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This quest begins when the Priest of the village of 
Aelthorp, Father Tobias, calls upon the party for 
help. 
What is known. 
The visions of St.Magnus were recorded by the 
Pelorian monk Habitas about 400 years ago. He hid 
them in the margins of the Golden Psalter, a large 
Pelorian Prayer Book, in an archaic code. The 
Golden Psalter was the most precious book of the 
Pelorian Monastery at Aelthorp. This was built 
around the tomb chapel of St.Magnus, a Pelorian 
hero and paladin who died a century before. 
Two hundred years ago the monastery's Abbot, a 
human called Josiah Bromley, managed to decipher 
the code and recorded it in a Silver Psalter. This he 
sent to the High Temple of Pelor in the city of Codai 
for safe keeping. 
Abbot Bromley then set about reading the visions 
of St.Magnus. What he found there nobody knows 
for the knowledge sent him mad. In one terrible 
night he set the monastery on fire before 
descending into the crypts with his closest 
followers, never to be seen again. The Golden 
Psalter, along with many other precious relics, was 
believed to have been destroyed in the fire. 
Then, two months ago, the Silver Psalter was stolen 
from the High Temple. Last week the Squire's Elven 
Rangers ambushed some Goblins in the woods 
north of Aelthorp. Many goblins were slain, but 
some fled. The rangers tracked them to the ruins of 
the monastery, but lost the trail there. 
A captured Goblin revealed, under 'persuasion' that 
they had been sent to collect a little silver book 
from a Trader on the King's Road and bring it back 
to "Vincenzo". Unfortunately the Goblin died 
before revealing anything else. 

The Quest. 
Father Tobias needs a resourceful group of 
adventurers to go to the monastery and retrieve 
the Silver Psalter from the Goblins. He is concerned 
that if the Golden Psalter is truly lost then why 
would this 'Vincenzo' want the Silver Psalter so 
badly? 
He is willing to pay 500 Ducats for the return of the 
Silver Psalter. He will also offer curing for anyone 
injured in this quest for free.  
Any other loot the party may find is theirs to keep, 
but obviously he would like first refusal on any 
religious items. 
The path to the Monastery is easy to follow and 
shouldn't take more than a day's walk to get there. 
The Monastery Chapel of St.Magnus. 
The old monastery chapel now lies roofless and 
ruined in a secluded dell. Only the corners of the 
chapel remain along with the Tomb of St.Magnus 
and an old altar. Pulling on the tomb relief of 
St.Magnus's Sword will cause the tomb to slide back 
and reveal stairs going down. 
The chapel is still consecrated and prevents Undead 
from escaping from below, or entering it from the 
cemetery around it. 
Presently within the chapel are an Orc and six 
Goblins. Three Goblins and the Orc are asleep by 
the campfire. The other three Goblins are supposed 
to be on sentry duty, but are in fact playing dice by 
the altar. 

The Monastery Crypt. 
1. Arrivals Hall.  
This chamber has ornately plastered walls depicting 
St. Magnus: 
• Blessing some pilgrims. 
• Defeating an Orc Warlord with a glowing sword. 
• Riding a dragon. 
• Healing the sick and the lame. 

