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A TRIP DOWN WATER LANE

Down by the river, near where the oily black water slides passed the Wreck’s rotting, decrepit piers, and where the night mists thickly gather,
lies Water Lane. Haunt of beggars, lepers and outcasts Water Lane is a dismal, hopeless place. No one in their right mind chooses to live on
flood-prone Water Lane. The people living here have nowhere else to go. And yet rumours of lost and hidden treasures in sunken cellars lure

a trickle of bored or desperate adventurers to Water Lane.

Even the smallest town has more locations than all but the most diligent and time-rich GM could ever hope to detail and design. To make
matters even worse, when an adventuring party gets to a town or city, the characters often have the irritating habit of going off exploring.
What's a GM to do? Designed specifically for you, the busy GM, this urban locale is designed to help you bring depth and flavour to your
characters’ next urban adventure. This Urban Locale is designed for use with City Backdrop: Languard, but is designed to be easily inserted

into virtually any town or city.
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All rights reserved. No part of this publication may be reproduced,
stored in a retrieval system or transmitted, in any form or by any
means, without the prior permission in writing of Raging Swan
Press or as expressly permitted by law.

Compeatibility with Pathfinder Second Edition requires Pathfinder
Second Edition from Paizo Inc. See paizo.com/pathfinder to learn
more about Pathfinder. Paizo Inc. does not guarantee
compatibility, and does not endorse this product.

Pathfinder is a registered trademark of Paizo Inc. Pathfinder
Second Edition and the Pathfinder Second Edition Compatibility
Logo are trademarks of Paizo Inc. The Pathfinder-lcons font is ©
2019 Paizo Inc. These trademarks and copyrighted works are used
under the Pathfinder Second Edition Compatibility License.

A mini-eventure is akin to a normal encounter, but does not
(normally) feature violence or physical challenges. Instead, a mini-
eventure focuses on the use of social skills and role-play to resolve
the challenges, or events, therein. Most mini-eventures take place
in an urban locale. Mini-eventures are an excellent change of pace
and can be used as filler between adventures or as situations in
which characters who have invested in social skills can shine. They
are also perfect for players who enjoy role-playing.

USING THIS MINI-EVENTURE

This supplement provides everything you need to run a short,
flavoursome eventure. As well as presenting an in-depth look at a
locale this supplement also present several tables for use during
play. Roll on any or all of them as often as desired to create
interesting, engaging situations.

You can either plan events ahead of time or just "wing” the
whole mini-eventure using the tables herein to facilitate play.
(These tables could form the basis of repeated visits to the
featured location as long as you keep track of what results the
characters have already experienced).

©Raging Swan Press 2021.
To contact us, email gatekeeper @ragingswan.com

To learn more about Raging Swan Press, visit ragingswan.com

To learn more about Raging Swan Press on Patreon, visit
patreon.com/ragingswanpress

See paizo.com/pathfinder/compatibility for more information }
on this license. 7
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A TRIP DOWN WATER LANE

Water Lane lies on the eastern edge of the Fishshambles.

Down by the river, near where the oily black water slides passed
the Wreck’s rotting, decrepit piers, and where the night mists
thickly gather, lies Water Lane.

Haunt of beggars, lepers and outcasts Water Lane is a dismal,
hopeless place. Ruined, crumbling tenement buildings lean
drunkenly out over the sodden, muddy street. Water Lane is low-
lying and often floods. Heavy rain, unusually high tides and the
savage annual winter storms regularly inundate it and the
surrounding buildings. Mud and silt fill many of the lane’s cellars
and basements. Persistent rumours speak of treasures lost in
several of the cellars. Occasionally, treasure hunters come here to
dig; none have admitted finding anything of value.

No one cares what happens on Water Lane. Thieves and
murderers use the lane's rank, sunken cellars to dispose of their
victims or hold secret conclaves in the ruined and abandoned
buildings down by the waterfront.

No one in their right mind chooses to live on Water Lane. The
people living here have nowhere else to go.

OLD TOIVOTTU VILJA

The fisherfolk whisper of Old Toivottu Vilja, a hunch-backed,
wizened crone said to stalk Water Lane on the darkest nights,
when the mists gather thick. Toivottu is a hateful old women
widely identified as a witch. Her repellent ugliness is so horrific,
folk have died of fear and shock after gazing upon her
hideousness. The fisherfolk hate and revile her, and blame her for
any ills befalling them. Several sea shanties, including Water Lane
Girl, Thing in the Fog and Mist Devil, along with several macabre
nursery rhymes, tell of Old Toivottu and her hideous deeds and
foul tastes.

Old Toivottu Vilja is, of course, a sea hag. Drawn to the city by
its beauty, she works tirelessly
to degrade and destroy  ~_..
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OTHER FOLK

When the characters arrive, they won't be the only people on
Water Lane. Roll as many times as desired on this list to determine
who else is present:

1. Elias Asikka (N old male human commoner) shuffles along
using a short spear haft as a walking stick. Half-blinded in an
accident Elias has been a beggar for 30 years. Well known
about town he often hears things. If the characters are nice to
him, he tells two rumours from “Whispers & Rumours”.

