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Guide to Rambleflow River
1. The Wreck
This section of the river contains the wreckage of the SS Swampwater, a merchant ship that was headed upriver when it was
destroyed by a Dragon Flighter.
Four survivors cling to various bits of wreckage. To rescue them, the players can either maneuver their boat into the
wreckage by making a Cunning 8+ roll. Failure will cause damage to the boat.
Alternately, the players can jump in the water and make 4 seperate Brawn 6+ rolls to drag the survivors into their boat.
Failure will cause damage to the swimmer.
One of the survivors is Osiris Dunn, former captain of the Swampwater. If the players agree to drop him and his
companions off in the nearest settlement, he will answer some questions about what is downriver. The players can ask three
questions, to which the captain will answer honestly.

2. Bramble-Town
A cluster of tree-houses connected by elevated wooden walkways. The villagers eke out a living gathering roots and berries
from the surrounding forest.
The villagers are willing to peaceably trade with outsiders, if they have fish.
The village chief, a serious woman named “Stable” Mabel Mariah, is looking for someone to clear out the beaver dam at
location #3.

3. Beaver Dam
A large family of beavers has blocked off the river with a large, sturdy wooden dam. The players have two options to get
past it. With a Cunning 12+ roll, the players can ram their ship through the dam, at risk of of damaging their boat.
They can also chop through the dam, if they have a sword or ax. It will require 3 Brawn 10+ rolls, if they stay on the boat.
If they get into the water, the Brawn rolls will be 8+.
Chopping a hole in the dam will enrage the beavers, who will attack anyone still in the water after the dam is breached.

4. Fishing Spot
A quiet little backwater, surrounded by trees. Excellent spot for fishing.
One of trees is home to a nest of walking leeches (pg. 40), who will immediately attack anyone fishing here. The Golden
Goat's Fur (pg. 25) hangs in the branches of the tree, where the leeches nest.

5. Fishing Spot
A quiet oxbow makes a peaceful fishing spot.

6. Goat-Town Village
A cluster of floating houses, inhabited by 10 Antonios (pg. 41). They are invariably loud, drunk, and boastful – day or
night.

7. Fishing Spot
A deep backwater pool, descending to unknown depths.

8. Knot-Town
A hardy band of rope-makers lives here, making sturdy ropes from river-reeds. They live in woven huts, dangling from the
trees. They wile away their nights with constant knot-tying contests, binding each other up, and placing bets on who escapes
first.

9. Lake of the Thaumaumar
The river widens into a good-sized lake. Despite the river flowing through it, the water is somewhat cloudy. Beneath the
waters of the lake, Thaumaumar, the skeleton anglerfish (pg. 30) dwells. It will try to lure the players into the water with a
small cage containing a cat. Choose the type of cat randomly from pg. 21.

10. Mudville
An ugly cluster of mud huts. A band of villagers, widely known as the Mud-Folk, dwell here, hunting for giant leeches,
mud-grubs, and slime wasps. The Mud-Folk are friendly and gregarious in manner, but are absolutely disgusting, in both
appearance and odor.
The chief is a man named Josiah Crudd, who is considered the cleanest man in town, despite being covered in filth.

11. Fishing Spot
There is an outflow to a quiet pond, a popular fishing spot for the Mud-Folk.

12. River Mill
A crumbling, old abandoned mill, inhabited by hundred of exotic birds. There is a cacophony of birdsong, making quiet
conversation impossible. Deep within the crumbling mill is an old, forgotten armory.
It contains an ancient steel battle-axe, an ornate spear, and a gold-plated crossbow.

