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Adventure Primer
Your scientists were so preoccupied with whether or not 
they could that they didn’t stop to think if they should.

– Jurassic Park

Background
Adventurers recently helped ANTONIA D’MEDANI, a 
dragonmarked HOUSE MEDANI spy, uncover a plot by 
MERRIX D’CANNITH to supply the radical SWORDS 
OF LIBERTY group with experimental and illegal 
warforged weapons. Antonia needs the adventurers’ help 
again. She discovered that Merrix’s second-in-command, 
STERRYK IR’TYRAN, is transporting something on a 
HOUSE LYRANDAR airship, with a mysteriously blank 
shipping manifesto. Antonia summons the characters to 
CLIFFSIDE, where the PORTENT KING cargo ship is 
docked in secret, and challenges them to reveal the cargo 
in an airborne heist.

Unbeknownst to the characters and Antonia, they 
weren’t the only ones told about the delivery. Warforged 
assassins, agents of the LORD OF BLADES, were tipped 
off by Merrix’s rivals in CANNITH WEST about the 
weapons’ transport. Just as the adventurers think they’ve 
succeeded in their mission, the assassins intervene.

Episodes
The adventure is spread over four to six episodes which 
take approximately two to four hours to play. These 
episodes are introduced by the Call to Action.
• Episode 1: Suspense at the Cliff Hangar. The 

characters are recruited by Antonia d’Medani to 
investigate a cargo ship and discover what it is 
transporting for Merrix d’Cannith. This is the Call to 
Action.

• Episode 2: Cracking the Portent King. The characters 
prepare to infiltrate the cargo ship, the Portent King. 
They gather information, scout the area, or make 
other preparations to inform their plan. This is Main 
Objective A.

• Episode 3: The 30,000-Foot Heist. The characters 
execute their plan and sneak, con, or battle their way to 
the Portent King’s cargo hold. This is Main Objective B.

• Episode 4: Terror from the Skies. Just as success 
seems assured, a new threat appears. Warforged agents 
of the Lord of Blades arrive to assassinate everyone on 
board and crash the Portent King.

Bonus Objectives
This adventure includes two bonus objectives that 
the characters can pursue if they have the time to do 
so—earning additional advancement and treasure 
checkpoints in the process. These bonus objectives are 
found in this adventure’s appendices, as follows:
• Bonus Objective A: Sneezes and Snitches. As the 

characters make preparations, they are discovered 
by crew members and must prevent the crew from 
revealing the heist. This bonus objective is found in 
Appendix D.

• Bonus Objective B: How to Train a Dragon. One 
of Merrix d’Cannith’s experimental weapons—a 
mechanical dragon—has escaped its crate in the cargo 
hold. Can the characters tame or defeat it? This bonus 
objective is found in Appendix E.

Episode Sequence
Depending on your time constraints, play style, and 
environment, this adventure will take approximately two 
to four hours to play.

How Will You Play?
The duration of your session depends on how much of 
this adventure you utilize. At the very least, your session 
will last approximately two hours. However, if you wish, 
you can provide a longer experience for your players by 
pursuing the bonus objectives.

Main Objectives Only. To complete the adventure’s 
main objectives, the characters participate in episodes 
1 through 4 in order, however, you may include the 
opportunity to pursue bonus objectives.

Bonus Objectives. You can extend this adventure 
by one or two hours by including opportunities for the 
characters to pursue the bonus objectives.

Objectives A and B branch off episodes 2 and 3 
respectively and expand on those scenes by adding 
complications with which the characters must deal.
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Adventure Flowchart
This section provides a basic understanding of not only the flow of the episodes, but also the outline of the different paths 
that your players may take in reaching their stated objective.

