characters must enter the sanctum of 
the mine's former ruler, Dagros Brightsteel, and deal 
with the obstacles left by the archmage who hid the 
Tenet of Bane inside. 
 Part 4: Bane's Belongings. In this optional 
encounter, followers of Bane assault the characters 
as they exit the mine's sanctum, hoping to claim the 
Tenet of Bane for themselves. 
 Part 5: Conclusion. The characters return to the 
Helping Hand and deliver the Tenet of Bane to 
Malana Homwell. 

Adventure Hooks 
The characters may already have their own reasons 
for traveling to the Helping Hand, but if not, use the 
following adventure hooks to draw them into the 
story. 
 Faction Orders. Malana Homwell has contacted 
each of the factions in the Moonsea and requested 
their assistance in locating three items known as the 
Tenets of Bane. Once recovered, she plans to 
transport the items to Elturgard, where they will be 
destroyed. 
 Bane’s ever-growing presence in the region is a 
threat to all of the factions, and anything they can do 
to curtail the deity’s influence benefits them all. 
 Travelers. The Helping Hand serves as a respite 
for those traveling between Melvaunt and Thentia. 
Adventurers who do not belong to a faction may be 
passing through the area or encounter other 
adventurers bound for the temple while traveling 
the Sword Trail. 
 Faction assignment: Order of the Gauntlet. The 
Homwell family of Elturel counts Ontharr Frume, a 
paladin of Torm and high-ranking member of the 
Order of the Gauntlet, as a close friend. Ontharr has 
agreed to use his faction’s influence to help Malana 
Homwell retrieve the Tenets of Bane. Characters 
who successfully aid in retrieving all three items 
earn an additional renown point. 
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Part 1: The Helping Hand 
Expected Duration: 15 minutes 
 
Either of their own volition or by the direction of 
their factions, the characters arrive at the Helping 
Hand, a temple to Torm built from the ruins of an old 
roadhouse. Here the temple’s overseer, Priestess 
Malana Homwell, and a dozen acolytes offer respite 
to weary travelers, spread the word of Torm, and 
make the finest goat cheese in region. If the 
characters have already met Malana in a previous 
adventure, you can forego introductions and skip to 
the bulleted details in The Third Tenet section. 

Once a simple two-story roadhouse on the Sword Trail 

between Melvaunt and Thentia, the Helping Hand now 

stands as a sizeable temple to Torm, the god of duty and 

loyalty. It is nearing dusk, but as you approach, you see 

several people in plain woolen robes tending a large garden 

adjacent to the structure. Noticing you, a young brown-

haired man in his early twenties approaches. “Greetings. My 

name is Acolyte Ryman. Are you in need of lodging for the 

evening?” 

If the characters arrive at the temple at the behest of 
their factions and mention Malana Homwell’s name, 
Acolyte Ryman escorts them to a meeting room to 
wait for the priestess. If they do not make their 
intentions immediately known, Malana learns from 
her acolytes that individuals who appear to fit the 
description of capable adventurers have arrived, and 
she seeks them out shortly after dusk. 

Roleplaying Malana Homwell 
A native of Elturgard, Malana comes from a long line of 
paladins and clerics dedicated to the worship of Torm. When 
she was 18 years old, she left her homeland to preach Torm’s 
word throughout the Sword Coast. She was young and full of 
pride in her deity, and she traveled with a party of 
adventurers for nearly a year before her piousness caused 
rifts among the group. 
 Malana fell in battle while dealing with an ankheg 
infestation north of Baldur’s Gate, losing her arm to one of 
the creature’s powerful pincers. Only the quick actions of her 
allies saved her life. She returned home to Elturel intent upon 
reclaiming her missing appendage, but ultimately, no healing 
could replace her missing limb. 
 Knowing she had failed her god, she returned to the 
farmland where she lost her arm and worked as a simple 
farmhand for nearly three years. During that time, she came 
to understand the aspects of Torm that she had cast aside. 
 With respect, kindness, and humility in her heart, she 
traveled to the Moonsea, a land rife with Bane’s worship, to 
serve as a counterpoint to his teachings of ambition and 
strife. Since that time, her flock has grown, and the Helping 
Hand temple has earned its name. 

The Hand of Torm 

Acolyte Ryman leads you to a small, comfortable room inside 

the temple and informs you that Priestess Malana Homwell 

will be with you shortly. Moments later, a female halfling 

with curly red hair arrives carrying a tray containing a bowl of 

fresh fruit, a wheel of cheese, a pitcher of water, and several 

wooden drinking cups. She places the tray atop the room’s 

table and bids you to sit and enjoy. 

