
Ynys Bach: The Small Isle of High Adventure

Scale: 3 hexes = 1 mile

INTRODUCTION
Amid the rolling swells of a great ocean – possibly the Sea of 
Os'r – stands a craggy isle. PCs might find Ynys Bach by chance 
while “wavecrawling” or they might be led here by a treasure 
map. The surf pounds against a rocky shoreline, but two 
beaches of pale sand make viable landing sites for seafarers.

RANDOM ENCOUNTERS
Roll 1d6 thrice per day. A result of 1 or 2 means an encounter. 
Roll 1d6 again:

Roll Result

1 Boar (1): See encounter 03.04 below.

2
Fomorian (1): One of these piratical giants (see 
encounter 06.07 below) out foraging for food.

3 Giant Crabs (2d6) (coast) or Giant Hornet (1) inland.

4 Music: Faint harp tune heard. Source uncertain.

5 Sheep (2d10)

6 Zephyr: Magical breeze heals 1d3 hit points.

MAP KEY

02.10 Sea Cave: The entrance is submerged most of the time, and only accessible at low tide – 1 in 4 random chance unless the PCs 
know the tide times. Inside, a passage slopes up to a dank cavern wherein sit half a dozen sea-chests. They are guarded by the ghost 
of an ancient mariner named Ellyll, who prefers to attack by hurling bizarre curses (of escalating levels of terror) each round until he 
is either banished or destroyed. The chests contain, in total, some 40,000 sp, 9,000 gp, and a suit of plate mail armour +1. Whoever 
claims this armour must accept a geas never to strike first in combat. If the geas is broken, the character loses 2 experience levels.

03.04 Boar's Lair: A monstrous boar the size of a bison lives in this cave. For combat purposes, its stats are similar to those of a 
stone giant. Its temperament is vile. Among the bones and debris in its lair are several items of value: a decorated helmet (150 gp), 
a gold torc (250 gp), a fine cloak (25 gp after cleaning), a gilt-bronze brooch (75 gp), a gilt-bronze ornamented scabbard (25 gp), two 
silver-inlaid swords (50 gp each), two shields (one of which is a shield +1), a pair of gold arm-rings that together function as 
gauntlets of ogre power, an iron cauldron (5 gp), and an iron flask containing a potion of invisibility.

05.03 Pool of Purification: Hidden by the gods, this freshwater pool can only be found by Lawful characters. Non-Lawfuls will be 
mysteriously misdirected and unable to approach it, although they may be led to the pool by a Lawful guide. The waters are 
magically cleansing. Bathing therein removes all enchantments from a character, including charms, curses, magically inflicted 
diseases or injuries (though not wounds from magic weapons), etc. Magical items immersed in the waters must successfully save 
(using their owner's saving throw versus spells) or be dissolved utterly. Any pollution or other defilement of the pool will incur the 
wrath of the gods, who will take all necessary steps to punish the responsible party. The Wild Hunt is not out of the question.

06.07 Fomorian Encampment: Five fomorian giants have risen from the sea and are preparing to assault Branwen's tower. All are 
hideous, but there are differences between them: Fomorian #1 is 14 feet tall, as powerful as a cloud giant, and wields a tremendous 
spear +2. The spear adjusts its size to match its owner, and grants the power of levitation (as the potion) once per day. Fomorian #2 
is 12 feet tall, as strong as a frost giant, and equipped with a staff made from the trunk of a young pine tree. This fomorian casts 
spells as a 6th-level (evil) cleric. Fomorian #3 is 9 feet tall and as strong as an ogre. It wields a big spiked club. Fomorian #4 is “only” 
7 feet tall, with a single great bloodshot eye. It is as strong as an ogre, and armed with a club. It has a venomous glance, and any 
character meeting its gaze must make a successful save versus death ray or die on the spot. (Needless to say, its fellows are careful 
not to look it in the eye.) Fomorian #5 is 13 feet tall and as strong as an ettin, with two heads and two huge clubs to boot. These 
terrible foes have a sack containing 40 mixed gems (10,000 gp total).

08.05 Branwen's Tower: Inside this four-storey stone tower, no one may tell a lie or commit an act of violence without making a 
saving throw versus spells. The sole inhabitant is Branwen the Barefooted, of whom it is said that her hair is like the midnight and 
her eyes are like the morning. Branwen is a Lawful 9th-level magic-user whose only desire is to be left in peace with her spinning 
wheel, her great loom – the tower's rooms are decorated with half a dozen magnificent tapestries (3d6 x 100 gp each) – and her 
harp of beguiling. The latter item functions as the rod/staff of the same name, but it may only be activated by a bard or someone 
with exceptional (13+) Intelligence, Dexterity and Charisma. Branwen may reward gallant giant-slayers with a plain but pleasant 
supper and a tapestry or two. She may (or may not) take an exceptionally deserving character away for a dip in the magic pool.
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