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Introduction

The treacherous Wyrm Queen Valyndra has awoken from her slumber,
unleashing her foul hybrid minions on the countryside to burn and raid as they
please. Her lust for gold has lured her from her lair, and now it’s up to a few
brave heroes to drive her back into hiding and destroy her cruel servants!
Lair of the Wyrm is an expansion for Descent: Journeys in the Dark Second
Edition, building on the base game by adding new heroes, monsters, classes, quests,
and more, while introducing rules for Secret Rooms and Rumors.

Component List

• 60 Tokens, consisting of:

Component Overview

This section describes the various components in detail.

Plastic Figures
The heroes and monsters included in this expansion are
represented on the map by plastic figures.

Hero Sheets
The heroes in this expansion each have a corresponding Hero
sheet containing all the information needed to play that hero.

––

12 Map Tiles

––

1 Secret Room Tile

––

1 Lieutenant Token

––

12 Valor Tokens

––

3 Familiar Tokens

––

1 Secret Room Entrance Token

––

5 Condition Tokens

• 2 Hero Sheets

––

8 Challenge Tokens

• 38 Small Cards, consisting of:

––

5 Inactive Monster Tokens

22 Class Cards

––

7 Damage Tokens

––

4 Act I Shop Item Cards

––

5 Fatigue Tokens

––

5 Act II Shop Item Cards

––

4 Condition Cards

––

1 Search Card

Search Card

––

2 Relic Cards

This card represents a secret room entrance that heroes can find
during their adventures.

This expansion includes the following:
• This Rulebook/Quest Guide
• 2 Hero Figures
• 8 Monster Figures, consisting of:
––
––
		

––

5 Fire Imps; 3 tan and 2 red
3 Hybrid Sentinels; 2 tan and
1 red

• 31 Bridge-sized Cards, consisting of:

Class Cards
These cards are divided into two separate decks that represent
the two different hero classes included in this expansion: the
Champion and the Geomancer. Each deck contains all the skills
and starting equipment belonging to that class.

Shop Item Cards
These cards are added to the exiting shop decks and represent
items heroes can find or purchase in the game. They are divided
into Act I items and Act II items.

Condition Cards
These cards describe the rules for the new Burning condition.

––

8 Overlord Cards

Relic Cards

––

4 Monster Cards

––

2 Lieutenant Cards

These cards represent unique and powerful items that can
be found during a campaign.

––

3 Travel Event Cards

––

6 Secret Room Cards

––

6 Rumor Cards

––

2 Advanced Quest cards

Overlord Cards
These Overlord cards represent a new class available to
the overlord player during a campaign: the Punisher.
Additionally, one card is included that may only be acquired
as a reward for winning a specific quest.

Monster Cards
The monsters in this expansion each have a corresponding
Act I and Act II Monster card containing all the information
pertaining to the monster.
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Lieutenant Cards

Secret Room Entrance Token

These cards list all the information about a powerful new
enemy, Valyndra. There is one card each for the Act I and
Act II versions of Valyndra.

This token represents a hidden passageway that leads to a secret room.
When the appropriate Search card is drawn, players place this token
on the map to mark where heroes can access the secret room.

Travel Event Cards

Condition Tokens

These cards are used to determine if an event occurs for
the heroes while traveling during a campaign.

These tokens correspond to the Burning Condition card and are
used to mark when a monster is affected by Burning.

Secret Room Cards
These cards represent random secret rooms that heroes
can find and explore during a quest. The special rules and
rewards found within each secret room are described on
these cards.

Rumor Cards
These cards present the overlord player with new ways to
challenge the heroes during a campaign. Some of these cards
correspond to a quest from the Quest Guide that may be
played in between quests.

Advanced quest cards
These cards are used to display quests that are available for
players to choose during a campaign. These cards enter play
as a reward for winning certain quests, and remain in the
central play area until completed.

Map Tiles
These puzzle-cut tiles represent different locations heroes
explore during the game. Each quest has a unique layout
that uses different combinations of map tiles. All map
tiles are double-sided, with one side showing an indoor
location and the other side showing an outdoor location.

Secret Room Tile
This unique map tile represents a hidden room that can be
found in any quest. This tile is differentiated from normal
map tiles by its lack of puzzle-cut edges.

Lieutenant Token
This token represents a lieutenant on the map. In the case
of this expansion, Valyndra. The art on the token matches
the art on the corresponding Lieutenant card.