Suspense at the    
Cliff Hangar

(Call to Action)

Cracking the  
Portent King 
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(Bonus Objective A)

How to Train 
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(Bonus Objective B)

The 30,000-Foot 
Heist
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4
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Estimated Duration: 15 minutes
The adventurers receive an urgent missive from Antonia 
d’Medani to meet as soon as possible in Sharn’s Cliffside 
ward, carved and built into the cliffs along the edge 
of Dura. As they approach the City of Towers’ seedy 
waterfront district, they discover an airship—shining, 
sparkling, and new amid the grime—that doesn’t belong, 
and a familiar half-elf spy challenging them to break in 
and find out why.

Playing Out of Order
If your party did not play DDAL-ELW06: A Holy Visit, 
then they might not have met Antonia d’Medani. The 
characters instead are answering a call for adventurers 
of unique skill and utmost discretion in exchange for 
magical goods and favor with House Medani.

Area Information
This area has the following features:

Dimensions & Terrain. Cliffside is built on and into 
cliffs that drop into the Dagger River below. Magical 
cranes hoist cargo to and from ships docked below. 
Ramshackle taverns and boarded up buildings dot the 
cliff face with levitating lifts carrying people up, down, and 
between the balconies that hang over the docks.

Lighting. Magical cranes lift platforms in beams of 
bright blueish-white light that brighten the cliff face, 
otherwise it’s dimly lit by overcast, drizzling skies.

Airship. Hovering next to one balcony is a gleaming 
bronze airship that contrasts starkly with the gray 
backdrop of Cliffside. The airship floats surrounded by 
a flaming circle. As the characters arrive, they observe 
the last of a series of large crates being loaded from the 
balcony onto the airship.

Creatures/NPCs
As the characters approach Cliffside, Antonia d’Medani—a 
young female Mark of Detection half-elf spy—whispers 
from the shadows of a nearby alley to draw their attention. 
From where she is standing, pressed against a building, 
the characters can observe the airship.

Objectives/Goals. Antonia wants the adventurers to 
help her find out what cargo is on board this airship.

What Does She Know? Antonia shares this 
information:
• The ship is the Portent King, House Lyrandar’s newest 

airship that boasts mysterious defense systems and the 
safest transport for precious cargo.

• It is highly unusual a ship as grand as the Portent 
King is secretively taking off from a lower district like 
Cliffside.

• Sterryk ir’Tyran, the second-in-command to Merrix 
D’Cannith—one of the heirs of House Cannith—
commissioned the ship to take something to Wroat, 
but that’s all Antonia knows. The shipping manifesto is 
mysteriously blank!

• A group of adventurers (this party if they played A Holy 
Visit) helped Antonia uncover that Merrix was selling 
experimental warforged and other weapons to the 
Swords of Liberty, a group of radicals that wants to 
end the monarchy in Breland. If the cargo is related to 
Merrix, it’s bad news.

• If the adventurers return to her with information about 
the cargo and anything else they discovered about 
Merrix, Antonia will reward them with magical rings 
from House Medani.

Roleplaying antonia d’Medani

Antonia appears throughout the Embers of the Last War 
storyline. She is a half-elf spy in her midtwenties. She 
has a youthful face and wears her dark hair cropped in 
a curled bob.

Trait. I’m a born gambler who can’t resist taking a risk 
for a big payoff, and I encourage others to do the same.

Ideal. It is everyone’s responsibility to bring a little 
more fairness and happiness to the city.

Bond. I owe a large gambling debt to a certain back-
alley gangster. There could be trouble for me if he 
calls it in.

Flaw. I worry that people don’t take me seriously 
because of my youth, so I’m always trying to appear 
more mature and experienced than I really am.

Call to Action
The objective of this adventure is to discover what secret 
cargo Merrix d’Cannith is trying to transport on the 
Portent King.

Episode One:
Suspense at the Cliff Hangar
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Estimated Duration: 15 minutes
Antonia d’Medani warns the characters they have 
minutes—no more than an hour—until the Portent King is 
sure to embark. Whether they sneak, battle, or con their 
way aboard, the characters must get on that airship. It’s 
time to put together a plan to crack the Portent King. A 
brief opportunity for preparations can make or break the 
adventurers’ plan.

