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C O N S U LT I N G  W I T H  S A I N I  A L A N E N  

The growing trade town of Dulwich looms over the Great Salt Mire in the Duchy of Ashlar. A veritable torrent of lumber from the 
nearby forest enriches its citizens’ coffers and emboldens the growing merchant class. Dulwich’s lord, Wido Gall, resists the 
merchants’ efforts to topple his rule while coveting the nearby village of Longbridge. Both sides seek support from the followers of 
Conn, hoping to sway the newly appointed and young high priestess. Meanwhile, adventurers flock to the town’s inns and taverns, 
preparing their own expeditions into the ruins hidden in the nearby Forest of Grey Spires. 

Designed specifically for you, the busy GM, this supplement enables you to effortlessly bring your characters’ next urban 
adventure to life. Designed for use with the town of Dulwich, this mini-eventure can easily be used with almost any town or city. 
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C O N T E N T S  

U S I N G  T H I S  M I N I - E V E N T U R E ?  

A mini-eventure is akin to a normal adventure, 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. 
 Use the lists herein to add depth and flavour to the 
characters’ exploration of Dunstone. Use the entries as 
nothing more than local colour or as springboards to 
encounters, side quests or even full adventures. You can use 
this mini-eventure repeatedly, as long as you keep track of 
which entries you have previously used. Of course, some of 
the listed NPCs and locales could become staples of your 
campaign. Be sure to note the location of locales on your 
GM’s city map and develop any your characters seem 
particularly interested in visiting again. 
 You can either plan events ahead of time or just “wing” 

the whole mini-eventure using the tables herein to 
facilitate play. 

Credits  ............................................................................................1
Contents  .........................................................................................1
Using this Mini-Eventure?  ............................................................1
Saini Alanen’s House  ....................................................................2

Saini Alanen’s House By Day  .................................................2
Saini Alanen’s House By Night  ..............................................2
Notable Folk  ............................................................................2
Folk Out & About  ....................................................................2
What’s Going On?  ..................................................................3
Opportunities & Complications  ............................................3
Whispers & Rumours  .............................................................3
Things For Sale  .......................................................................3

OGL V1.0A .....................................................................................4



S A I N I  A L A N E N ’ S  H O U S E  

Saini Alanen’s House is location 9 on the Dulwich map. 

This stone-towered, three-storey house is home to Dulwich’s 
renowned sage, Saini Alanen. Saini receives money from the 
town by making her large library on the first floor open to the 
public. The tower is where she spends most of her time in 
private research, mostly studying local ancient history, which 
she finds endlessly fascinating. 

S A I N I  A L A N E N ’ S  H O U S E  B Y  D AY  

Saini Alanen receives a trickle of visitors during the day. Most 
visitors come here to consult her library for a variety of 
personal reasons, while a few engage her services to ferret 
out more esoteric or specialised facts and information. She is 
normally at home during the day, engaged in her own 
research if she is not working for a patron. 

S A I N I  A L A N E N ’ S  H O U S E  B Y  N I G H T  

Saini normally shuts her library at dusk, although she can 
keep it open if necessary. In the evenings, she often goes out 
to see friends or hosts gatherings of like-minded folk at the 
library. Such gatherings often run late as attendees share the 
fruits of their labours and research. 

N O TA B L E  F O L K  

Some folk are often encountered at Saini Alanen’s House. 

• Saini Alanen (NG female human wizard 4) finds history 
endlessly fascinating. She loves nothing more than 
finding a new diary, travelogue or sheaf of maps. She 
also delights in speaking with “old-timers” and non-
humans with long lifespans, such as dwarves or elves. 
Clearly possessed of prodigious intellect, Saini is one of 
the cleverest, most educated folk in Dulwich. She wears 
modest robes of red velvet and is always neatly turned 
out—as befits her role as Dulwich’s librarian. 

• Taavi Vesivalo (N young male human) harbours feelings 
for Saini Alanen and is often here during the day 
“reading” while mooning over the object of his 
affections. The young, dark-haired man is clever and 
talkative except in the presence of Saini when he is 
struck near mute with nerves. 