Class Tokens
These tokens are used with the new classes introduced
in this expansion, and consist of familiar tokens for the
Geomancer and valor tokens for the Champion.

Challenge Tokens
These tokens are used with secret rooms and represent various
attribute tests and monsters that heroes must overcome to receive
their reward.

Inactive Monster Tokens
These tokens are placed on monster cards during certain
quests to indicate that the monster group cannot be activated.

Damage and Fatigue Tokens
These tokens track the amount of damage or fatigue heroes
suffer during a quest. The damage tokens are also used to
track damage monsters and lieutenants have suffered.

Lair of the Wyrm Expansion Icon
All the cards and sheets found in this expansion are marked with the
Lair of the Wyrm expansion icon to distinguish these components
from those found in the base game.

Expansion Setup

The rules in this expansion assume players are playing Lair of the Wyrm as part of
a campaign (see page 4). Before playing with this expansion, carefully punch out all
tokens and map tiles from the cardboard frames. Then, perform the following steps:
1. Incorporate New Cards: Add all Shop Item and Travel Event cards from this
expansion to their respective decks.
Remove the “Nothing” card from the Search deck and replace it with the “Secret
Passage” Search card before shuffling the Search deck. Be sure there is only one copy
of “Secret Passage” in the Search deck (if playing with other expansions). Then,
shuffle the Secret Room cards and place them facedown near the Search deck.
Take the new Class, Condition, Relic, Overlord, Monster, and Lieutenant cards
and add them to the pool of available cards. These cards function like their
counterparts found in the base game.
2. Prepare Advanced Quest and Rumor Cards: Keep the Advanced Quest
cards in the game box until called for. Shuffle the Rumor cards and place them
facedown near the Overlord deck. When starting a new campaign, the overlord
player draws three cards from this deck (see page 6).
3. Incorporate Other Components: Add the Hero sheets, hero and monster
figures, all tokens, and map tiles from this expansion to their respective supplies.
Note: Players should begin a new campaign before incorporating the components
and rules from Lair of the Wyrm into their game for the first time.
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Lair of the Wyrm Expansion Rules
This section describes how to incorporate the rules and components from this
expansion into Descent: Journeys in the Dark Second Edition. After setting up the
expansion components (see “Expansion Setup” on page 3), refer to this section
for rules on how to use those components in the game.

When playing with the Lair of the Wyrm expansion, players are required to use
all of the new components described in this section. This rulebook is written
assuming that players are using this expansion as part of a campaign. These rules are
compatible with “The Shadow Rune” campaign found in the base game, as well as
all other campaigns released in future expansions.

Quests

This expansion includes five quests, which are found in the Quest Guide at the
back of this rulebook. Each of these quests have one or two Encounters, and they are
incorporated into campaigns through the use of Rumor and Advanced Quest cards
(see “Rumors” on page 7).

Inactive Monsters

Some quests in this expansion specify certain
monster groups as Inactive. When a monster
group is inactive, the overlord player places an
inactive monster token on the corresponding
Monster card. The overlord player cannot activate inactive monsters or affect them
using Overlord cards unless specifically stated in the quest rules.
If a monster group is inactive, all figures corresponding to that monster group are
inactive. While inactive monster figures are on the map, they block line of sight
and movement, and they may still be targeted and affected by attacks from other
figures—the overlord player rolls defense dice as normal. Unless otherwise noted
in a quest, if an inactive monster suffers any amount of � (for any reason), the
overlord immediately discards the inactive monster token from the corresponding
monster group’s Monster card, and that monster group is no longer inactive—the
overlord player may activate them as normal on his turn.

New Hero Classes

This expansion includes two hero classes not found in the base game: the
Champion and the Geomancer. These classes belong to the Warrior and Mage
archetypes, respectively. Hero players may choose these classes during the Choose
Classes step during Hero Setup.
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Valor Tokens
The Champion class has several skills that interact with valor
tokens. These tokens do not have an inherent function, and are
used specifically with the Champion class. When a player chooses
the Champion class during Hero Setup, he places the valor tokens
in a supply near his play area.
Each time a player is instructed to gain one valor token, he takes one valor token
from the supply and places the token on his Hero sheet. Each time a player spends
a valor token (normally to trigger an effect from one of the Champion’s skills),
he removes it from his Hero sheet and places it back in the supply. Valor tokens
remain on Hero sheets between encounters but are discarded at the end of a
quest. If a player runs out of valor tokens, he cannot use replacement tokens. Valor
tokens are limited to the supply.