Objectives
The adventurers must assemble a plan to infiltrate the 
Portent King airship.

Bonus Objectives
If you are playing Bonus Objective A in Appendix D, it can 
be inserted as characters progress through this episode.

Preparing for the Job
With limited time before the Portent King lifts off, each 
character has time for one activity to prepare for or 
inform the party’s plan. Here are some examples of what 
they might do:
• Forging a Document. Characters proficient with a 

forgery kit can attempt an Intelligence check with a 
forgery kit. The result of their roll is the Intelligence 
(Investigation) DC to realize the documents are forged.

• Buying Equipment. Characters can purchase anything 
listed in chapter 5 of the Player’s Handbook.

• Create a Disguise. Characters proficient with a disguise 
kit can attempt a Charisma check with a disguise kit. 
The result of their roll is the Wisdom (Insight) DC to see 
through the disguise.

• Gather Information. See “Gathering Information.”
• Scout the Area. See “Scouting the Area.”

encouRage cReativity!
Allow characters to perform other preparations as you 
see fit to encourage their creativity and roleplaying, 
and enable their plans whether they are meticulously, 
realistically thought out or outlandishly dramatic. 
This adventure can only continue if the characters get 
on the Portent King, so that might as well occur as 
cinematically as possible. Do the adventurers want to 
discover the Portent King’s flight path, so they can leap 
onto it from a neighboring building? Do. It.

Gathering Information
If a character makes a successful DC 13 Intelligence 
(Investigation) or Charisma (Persuasion) check, 
the character learns one of the following pieces of 
information:

Episode Two:
Cracking the Portent King
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1d6 Information

1 There currently are twenty crew members on the 
Portent King, including the captain and Sterryk 
ir’Tyran. Six members of the crew are absent due to 
illness. The captain didn’t want them to infect the 
rest of her crew.

2 The Portent King is helmed by a surprisingly young 
captain named Calypso d’Lyrandar. Despite her age, or 
perhaps to compensate for it, the captain is capable 
and stern and takes no nonsense, including from her 
clients. She was seen arguing with Sterryk ir’Tyran.

3 Four crew members were overheard bragging about 
the Portent King’s security system making their guard 
duty easier. They also mentioned the captain insists 
on investigating any disturbances personally.

4 Sterryk ir’Tyran seems to be a controlling and easily 
angered man, questioning every action of the crew. 
Sterryk yelled at the crew whenever one of the cargo 
boxes was bumped.

5 Crew members were heard greeting each other with 
the phrase, “May the winds blow in your favor.”

6 The ship’s chef is a maelstrom of emotions. They 
were last seen storming on board while shouting 
about their missing sous chef, who’s reported ill, and 
missing crates of ingredients crucial to their menu.

If a character fails this check by 5 or more, the character 
hears one of these false rumors:

1d4 Rumor

1 Captain Calypso d’Lyrandar is flattered by comments 
about her youthful appearance.

2 House Lyrandar bears the Mark of Storm, but some 
say Calypso did not inherit the family talent for 
controlling wind and waves.

3 Crew members greet each other with the phrase, 
“What’s crackin’, Kraken?”

4 The chef is furious they’re missing a crate of 
mushrooms.

Scouting the Area*
Anyone deciding to case the area must make a Wisdom 
(Perception) check. The result determines the information 
they receive. These results are cumulative:
• Result of 8 or higher. There are two sets of stairs 

leading from the deck into the ship—one near the 
bow and one near the stern. There are eight portholes 
around the ship (four on each side) and a large glass 
window at the bow.

