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In the Depths of BlackWater

Welcome to Blackwater – a city of mystery and adventure! Ancient forces locked in an eternal struggle await
you in this, the first book of The DarkWar Saga.

Blackwater is a campaign setting, not a stand-alone module or adventure. It is written for the experienced
GM, someone looking for a framework on which he or she can build a campaign. However, the individual books
of The DarkWar Saga can also be used as a quick addition to an already-existing campaign, providing a gener-
ic port city to entertain players and GMs alike.

You'll not find any boxed text labeled “Read aloud” or dungeons to crawl through. (Don’t let the map of the
sewers fool you – they’re an integral part of the city.) Instead you’ll find a book rich with detail, ready to take
your players to another world of intrigue, of danger, and of adventure.

Now get out there and start on your path to glory!
Russel Godwin
Austin, TX
2001

This is the first PDF I’m releasing not created 100% by myself. Russell Godwin’s In the Depths of
BlackWater was released in 2001 and quickly sold through the initial print run. Having known Russell for a few
years now, and knowing that he wasn’t doing anything with the material, I offered to take it and create a ver-
sion for PDF sales. The addition of Christopher Shy to the project just meant that it could look even more fan-
tastic in PDF form than it did in print.

I hope you enjoy In the Depths of Black Wat e r. You can always e-mail me with comments at
philip@philipjreed.com. And be sure to visit my website at www.philipjreed.com. There’s lots of free stuff
there for you and it’s the first place to learn about anything new I’m working on.

Philip Reed
Austin, TX
2002

Introduction

PDF Edition:
New material and editing 

by Philip Reed

Illustrated by Christopher Shy

Print Edition:
Written by Russell Godwin

Additional Material by blight

Editing by D.B. Lincoln

Proofreading by Vikki Godwin

In the Depths of Blackwater is copyright ©
2001, 2002 by Consortium Entertainment.

Blackwater and DarkWar Saga are trademarks of
Consortium Entertainment. All rights reserved.

Artwork copyright © 2002 Christopher Shy.

Dungeons & Dragons® and Wizards of the Coast® ar e
Registered Trademarks of Wizards of the Coast and are used

with permission.

N OT E : I have left the re fe rences to future
BlackWater supplements in place. I know Russell has
plans to complete them. Watch my website for any
updates on the BlackWater series.
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G E O G R A P H Y
Blackwater sits on the northern rim of a large bay

on the Sothrin Sea. The bay is deep and provides a
natural harbor from the rough sea beyond. Cliffs
stretch along the coast for over 40 leagues (240 miles)
in both directions. To the north of the city, plains and
forests extend for 25 leagues (150 miles) gradually
turning into the foothills of the Dartok Mountains,
which run northwest to southeast. The mountains are
over 60 leagues (360 miles) wide where the Great
Passage connects the Blackwater area to Kyrstok.

H I S TO RY
DI S C O V E RY

The Passage through the Dartok Mountains was
d i s c ove red in 794 CR (common re ckoning) by
explorers from Kyrstok. Three expeditions were lost
in mapping the route before a fourth finally made it
through. The explorers negotiated an agreement with
the dwarves in the Dartok Mountains for future trav-
el through their abandoned mines and halls, which
made up over three-quarters of the Passage. Shortly
after their return, the explorers met their demise on
another mission, and the passage was soon nothing
more than an entry on a scroll in a sage's library.

In 829, Kriistov VI ascended to the throne. A
learned and educated man, he value knowledge over
military conquest, and created many public works,
among which was a great library. He decreed all
books and scrolls from other libraries should be
copied and placed in the central library, to preserve
the knowledge for all. (At the urging of the Mage’s
Guild, personal journals and spellbooks were exclud-
ed from this process.) Even with the hiring of hun-
dreds of scribes and wizards, the task would take over
30 years.
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Chapter One

BlackWater
WH Y BL A C K WAT E R?

When the fi rst settlers discove red the bay in the
e a rly spri n g, its wat e rs we re dark and mu rky,and so
t h ey named the bay Black wat e r. The sea turned bl u e
in the summer, but when the next spring came, t h e
sea once again turn bl a ck. The ra n ge rs and dru i d s
s e a rched for the cause and discove red that bl a ck silt
and dirt runs off from the Dartok mountains into the
b ay. Once out in the open sea, the water becomes a
familiar deep bl u e, but after especially harsh win-
t e rs , the bl a ckness can spread miles beyond the bay.
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