Summoned stone familiars
The Geomancer class has access to skills that allow him to
summon and control Summoned Stone familiars. These
familiars follow all rules for familiars (see “Familiars” on page 17
of the Descent: Journeys in the Dark Second Edition rulebook),
with exceptions described on the Summoned Stone Familiar
card. The Geomancer may have multiple Summoned Stones on
the map. Each Summoned Stone shares the characteristics and abilities described on
the Summoned Stone Familiar card, and each is activated independently.
A hero player who is playing a Geomancer may remove one or more Summoned
Stone familiar tokens from the map anytime during his turn. If the Geomancer
uses an ability to summon a Summoned Stone on the map while he is at his limit
(initially one), the hero player may first discard a Summoned Stone from play before
resolving the ability. If a Summoned Stone is defeated, remove it from the map.

Overlord Cards

The Overlord cards include seven new cards belong to the Punisher Overlord class,
which functions similarly to the Overlord classes from the base game.
The one “Rumor Reward” Overlord card does not have an experience cost and
cannot be purchased normally. The overlord can only receive this card as a quest
reward. When he receives this card, he shuffles it into his Overlord deck as normal.

Condition (Burning)

This expansion includes Condition cards and tokens for the
Burning condition, which are added to the existing supply of
Condition cards and tokens. Certain monster abilities, items,
or quest special rules inflict Burning on figures. The rules for
Burning are described on the corresponding Condition card.

Secret Rooms

Challenge tokens

Secret rooms expand quests by giving the heroes the ability to uncover hidden
passages that lead to unknown chambers containing valuable rewards. These secret
rooms can come into play in any quest through the effects of a new Search card.
Heroes are not required to explore a secret room to complete the quest.

When his hero figure is adjacent to or in a space containing a facedown challenge
token, the player may perform a search action to flip the token faceup (do not draw
a Search card). The face of each challenge token displays either a monster or
an attribute icon.

Discovering a Secret Room

If the revealed challenge token displays a monster, it is placed in the closest available
empty space from where it was revealed and is treated as a minion monster figure
of the indicated type. This monster does not count against the overlord’s monster
group limits. The revealed monster uses its corresponding Monster card of the
current Act. If the revealed monster belongs to a monster group that is currently
inactive, the challenge token is immediately discarded.

When the “Secret Passage” Search card is drawn, it instructs the player to place a
secret room entrance token in his space. Heroes in this space may explore the secret
room by spending one movement point or by following the instruction on the
“Secret Passage” Search card (see “Exploring a Secret Room” below).
Important: If the “Secret Passage” Search card is drawn when the hero figures are
not on the map (such as during the Travel step), the players draw a replacement
Search card, and shuffle the “Secret Passage” Search card back into the Search deck.

Exploring a Secret Room
A hero in the same space as a secret room entrance token may spend one movement
point to explore the secret room. He then draws one Secret Room card and
resolves the special rules on the card. Many Secret Room cards instruct the player
to place a secret room tile, in which case he performs the following steps:
1. Place Secret Room: He places the appropriate secret room tile near (but not
connected to) the map in the central play area. The player must be sure that
the tile code on the secret room tile matches the tile code shown on the Secret
Room card.
2. Move Hero: The player then removes his hero figure from the map and
places it on the secret room tile’s entrance space (marked with the secret room
entrance icon).
3. Place Challenge Tokens: The overlord player randomly draws a number of
challenge tokens equal to the number of heroes and, without looking at them,
places each one facedown in a corner on the secret room tile. There can only be
one challenge token per space, and they must be placed as shown on the “Secret
Room Setup” diagram on page 6.

Secret Room Entrance
The secret room entrance token is used to mark the
space where heroes can explore and enter the secret
room. The symbol on this token matches the symbol in
one space of the secret room tile. Any space containing
this symbol is a secret room entrance space.

If the revealed token displays an attribute icon (�, �, �, or �), the hero must
immediately test that attribute. If he passes, the hero player immediately draws a
Search card and discards the challenge token. If he fails, the hero player still discards
the token but does not draw a Search card.
At the start of each overlord turn in which there is a hero on a secret room tile,
the overlord player may choose to discard one challenge token or monster figure
from the secret room tile. This choice is made before the overlord player draws
his Overlord card. The discarded token is not revealed. This may result in the
completion of a secret room (see below), but allows the overlord to control how
much time the heroes spend exploring the secret room and how many Search cards
they might gain.