• Result of 10 or higher. Six crew members patrol the 
deck. Two of them display the ability to manipulate the 
wind.*

• Result of 12 or higher. Captain Calypso d’Lyrandar, 
Sterryk ir’Tyran, and two crew members descended 
the stairs near the bow of the ship. Ten crew members 
descended the stairs near the stern.*

• Result of 14 or higher. Four of the crew members who 
descended near the stern wear red uniforms, while the 
rest of the crew wears blue uniforms.*

• Result of 16 or higher. The character has observed the 
watch patterns of the crew on deck and gains advantage 
on Dexterity (Stealth) checks to bypass the crew’s 
notice.
*Note that modifying the combat encounters in the 

following episode will alter these numbers.

  

Playing the Pillars

Combat Exploration Social

Patience, adventurers! Parties thirsty for 
blood can certainly rush to battle on the 
Portent King in the next episode, but they 
might find preparing in advance useful.

Cliffside is abuzz with activity, and 
adventurers can scout the airship by 
casually taking one of the many levitating 
lifts, climbing the cliffs, or spying from an 
overlook in Dura above.

As adventurers gather information, you can 
add context through simple scenes. Perhaps 
they speak to the bartender of the Cliff 
Hangar Tavern where the airship is docked, 
and the bartender overheard the Portent 
King’s crew speaking. 
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Estimated Duration: 60 minutes

Aboard the Portent King
It’s time for the adventurers to execute their plan. What 
could possibly go wrong? No matter how or when the 
characters board the Portent King, it’s just in time for the 
airship to take off—leaving as planned or possibly lifting 
off to deter an attack if characters battle their way onto 
the deck—meaning the heist happens at an altitude of 
30,000 feet.

Area Information
This area has the following features:

Dimensions & Terrain. The airship is built of sturdy, 
reddish-brown mahogany, which also panels the walls 
of the 10-foot-wide, 15-foot-high passageways below 
deck and perfumes them with a fresh-cut wood aroma. 
Bronze edging and other details add a luxurious touch 
extravagant for a cargo ship.

Doors. The doors are made of similarly sturdy wood 
with bronze handles. Except where noted, doors are 
unlocked.

Lighting. Everbright lanterns keep the passageways 
brightly lit. Although such lanterns also dot the upper 
deck, the lighting there is dominated by the orange glow 
of the fiery ring that circles and powers the airship.

Objectives
The adventurers must find out what the airship’s cargo 
hold is transporting for Merrix d’Cannith and report back 
to Antonia d’Medani.

Bonus Objectives
If you are playing Bonus Objective B in Appendix E, it can 
be inserted when the characters reach scene E.

Sneak coMplicationS (optional)
Should the characters choose to sneak aboard the 
Portent King, you might call for Dexterity (Stealth) 
checks throughout their mission. Rather than having 
a failed check immediately disrupt their plans, you 
can optionally use these complications. Choose 
or randomly roll a complication, and allow the 
characters to roleplay or describe how they address the 
complication:

• A crew member in an adjacent room overhears the 
character(s) and calls out.

• The characters hear a crew member’s footsteps 
approaching quickly.

• Something falls out of a character’s pack.
• A character feels the irresistible urge to sneeze.
• A frightened mouse skitters out of a wall and up a 

character’s pant leg!
• If a character has a familiar or animal companion, they 

are overcome by a sudden playful frenzy.

Episode Three:
The 30,000-Foot Heist

  

Playing the Pillars

Combat Exploration Social

Be especially conscious of time if the 
characters decide to battle their way 
through the entire airship. If this is their 
approach, consider choosing a couple of 
the smaller battles to resolve via roleplay 
and description.

This episode provides special information 
if the characters decide to use exploration 
to resolve a scene. It should include 
information about the area, ways that the 
environment can be interacted with, other 
means of accessing or exiting an area.

It’s possible for the characters to talk their 
way to the cargo hold. Although Captain 
Calypso and Sterryk ir’Tyran are less likely 
to be deceived, the crew members can be 
fooled if the characters collected useful 
information during the preparation. 
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