 After ten minutes, the door opens, and a woman of nearly 

fifty years enters. She is dressed in clean white robes fringed 

with light-blue embroidery. A pale-blue shawl bearing the 

upraised hand of Torm hangs neatly over her shoulders. The 

right sleeve of the woman’s garment is rolled and pinned at 

her elbow, making her missing appendage easily apparent. 

Light streaks of grey grace her lustrous blond hair, and her 

bright blue eyes convey both intelligence and authority. 

Smiling, she says, “Welcome to the Helping Hand. I am 

Priestess Malana Homwell, and I am pleased to make your 

acquaintance.” 

About the Helping Hand 
The two-story stone temple to Torm is simple and austere in 
comparison to many of those dedicated to the Hand of 
Righteousness. When Malana arrived in the Moonsea many 
decades ago, it was little more than a burnt-out shell, but 
over time, the structure has seen several expansions. It now 
includes separate wings for travelers and its permanent 
clergy, gardens for raising vegetables, and three large barns 
that serve as a dairy for a sizeable heard of milking goats. 
 The Helping Hand augments the income it generates from 
lodging by making cheeses seasoned with herbs, which the 
temple sells in Melvaunt and Thentia. Many of its specialty 
products are prized by the nobility of both cities and 
command a steep price. This success has enabled the temple 
to prosper and expand over the years. 
 Temple Services. As long as the characters agree to assist 
Malana, they may request one spell per day of 100 gp or less 
from the Spellcasting Services table on page 4 for free. The 
only cost paid for the spell is the base price for the consumed 
material components, if any. 

After formal introductions, Malana asks the 
characters to sit and continue enjoying their 
refreshments. As they relax, she relays the important 
information below. 

 Malana needs adventures to retrieve three palm-
sized platinum discs known as the Tenets of Bane. 
Each disc has a word (fear, hatred, or tyranny) on 
one side and a painted black hand on the other. 

 The discs were once carried by three devout 
worshippers of Bane known as the Servants of 
Strife. They were defeated decades ago by a trio of 
Thentian wizards who took the discs to study their 
properties. 
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 The wizards learned that the discs were divine in 
nature, but they were unable to determine their 
true purpose. Having the items near was 
disconcerting, as they seemed to amplify the 
emotions that each disc represented. 

 The wizards could find no way to destroy the 
discs; so instead, they hid them in desolate regions 
of the Moonsea. They documented the locations 
and their findings in a text, which they gave to the 
Church of Selûne in Thentia. 

 The church fell from favor, and the text passed 
between collectors until Malana acquired it last 
month. 

 As a priestess of Torm (Bane’s rival), she feels it is 
her duty to locate these items and transport them 
to her homeland of Elturgard, which is now the 
shining center of Torm’s faith. She is confident the 
high clerics there can find a way to destroy the 
discs, thus eliminating at least a small portion of 
Bane’s influence in the world. 

 Malana does not expect the characters to help her 
without a reward. She is willing to a fair amount 
for each disc. She would like to retrieve the discs 
herself, but her physical limitations and temple 
duties prohibit her from doing so. 

 

The Third Tenet 
If the characters accept Malana’s offer, she provides 
them with the information below about the third 
Tenet of Bane. 

 The third Tenet of Bane bears the word “tyranny”. 
Simply holding the disc is enough to elicit cravings 
of power and delusions of grandeur in a person. 

 According to the text Malana acquired, the disc is 
located in Felldorn, an abandoned dwarven mine 
near the sunken city of Sulasspryn. 

 The archmage, Flamuldinath "Firefingers" 
Thuldoum, placed the disc inside a hidden 
sanctum once used by the mine’s thane, Dagros 
Brightsteel. 

 Firefingers’ notes say Thane Brightsteel did the 
following to reach the sanctum: 

While upon his granite throne, 
he turned to face a wall of stone. 

Then turning back to kith and kin, 
he bade his god to let him in. 

 Felldorn is a three-day ride east of the Helping 
Hand at the base of the Galena Mountains. Malana 
is happy to provide the characters with a map and 
loan them horses to speed their travel. 
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Part 2: Felldorn 
Expected Duration: 30 minutes 
 
The abandoned dwarven mining village of Felldorn 
lies in the northeastern portion of the Moonsea at 
the base of the Galena Mountains. It takes the 
characters three days on horseback to reach the site. 