Secret room rewards
As soon as there are zero challenge tokens and zero monster figures on the secret
room tile, the player taking his turn pauses to resolve any “Reward” effects on the
Secret Room card. If multiple hero figures are on the secret room tile, the heroes
choose one of those heroes to resolve the reward effect on the Secret Room card.
Then, players remove all hero figures from the secret room tile and place them
in empty spaces nearest to the secret room entrance token (if there are multiple
spaces equidistant from the secret room entrance space, the hero player chooses the
space in which to place his figure). Then, the secret room tile and the secret room
entrance token are discarded.
Finally, the player whose turn was paused resumes his turn.

Secret room entrance

During a player’s turn, if his hero figure is in a secret room entrance space, he may
spend one movement point to place his figure in any other secret room entrance
space. These spaces are not adjacent, but heroes may move between secret room
entrance spaces as if they were. Monsters cannot use secret room entrances.
If a hero player moves his figure to a secret room entrance space that is occupied, he
places his hero figure in the closest available empty space of his choice.

Knocked out in a secret room
If a hero is knocked out while in a secret room, all normal rules for being knocked
out are followed with one exception: the hero player places his hero token in the
secret entrance token’s space, even if that space is not empty.

Refreshing the Secret Room deck
At the end of each encounter, discard all Secret Room cards in
play that have not been claimed as rewards. At the end of each
quest, shuffle all discarded Secret Room cards back into the
Secret Room deck.
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Secret Room Card Breakdown

Secret Room Example
While performing a search action, Tomble draws the “Secret
Passage” Search card. Following the instructions on the card, he
places a secret room entrance token in his current space. Tomble
has the option of immediately exploring the secret room as listed
on the “Secret Passage” card. He chooses not to, and play continues
as normal.

1
2

On a later turn, Tomble decides to explore the secret room. While
in the secret room entrance token’s space, he spends one movement
point to explore. His turn pauses and he draws a random Secret
Room card (in this case “The Dark Council”). The card instructs the
players to place secret room tile S1B.

3
Secret Room card

Secret Room card back

1. Name: This area displays the name of the secret room.
2. Special Rules: This area describes any special rules associated with
the secret room. The bold line at the top is resolved immediately.
The italicized text describes the story and flavor of the card while
the rest of the text describes any special effects of the card.
3. Reward: This area describes the reward that the heroes receive
when there are zero challenge tokens in the secret room.

Secret Room Setup
Place a number of random challenge tokens on the secret room tile
according to the number of heroes as shown below with the white
numbers. For example, if there are two heroes, two challenge tokens
are placed—exactly as shown below (one in each opposite corner).

The players find the secret room tile S1B, place it near the quest
map, and place Tomble’s figure in the secret room entrance space
of that tile. Since there are three heroes in the game, the overlord
player randomly gathers three challenge tokens and places each one
facedown in the appropriate spaces.
Tomble’s turn then resumes. He performs a search action to reveal
the challenge token currently adjacent to him. The revealed token
displays a �. Tomble immediately tests � and passes, allowing him
to discard the challenge token and draw one Search card. Finally,
Tomble uses one movement point to move adjacent to another
challenge token before ending his turn.
On his next turn, Tomble performs a search action to reveal the
challenge token adjacent to him, revealing a �. He tests � and
fails, discarding the challenge token without drawing a Search card.
Then, Tomble suffers two � to move next to the final challenge
token. He performs a second search action to reveal a zombie.
Grisban decides to enter the secret room to help Tomble dispatch the
zombie. During his activation, Grisban moves into the secret room,
performs an attack, and defeats the zombie. Since there are now zero
challenge tokens and zero monsters in the room, Grisban’s turn then
pauses while the heroes resolve the reward on “The Dark Council”
Secret Room card.
After resolving the reward, Grisban and Tomble are moved back to
the quest map and the players discard the secret room tile and secret
room entrance token. Grisban then resumes his turn.
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Rumors

Rumor cards provide the overlord player a way to interact with
heroes during the Campaign phase of any campaign. These cards
have a variety of effects, and are the main way that Lair of the
Wyrm quests are introduced into a campaign.

Rumor Card Breakdown
1

Important: Before starting a campaign, the overlord shuffles the Rumor card
Rumor deck and draws three cards into his hand. The overlord
does not normally draw new Rumor cards, and therefore must carefully decide
when to play these cards during the campaign.