2. Hilppa Kaleva (NG female human commoner) hides her face
under a deep cowl, and rings a small handbell vigorously if
approached. Hilppa suffers from leprosy and her face is
horribly disfigured. She expects abuse and revulsion from
anyone she meets. She is taken aback, if shown kindness.
Anyone curing her affliction earns her eternal gratitude.

3. Brusi Hirvi (CE middle-aged male human rogue 3) hides on
Water Lane after surviving a brutal double-cross when his last
job went too well. He escaped his companions’ blades and
now skulks here while planning his next move. He is vicious
and angry. Several beggars have already felt his boot. Brusi
has hidden a substantial hoard of jewellery nearby.

4. Miina Toivas (CN young female half-orc fighter 1) has
nowhere else to go, and no one to turn to for help. Her
mother was recently killed and she was thrown out of her
home when she couldn’t pay the landlord. Miina is
aggressive, loud and strong. She is ashamed of her orc
heritage and uses mud to hide her complexion. The other
locals have learnt not to annoy this angry young woman.

5. Aake Niera (CE male human cleric [Dagon] 3) loves the
feeling of decay and hopelessness prevalent on Water Lane,
and feels close to his depraved master here. He owns one of
the houses at the top of the lane, but spends an inordinate
amount of time down by the river just watching. He is waiting
for a sign.

6. Tuulitar Ora (CG female human commoner) mutters and
screeches. The locals think she is “moon touched” and listen
in rapt awe to her gibberish pronouncements. Sometimes her
predictions even come true. There is no sanity in her eyes.

RUNNING THIS EVENTURE

The characters are unlikely to find themselves on Water Lane for
no reason; something will have drawn them here. They may
have come to explore a flooded cellar or to search for a specific
beggar—perhaps one with information they need. Characters
could also come to Water Lane to hide from their enemies; this
is not a place many would think to search. Other characters
could simply be lost-and fate could guide their footsteps to
Water Lane.

The entries on these tables are designed to be time-neutral.
Modify them to take into account the time of day, weather, level
of illumination and so on.



WHAT'S GOING ON?

While the characters are on Water Lane, one or more things from
the list below may occur.

of the sea. Locals—fearing Old Toivottu is abroad-stay inside
until the fog dissipates.
Toughs & Beggars: A trio of local thugs have come to Water

Skulking Figure: A cloaked figure skulks in the shadow cast
by one of Water Lane's rotting homes. If approached, the
figure darts into a ruined tenement.

Do-Good Priest: A man—Aatami Otava (LN male human cleric
[Conn] 1)-wearing stained white robes emblazoned with
Conn’s scared symbol staggers through the mud of Water
Lane. Bent almost double under a sack bulging with food
stolen from the cathedral-he is here to help the helpless. His
theft of food weighs heavily on his conscience.

Heavy Rain: Heavy rain lashes Water Lane. Quickly the
sodden ground turns into a glutinous morass of sucking mud.
The rains drives all the residents undercover.

Listless (Money-Grabbing) Locals: Several beggars and
outcasts hang about doing nothing. Sitting in doorways or
staring blankly into space, they pay little heed to the
characters, unless offered coin or food. Giving one of the
beggars a few coins backfires spectacularly as the other locals
gather around begging for donations. Each has a sad story
and each—in their own mind-is more deserving of help than
the others.

Hunched Figure: A hunched figure shuffles slowly down the
street. Characters approaching the figure are first accosted by
a hideous stench of rotting fish. Then they hear the figure
muttering to herself in a high-pitched voice. Is this Old
Toivottu or just some other deranged denizen of Water Lane?
Deserted: When the characters arrive on Water Lane, there is
not another soul in sight. The sounds of the city at large reach

Lane for some fun. More than a little drunk, they think it will
be fun to threaten and rough up some of the lane’s residents.
If the characters intervene, the toughs immediately back
down-they don't want to fight anyone who could actually hurt
them. They remember the characters, though, and could
appear in future adventures at inopportune moments.

6. "Treasures for Sale”: The characters meet Silja Mielo (CN old
female human rogue 3). Silja has a knack of finding “lost”
things and then finding someone to buy it. She has 1d4 items
for sale; she is flexible on pricing.

D10 ITEM D10 ITEM

1 One fine leather lady's 6 A dainty silver teardrop
glove earring

) Silver dagger with 7 Scroll of magic missile
dried blood on its haft in a leather tube
Half-full wineskin Silver locket holding a

3 . 8 . .
(watered-down wine) portrait of a small child
Two “pork” pies Cowled cloak with a

4 ) 9 .
wrapped in seaweed gash in the back

5 Sodden spell 10 Chipped gold signet
component pouch ring with a swan crest

WHISPERS & RUMOURS

Characters chatting with folk on Water Lane may learn some or all
of the rumours (which may or may not be true) below:

the characters’ ears, but Water Lane is curiously silent and
empty. Where is everyone?