Your three-day trek along northern coast of the Moonsea 

took you past the small city of Thentia and through the 

growing collection of tents and docks that is now Hulburg. 

Last night you camped beneath cloudless skies in a copse of 

oak trees well off the main trail. Whether by luck or caution, 

your trip has been uneventful. 

 An hour ago you passed the ruined city of Sulasspryn, and 

with the sun nearing its apex, you finally reached your 

destination. After dismounting and tending to your horses, 

you entered a narrow rock gorge leading to the abandoned 

dwarven mining village of Felldorn. 

Regional History 
The history of Felldorn and sunken city of Sulasspryn are not 
essential to the plot of Tyrant of the Forgotten Forge, but any 
character who makes a successful DC 12 Intelligence (History) 
check knows the following about the region. 

 Dwarves from the Earthfast Mountains opened the mine in 
1276 DR to provide weapons and armor to the nearby city 
of Sulasspryn as it prepared to send forces to repair and 
occupy the Citadel of the Raven. 

 During its operation, Dagros Brightsteel served as 
Felldorn’s leader, using the title of Thane. Dagros was a 
devout worshiper of Moradin and a master blacksmith. 

 In 1307 DR, the city of Sulasspryn suddenly and 
inexplicably collapsed on itself, dropping into a massive 
sinkhole. The entire city and its population perished in less 
than ten minutes. 

 While unsubstantiated, rumors of drow involvement in the 
catastrophe have persisted over the years. 

 With the city (and future profits) lost, the dwarves of 
Felldorn abandoned the mine and returned home to the 
Earthfast Mountains. 

Ascending the gorge to the base of the mountains 
takes the characters less than an hour. When they 
arrive at the entrance to Felldorn, read the text 
below. 

Navigating centuries of tumbled boulders and scrub growth, 

you make your way to the mine’s entrance. When you arrive, 

you find a dark tunnel leading into the base of the mountain. 

Ten-foot-tall statues of dwarven warriors holding forge 

hammers flank the opening, and the bones and small corpses 

in various stages of decay litter the entire area. 

Any character with an Intelligence of 10 or higher 
recognizes the bones as those of kobolds. Characters 
who make a successful DC 12 Wisdom (Medicine) 
check notice a wide array of reasons for the 
creatures’ deaths. The corpses show signs of viscous 
gashes, blunt force trauma, and malnourishment. 
Some have even been dismembered and cooked. The 
injuries are the result of the poor treatment the 
kobolds received at the hands of mine’s new leader, 
a crazed derro savant named Arkus Firehands. 
 Five years ago, the derro found his way to Felldorn 
after a settling of the mountain opened a passage 
from the mines to the Underdark. He claimed the 
abandoned mine as his “kingdom”, and bestowed the 
title of “king” upon himself. King Arkus and his 
lackeys then returned to the Underdark and 
captured a force of kobolds to work the mines. 
 While derro are typically cruel and somewhat 
insane, King Arkus’ proximity to the Tenet of Bane 
has intensified his tyrannical behavior. He and his 
derro brethren force the kobolds to fight to the 
death for amusement. They regularly cook and eat 
the creatures but barely allow them food of their 
own. Even though roughly one-hundred kobolds live 
and work in the mine, their constant fear and lack of 
nourishment keeps them sufficiently cowed, and 
they pose no real threat to the characters. 

General Features 
Unless otherwise noted, Felldorn has the following 
features. 
 Ceilings. Tunnels are 10 feet high. Rooms have 15-
foot-high ceilings and caverns have 30-foot-high 
ceilings of rough, natural stone. 
 Doors. All doors are 6 feet tall, 4 feet wide, and 
made of six-inch-thick blocks of worked stone fitted 
with iron handles and hinges. 
 Floors. All floors are flat, natural stone. 
 Light. None. The boxed text assumes the 
characters have light sources or darkvision. 
 Walls. Cavern walls are rough stone. All other 
walls are smooth, natural stone. 

Entering Felldorn 
The characters have no other option but to enter the 
mine. Once they travel more than 60 feet from the 
entrance, complete darkness envelopes the tunnel, 
and characters without darkvision are unable to see 
without a source of light. 

Felldorn’s ten-foot-wide entry shaft leads three hundred feet 

into the side of the mountain. Mining rails line its length, and 

several old ore carts still rest upon the tracks. The passage 

ends at a pair of stone doors. Each door bears a dwarf in bas-

relief, similar to the statues you saw at the mine’s entrance. 
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