Playing Rumor Cards
The overlord player can play Rumor cards from his hand at different times during
the Campaign phase. Each Rumor card states when it can be played. When playing
a rumor card, the hero players must immediately resolve the text on the Rumor card
before continuing the Campaign phase. The overlord player can play a maximum of
one Rumor card during each Campaign phase.
Some Rumor cards can only be played during Act I of a campaign. At the start of
Act II, the overlord player must discard any Rumor cards that can only be played
in Act I. He does not draw additional Rumor cards to replace those he discards.
Discarded Rumor cards are not shuffled back into the Rumor deck. If the Rumor
deck runs out of cards, it is not reshuffled. If the overlord player is instructed to
draw a Rumor card and there are no Rumor cards in the deck, he does not draw a
Rumor card.

Quest Cards

The term Quest card collectively refers to two specific types of cards: Advanced
Quests cards and Rumor cards that feature quests (also known as Rumor Quest cards).
All Quest cards represent quests that players can choose during the Choose Next
Quest step of a Campaign phase (see below). The only difference between rumor
quests and advanced quests is how the quest becomes available for players to attempt.

1
3

2

4
2
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Rumor card

Rumor Quest card

1. Name: This area displays the name of the Rumor card. If
the Rumor card can only be played during a specific Act, the
corresponding Act icon is shown here as a reminder of when
that card can be played.
2. Rules: This area describes all rules for the Rumor card,
including exactly when the card can be played.
3. Travel Icons: This area displays the travel icons used during the
Travel step of the Campaign phase.
4. Flavor Text: This area explains the story of the rumor.

• Rumor Quest cards are played by the overlord as instructed on the card.
Once played, the card is placed faceup in the center of the table and is now
an available quest (see below).

Quest cards remain in play until completed or discarded by a game effect. They are
not automatically discarded at the start of the Campaign phase, and can persist from
session to session until completed.

• Advanced Quest cards only enter play when instructed by a game effect, usually
by the Reward section of the Quest Guide. When it enters play, the card is placed
faceup in the center of the table and is now an available quest (see below).

Between sessions, players should store any available Quest cards in a neutral area as
a reminder that the quest has not been attempted yet. After either the heroes or the
overlord wins a quest, the victor may store the corresponding card with the rest of
his materials as a reminder that he won that quest.

Each time a player (overlord or hero) would choose a quest during the Choose Next
Quest step of the Campaign phase, he can choose any available quest: either a quest
on the campaign sheet or a quest shown on a Quest card in the play area. When the
player chooses a quest shown on a Quest card, players immediately begin quest setup
as normal, referring to the corresponding quest in the Quest Guide.

Act Specific Quest Cards

Before attempting these quests, the Travel step of the Campaign phase is performed
as normal. However, instead of referencing the quest map, players refer to the travel
icons at the top of the appropriate Quest card. These travel icons are resolved from
left to right as if they were on the path leading to the quest.

If one or more Act I Quest cards are still in play immediately before playing the
Interlude, the heroes must choose one of them to attempt (before proceeding to
the Interlude). After completing this quest, all other available Act I Quest cards are
discarded from the game without effect.

Some Quest cards have the Act I or Act II icon in the upper left hand corner of the
card. These quests can only be attempted during the corresponding act.
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Completing a Quest card
The Quest Guide lists all rewards for winning each quest. The Campaign phase is
performed as normal after completing a Quest card.
Any quest attempted as a result of a Quest card does not count against the number
of quests required to complete for the current Act. Quest cards are always played
in addition to the required number of campaign quests in a particular Act.
Additionally, players do not have to attempt any Quest cards in order to complete
the campaign. Players ignore all quests from Quest cards when determining how
many quests are won by the overlord or the heroes during any given Act.
Example: The hero players have won the “A Fat Goblin” quest during Act I of “The
Shadow Rune” campaign. At the start of the next Campaign Phase, the overlord player
chooses to play his “Gold Digger” Rumor card. During the Choose Next Quest step, the
heroes decide they wish to attempt the “Gold Digger” quest, and immediately begin
setting up “Gold Digger.”

1
2

1
4

3
5
Advanced Quest

Advanced Quest

The overlord player ultimately wins the “Gold Digger” quest, so the players refer to its
Reward section of the quest guide. It instructs them to place the “Armed to the Teeth”
Advanced Quest card into play. The overlord finds the “Armed to the Teeth” Advanced
Quest card and places it faceup in the play area. This quest will be available during a
future Choose Next Quest step in Campaign phases of Act II.