If the glowing sword is pushed inwards a small 
drawer pops out of the wall below it. Inside are: 
• 30 Ducats. 
• A Potion of Healing. 
Also in the chamber, stacked in a corner are 5 
bodies: 
• A Dwarven warrior (chainmail, broken battleaxe). 
• A Human rogue (tattered leathers). 
• A Human wizard (torn robes, bent dagger, ring 
finger missing). 
• An Elven ranger (naked). 
• A Human warrior (studded leather, broken sword, 
smashed shield, decapitated, hands tied behind 
back). 
The party will recognise these as five of six 
adventurers they saw in the village a week ago 
2. Antechamber to Tomb. 
This bare little chamber has two stone coffins set 
up against the north and south walls containing two 
skeletal warriors. These will animate and attack 
once the chamber is entered. 
3. The Tomb of Abbot Bromley. 
Another bare chamber, except for the ornate stone 
sarcophagus of Abbot Bromley. Once it was covered 
with gold leaf, but this has mostly been chipped off. 
The lid shows signs of attempts to lift it off. In fact it 
slides off easily.  
If the party do not open the sarcophagus, but 
remain within the tomb for 5 rounds Bromley will 
throw it back himself. The Abbot is swathed in 
Tomb-wrappings and may be mistaken for a 
Mummy. 
Within the sarcophagus is: 
• A gold holy symbol (worth 100 Ducats scrap). 
• A masterwork heavy mace. 
• A gold signet ring (worth 20 Ducats scrap). 
4. Antechamber to the Chapel of Rest. 
Another bare chamber containing four Skeletal 
Warriors. 
5. The Chapel of Rest. 
The white plastered walls and ceiling of this chapel 
are covered in further scenes from St.Magnus's life, 
including his descent into Hell. A simple altar has 
been erected over the remains of an older one. 
Upon it are an earthenware bowl full of blood, a 
wavy edged dagger and two black candles (lit).  
Also within is Vincenzo - the Necromancer. If he 
hears sounds of combat from the Antechamber he 
will risk a peep, shout "Oh Shit!", slam the door and 
do a runner through the concealed door. 
He is wearing his ritual robes and a mask to hide his 
hideous features (a side effect of his researches). 
He carries a Staff of Ebon Might.  
This allow him to: 
• Use Unholy Light. 
• Cast Daze (costs one charge). 
• Cast Terrify (costs two charges). 
It has 12 of its original 25 charges remaining. 
6. Guardroom/Kitchen (former Crematorium). 
This chamber has been converted into a bunkroom 
by the Orcs and Goblins. There are six large straw 
pallets and sixteen smaller ones. Upon the fire is a 
spit roast Halfling and a kettle of water.  
Various stores litter the room. A thorough search 
will turn up 27 Ducats and 105 Shillings. There is 
also a Brass Key under an Orc's pallet.  
Within the room are four goblins. 
7. Damaged Corridor. 
This corridor has an unsafe roof that is in imminent 
danger of collapsing. Two Orcs are trying to shore it 
up with some beams and rope. 
Any loud and sustained noise, may cause the roof 
to cave in (Roll 1D10 per round, on a 9 or 10 it 
collapses). Anyone in the corridor must make a 
Speed check to avoid the falling masonry. Failure 

results in a wound. Characters and Orcs will retreat 
to the end nearest to them. The roof fall will 
completely block the corridor. 
8. The Domed Chamber. 
This octagonal chamber has plain white plastered 
walls and a high, 30', domed ceiling. Originally used 
for singing psalms for the departed it is now empty. 
If Vincenzo flees the Chapel of rest he will: 
1. Float to the ceiling. 
2. Cast Invisibility on himself. 
3. Cast Dragonscale on himself. 
If he hears the party trashing his office he may 
descend and engage anyone he can see with Shrive. 
If spotted he will retreat to the ceiling.  
9. Vincenzo's Office. 
The former library, this small chamber now houses 
Vincenzo's possessions. It contains: 
• A desk and chair. 
• A bookcase. 
• A fireplace, with lit fire. 
• A chest under the desk. 
The room is illuminated by a lantern on the desk. 
The chest has a crossbow trap in the lid. It is locked 
and the key is around Vincenzo's neck. It contains: 
• Vincenzo's Spell book. 
• 125 Ducats in a leather bag. 
• 2 potions of healing. 
• A vial of poison enough for one dagger. 
On the bookcase are a couple of dozen common 
books on the Undead and Necromancy. Behind it is 
a concealed door. 
10. Pit Trap. 
This is a simple 10' deep pit trap. The goblins have 
put a broken spear haft across the north end to 
remind themselves that it is there. 
11. The entrance to the Catacombs. 
This bare chamber contains the entrance down to 
the Catacombs. This door has been barricaded by 
the Orcs. Guarding it are four goblins with two bull 
mastiffs. They are not expecting to be attacked 
from their side. 
12. The Antechamber to the Great Hall. 
A simple waiting room containing two goblins. 
13. The Great Hall. 
Once this was the Abbot's Audience Chamber, now 
it has been stripped of its finery - most of which is 
fuelling a goodly fire in the fireplace.  
The Ogre Chieftain and his four Bodyguards reside 
here. Rather than fight, the Chieftain, who can 
speak Human, will try to intimidate the party. If this 
fails he will send his bodyguard into the fray and 
then try to escape through the concealed door. He 
will then try to rally any remaining Orcs and Goblins 
and launch a counter attack from behind the party. 
If none are alive he will flee. 
14. The Treasury. 
The Iron door of this room needs two brass keys 
turned simultaneously to open it.  or a lock-picking 
attempt. Failure will release a paralysing gas in a 10' 
radius that persists for 3 rounds, a successful 
Toughness check nullifies effects, paralysis lasts for 
1D10 rounds. 
There are two chests in the room. The left hand one 
is unlocked and contains two angry vipers. The 
other is locked (DC15 or brass key), and contains: 
• The Silver Psalter of Pelor. 
• An Ebon Helm (the wearer can see in the dark, 
but not in daylight). 
• 2 potions of Neutralise Poison (Rosemary smell, 
red liquid). 
• 4 potions of Healing. 
• 250 Ducats. 
• One quarter of a 4” diameter circular jade dragon 
medallion which radiates faint magic (abjuration). 