• Inkeri Niera (NG female human) helps out at the library 
and would love to learn how to cast spells—magic 
fascinates her, and she often hints (unsubtly) to Saini that 
she would love to apprentice to her. She is bookish, 
loves reading and has an agile, hungry mind. Inkeri 
dresses well; she is the indulged elder daughter of a 
local merchant and wears several fine pieces of 
jewellery, including two gold rings and an interesting 
butterfly-shaped silver brooch of outlandish design. 

F O L K  O U T  & A B O U T  

While the characters are at Saini Alanen’s House, they may 
encounter one or more folk of interest. 

1. Sippo Koira (LN old male human) visits Dulwich from 
Languard to carry out genealogical research for a 
patron. Sippo is a genial old man whose job—in this 
instance—bores him. He is taking his time and not 
working very hard. He wears a red robe with slightly 
frayed cuffs and carries a satchel full of scrolls, 
documents and notes. 

2. Teppana Vaania (N male human fighter 3) possesses an 
old map of the Forest of Gray Spires and is negotiating 
with Saini to sell it to her. He is canny and well knows the 
value of this map—particularly as it shows several 
intriguing features that Saini has no real knowledge 
about. Teppana is a ruddy-cheeked, robust-looking chap 
who still wears the mud of the trail upon his clothes. 
Once he’s sold the map, he’ll be off to the nearest tavern. 

3. Kaisa Miela (LG female human cleric [Darlen] 1) sits at a 
desk intent on an old book detailing the foundation of  
Dulwich in the years following Ashlar’s establishment. 
She is intrigued by references to the town being settled 
upon the “bones of the ancients”. Kaisa has short brown 
hair and a slender, almost frail build. She suffered a 
terrible wasting disease as a child, and her constitution is 
not robust. 

4. Panu Otava (NG male human ranger 2) want to explore 
the Salt Marsh but doesn’t want to do it alone. He knows 
there is strength in numbers and many dangers lurk in 
the fetid mire. He also knows adventurers often visit Saini 
for information and maps and is hanging around waiting 
for a suitable group. He looks a little bit ill at ease in the 
library. Panu is tall, muscular and thin. His long black hair 
tumbles over his shoulders, and he has the look of the 
wild about him. 

5. Immo Tuntia (NE male human thief 3) plots a theft in the 
better part of town and has come here in search of maps 
of the town as it was centuries ago. He knows of the old 
settlement buried beneath Dulwich and is planning to 
come at his target from beneath. Thus, he is searching 
for a map of the old town. He has disguised himself for 
this visit as a wealthy merchant from Languard, and his 
cover story is that he is searching for a good place to 
establish a new business. His story has many holes, and it 
won’t stand up to detailed scrutiny. 

6. Yaama Wynlen (CG female elf wizard 2) peruses the 
library out of boredom rather than with any particular 
goal in mind. She has become a regular fixture here of 
late. If engaged in conversation, this pale-skinned, dark-
hair elf explains she is in town waiting for friends to 
arrive but explains no further. She values her privacy. If 
she senses kindred spirits in the party, she may join them 
for a brief foray into the surrounding wilderness. 
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W H AT ’ S  G O I N G  O N ?  

While the characters are at Saini Alanen’s House, one or 
more things from the list below may occur. 

1. Library Closed: This is one of the rare occasions when 
the library is closed during the day; Saini Alanen has 
important business elsewhere in town. 

2. Library Busy: The library chamber is not particularly 
large, and it gets busy when more than six people are 
perusing the books therein; this is one of those days. 

3. Saini Busy: Saini Alanen is busy helping another visitor 
when the characters arrive. She is happy to chat with 
them, but they must wait their turn. 

4. Argument: Two visitors both want to study the same 
book at the same time. They are engaged in a quiet but 
ongoing dispute over who gets it first. It transpires they 
are researching the same subject but for different clients 
who both claim ownership of a piece of land just outside 
the town. 

5. Want an Apprentice?: Inkeri Niera (see “Notable Folk”) 
is at the library. If she realises one of the characters is a 
wizard, she approaches them to subtly and then unsubtly 
find out if they want an apprentice. 

6. Bored Reader: One other person is in the library (roll on 
“Folk Out & About”). That person is bored or taking a 
break from their studies; they strike up a conversation 
with the characters. 