1. Name: This area displays the name of the Advanced quest card.
Additionally, an Act icon is shown here as a reminder of when
the quest can be attempted.

Since the players have only completed one Act I quest off the campaign sheet, they will
need to complete two more before proceeding to the Interlude.

2. Travel Icons: This area displays the travel icons used during the
Travel step of the Campaign phase.

Advanced Quest cards represent special quests that only come into play when
specified by an effect (such as certain quest rewards).
The back of Advanced Quest cards list special rewards that
heroes or the overlord can acquire by winning this quest.
The reward is only received when instructed by the “Rewards”
section of the Quest Guide. The card describes when and how
this reward is used.
Advanced Quest cards are double-sided, and both sides are
public knowledge. Any player may look at either side of an
Advanced Quest card at any time.

card front

card back

3. Flavor Text: This area explains the story of the quest.

Advanced quest Cards
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Advanced Quest Card Breakdown

Advanced Quest
card

4. Hero Reward: This area describes the special reward for the
heroes if they win this quest.
5. Overlord Reward: This area describes the special reward for
the overlord if he wins this quest.

Quest Guide

This expansion contains five new quests for Descent: Journeys in the Dark Second
Edition. Players can integrate these quests into any campaign through the use of
Rumor cards (see “Rumors” on page 7).
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Monster
Descriptions

Hybrid Sentinels: Nobody
knows exactly where they came
from, but there is no doubt in
anyone’s mind that hybrids are a
force to be reckoned with! They
walk like men, fly like dragons,
and devastate anything in their
path. While their sense of honor
and duty may not be understood
by most people, they have both in
ample supply and will fight to the
death to defend their kin.

Fire Imps: Fiendish little
blighters, born of fire and
brimstone, fire imps seek only to
engulf the world in their inferno.

24

Character Descriptions
Heroes

Lieutenant

Reynhart the Worthy: Descended from a
long line of Daqan knights, Reynhart was
destined for a glorious career in service to the
Citadel. He became a squire for Sir Nessly
at the exceptionally young age of nine, and
was already competing in melees before his
eleventh birthday. Yet, tragedy was overdue for
young Reynhart. As he prepared Sir Nessly’s
armor for a joust at Baron Zachareth’s annual
tourney, he witnessed a cloaked stranger
sneaking into his master’s tent, chisel in hand.
Reynhart knew what the man was about, as
sabotaging a knight’s armor before a joust was
a common ploy implemented by unworthy,
treacherous knights. Reynhart drew his
sword and mortally wounded the man—who
turned out to be Zachareth’s cousin and royal
treasurer. Reynhart was forced to flee the
tourney or face the block of his crime. Since
then he has sold his sword and kept his head
low, waiting for a day that he might take his
vengeance on Zachareth.

Valyndra: The people of Rhynn
certainly need no reminder of
this elder dragon. Valyndra’s lust
for gold, fire, and general havoc is
legendary, and she has made a habit
of bringing ruin to any settlement or
structure that is erected too close to
her domain—which seems to move
around every century or so.

High Mage Quellen: As Quellen’s dubious
title implies, he is an Elf that no longer
resides within the Aymhelin. The Latari
don’t have such ranks within their own
arcane institutions, and certainly an Elf as
young as Quellen would not have risen so
high before even reaching his one hundredth
year of service to Lord Aenoeth. Quellen’s
mysterious link to the natural world drove him
to explore the outside world, far away from
what he would soon learn is referred to as the
“Green Gate.” Unlike many Latari, Quellen
got on well with the other races inhabiting
Terrinoth. He enjoyed the naïvety of humans,
the craftsmanship of dwarves, the traditions
of the orcs, and even the eccentricities of the
gnomes. For that reason, Quellen devotes his
unique powers to protecting those that gave
him his title.

Some say that Valyndra was
responsible for the first hybrid,
earning her the title Wyrm Queen.
Whether or not she had anything to
do with the mysterious origins of the
hybrids, she does display a motherly
fondness for the wretched creatures,
giving them places of honor in her
hidden court. It is through these
ruthless minions that Valyndra is
able to constantly keep her coffers
overflowing, for reasons unknown to
the mortal mind.
Valyndra’s lair is a place of legend,
where all the treasures of Rhynn
seem to end up. Many adventurers
have dedicated their lives to finding
and raiding the Wyrm Queen’s
chambers. Alas, the only ones that
returned refuse to say much on the
matter...