OPPORTUNITIES & COMPLICATIONS

Lucky adventurers can find opportunities almost anywhere.
Unlucky adventurers can find complications almost anywhere.

1. Drowned: A perceptive character spots a pair of legs sticking
out of a doorway. Investigation reveals the person—a man
wearing thief's garb—is lying face down on a flooded stair
leading to a cellar. His head and shoulders are underwater.

2. Scream: Hysterical screaming breaks out from the second
floor of a sagging tenement. It continues for some minutes
before trailing off into loud sobbing. If the characters
investigate, they find a bedraggled, obviously mad old man.
He mutters the name “Toivottu” over and over again.

3. Argument: Roll twice on “Other Folk” The two folk are
arguing—perhaps over a scarp of food, who gets to keep a
nice cloak they both found at the same time or some other
mundane matter. For these two, this is important—and could
be a matter of survival. They come to blows, unless the
characters intervene.

4. Heavy Mist: A heavy fog blankets low-lying Water Lane and
the surrounding alleyways. The mist is cold, damp and smells

The Sunken Cellar: Something foul and horrible dwells in
one of Water Lane’s flooded cellars. Strange croakings—such
as from an army of frogs—have been heard emanating from
one of the buildings closest to the Svart’s black waters.
Disappearing Beggars: Several beggars known to live on
Water Lane have disappeared lately. Normally no one cares if
a beggar disappears, but the sheer number of such
occurrences has got people talking.

Tottering Ruin: Many of the tottering houses on Water Lane
are in an advanced state of ruin and decay. The next good
winter storm will likely spell their doom.

Crone About Town: Old Toivottu Vilja has been seen abroad
on Water Lane, once again. The hateful, hunched old crone is
mean and spiteful, and torments those living nearby.
Something must be done.

No One Cares: No one cares about Water Lane or its
residents. The town officials would raze it to the ground, but
no one can decide what to do with the residents. No one
wants to be responsible for them.

Cursed: There is something foul about the atmosphere
hanging over Water Lane. The residents are nearly uniformly
sick or mad (or both). What could cause such a miasma of
misery—a potent curse, that's what!
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The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)'Contributors” means the copyright and/or trademark owners 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, extension, 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
characters; 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, environments,
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 indicate 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 ©2000, Wizards of the Coast, Inc.

Open Game License v1.0a. Copyright 2000, Wizards of the Coast Inc.

System Reference Document: ©2000, Wizards of the Coast, Inc. Authors: Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson.

Pat Core Rulebook (S d Edition) © 2019, Paizo Inc.; Designers: Logan Bonner, Jason Bulmahn, Stephen Radney-MacFarland, and Mark Seifter.

Pathfinder Bestiary (S d Edition) © 2019, Paizo Inc.; Designers: Logan Bonner, Jason Bulmahn, Stephen Radney-MacFarland, and Mark Seifter.

Gloamhold Campaign Guide. ©Raging Swan Press 2017; Author: Creighton Broadhurst.

City Backdrop: Languard. ©Raging Swan Press 2017; Author: Creighton Broadhurst.

A Trip Down Water Lane. ©Raging Swan Press 2021; Author: Creighton Broadhurst.
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To learn more about the Open Game License, visit wizards.com/d20.

Product Identity: All trademarks, registered trademarks, proper names (characters, deities, artefacts, places and so on), dialogue, plots, storylines, language, incidents, locations,
characters, artwork and trade dress are product identity as defined in the Open Game License version 1.0a, Section 1(e) and are not Open Content.

Open Content: Except material designated as Product Identity, the contents of A Trip Down Water Lane are Open Game Content as defined in the Open Gaming License version 1.0a
Section 1(d). No portion of this work other than the material designated as Open Game Content may be reproduced in any form without written permission. The moral right of
Creighton Broadhurst to be identified as the author of this work has been asserted in accordance with the Copyright Designs and Patents Act 1988.




VERYTHING

is Better with

Tentacles

N\ 4
s/

)
J
1 ~
2N / \
L » AN =
" U ’ \‘J /
v \ 7z ’7’
\‘\ i V4
)
g/
. A/
\ g | LY \\’ K ‘
\ R\ P |\ Sl
N 2. ) i "B
R ~ 3 ¢
\ (L % i i
— 1 3 & '
N 72 S/
/
> F

PR

RAGINGSWANPRESS.COM



Visit us at ragingswan.com

S

N\

N

j COMPATIBLE



	Front Cover
	Raging Swan Press on Patreon 
	Credits
	Contents
	What’s a Mini-Eventure?
	Using this Mini-Eventure

	A Trip Down Water Lane
	Old Toivottu Vilja
	Other Folk
	What’s Going On?
	Opportunities & Complications
	Whispers & Rumours

	OGL V1.0A
	Everything is Better with Tentacles 
	Rear Cover