O P P O RT U N I T I E S  & C O M P L I C AT I O N S  

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

1. Fallen Vongyth: Saini has become fascinated with the 
stories of fallen Vongyth—a dwarven hold that lies 
somewhere to the south, and would love to learn more 
about it. She offers to buy any maps, journals or artefacts 
to do with the place from the party. 

2. New Maps: Saini is eager to hear tales from explorers 
venturing into the local ruins, and she pays handsomely 
for well-detailed maps of new locales. 

3. Bring Me Lost Lore: Saini occasionally hires adventurers 
to poke about forgotten places for lost lore. She is 
particularly interested in adding old books, scrolls and 
maps to her collection. 

4. Saini Alanen Available: Saini is between patrons and is 
available for immediate consulting work. She is also 
bored and keen to get her teeth into an interesting 
problem. Additionally, she is also available for 
spellcasting services. 

5. Library Burgled: Someone broke into the library last 
night and stole a rare book. Saini wants the book 
returned and would be grateful to anyone retrieving it. 

6. Secret Panel Found: Saini was reorganising some 
shelves when she found a secret compartment hidden 
behind one. She is examining it when the party arrives. 

W H I S P E R S  & R U M O U R S  

The characters may overhear or learn some of the rumours 
(which may or may not be true) below. 

1. Brainy Saini: Saini Alanen is one of the cleverest and 
most knowledgeable people in Dulwich. If you want to 
know something about the town’s history, or the 
surrounding area, Saini will almost certainly know the 
answer (or she can find the answer—for a price). 

2. Saini is a Wizard: Saini Alanen is a wizard, and she has a 
special collection of books not normally available for 
public viewing. Such books are kept in her private study 
and number several spellbooks as well as a few rare 
books of troublesome origin and subject matter. 

3. Bandits: Bandits are active in the southern woods again. 
4. Gray Spires of Mystery: The Forest of Gray Spires is a 

strange place laden with the legendry and ruin of many 
forgotten, fallen civilisations. 

5. Political Doings: Wido Gall, ruler of Dulwich, has 
designs on the lordless village of Longbridge. 

6. The Shadowed Keep: An old keep lies in the 
woodlands to the south of Dulwich. Once home to 
Valentin Ironwolf, the place is now a ruin. What foul 
things lurk within? 

T H I N G S  F O R  S A L E  

Some or all of the items below are for sale from Saini Alanen. 

1. Old Map (50 gp): This old map dated 200 years ago 
shows several small settlements set in the fringes of the 
Salt Mire and the southern forests. The settlements no 
longer exist and could be locales for minor adventures. 

2. Scroll Crafting (var.): Saini Alanen has a small supply of 
scrolls and ink suitable for spell scroll crafting; for the 
requisite amount of gold, she could scribe such scrolls 
as the characters require. 

3. Spell Swaps (var.): Saini is always keen to swap spells 
with a fellow wizard. Alternatively, if the price is right, she 
might let a character copy a spell from her spellbook. 

4. Research (5 gp/day): Saini is available to carry out 
research on behalf of paying clients. The base cost is 5 
gp a day, but if she has to travel, purchase additional 
books or materials and so on, the client must also meet 
these expenses. She only travels out of town for matters 
of great import (or for wealthy clients). 

5. Scroll of Web (600 gp): Saini Alanen has a scroll of web 
she does not need. She is happy to sell it or swap it if the 
characters have something she wants, such as a 2nd-
level or higher divination spell on a scroll. 

6. Spare Room (7 gp/week): Saini has a spare room in her 
chambers above the library. She fancies some like-
minded company in the evenings and offers the room, 
on the basis of accommodation only, to sages, wizards 
and the like. 
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O G L  V 1 . 0 A  

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. 
 Gloamhold Campaign Guide. ©Raging Swan Press 2017; Author: Creighton Broadhurst.  
 Town Backdrop: Dulwich. ©Raging Swan Press 2017; Author: John Bennett. 
 City Backdrop: Languard. ©Raging Swan Press 2017; Author: Creighton Broadhurst.  
 Consulting with Saini Alanen. ©Raging Swan Press 2023; Author: John Bennett and Creighton Broadhurst. 

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 Consulting with Saini Alanen 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 John Bennett and Creighton Broadhurst to be identified as the author of this work has been asserted in accordance with the Copyright 
Designs and Patents Act 1988.
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