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The Two Gentlemen of Veluna
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Round 1 of 1

by Ken Jenks
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How do you value friendship? How do you value love? What if life pits one against the other? A Bandit Kingdoms Special Mission for worshipers of Rao at APL 4.

Introduction

This is an RPGA® Network scenario for the Dungeons & Dragons® game. A four-hour time block has been allocated for each round of this scenario, but the actual playing time will be closer to three and a half hours. The rest of the time is spent in preparation before game play, and scoring after the game. The following guidelines are here to help you with both the preparation and voting segment of the game. Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario. 

Preparation






First you should print this scenario. This scenario was created to support double-sided printing, but printing it single sided will work as well. There is enough room along the inside margin to bind the adventure, if you desire. 

Read this entire adventure at least once before you run your game. Be sure to familiarize yourself with any special rules, spells, or equipment presented in the adventure. It may help to highlight particularly important passages. 

When you run an RPGA D&D adventure we assume that you have access to the following books: the Player’s Handbook, the Dungeon Master’s Guide, and the Monster Manual. We also assume that you have a set of dice (at least one d4, d6, d8, d10, d12, and d20), some scrap paper, a pencil, an RPGA scoring packet, and your sense of fun. It is also a good idea to have a way to track movement during combat. This can be as simple as a pad of graph paper and a pencil, as handy as a vinyl grid map and chits, or as elaborate as resin dungeon walls and miniatures.

Instruct the players either to prepare their characters now, or wait until you read the introduction, depending on the requirements of the scenario as described in the introduction. 

Keep in mind that you must have at least four players (not counting the DM), for the game session to be a sanctioned RPGA event. As well, you cannot have more than six players participating in the game.

Once you are ready to play, it is handy to instruct each player to place a nametag in front of him or her. The tag should have the player’s name at the bottom, and the character’s name, race, and gender at the top. This makes it easier for the players (and the DM) to keep track of who is playing which character.

The players are free to use the game rules to learn about equipment and weapons their characters are carrying. That said, you as the DM can bar the use of even core rulebooks during certain times of play. For example, the players are not free to consult the Dungeon Master’s Guide when confronted with a trap or hazard, or the Monster Manual when confronted with a monster. 

Some of the text in this scenario is written so that you may present it as written to the players, while other text is for your eyes only. Text for the players will be in gray boxes. It’s strongly recommended that you paraphrase the player text instead of reading it aloud. Some of this text is general and must be adapted to the specific situation or to actions of the player characters.

This is a LIVING GREYHAWK Adventure. As a LIVING adventure it is expected that players bring their own characters with them. If players do not have a LIVING GREYHAWK character generated, get a copy of the current LIVING GREYHAWK CAMPAIGN SUPPLEMENT (LGCS) from http://www.living-greyhawk.com/ and a character sheet from your convention coordinator or the RPGA Web site, ant then have any players without a character create on. Once all players have a LIVING GREYHAWK character, play can begin.

Along with the other materials that you are assumed to have in order to run a D&D game, it is also recommended that you have a copy of the LIVING GREYHAWK Gazetteer.
Scoring


After the players have completed the scenario or the time allotted to run the scenario has run out, the players and DM score the game. Complete the RPGA scoring grid with names and RPGA numbers only, and the event information at the top. Give the Scoring Packet to your event coordinator.

Time Units and Upkeep




This is a Special Mission set in the Bandit Kingdoms. All characters (regardless of region) pay one Time Unit for a Special Mission. Per the rules in the LGCS, Adventurer’s Standard Upkeep costs 12gp per Time Unit. Rich Upkeep costs 50gp per Time Unit. Luxury Upkeep costs 100gp per Time Unit. Rich and Luxury Upkeep give the character a bonus on some social skills.

Adventure Summary

The adventurers meet two gentlemen from Veluna and help them with their two quests: (1) to deliver financial aid to a secret refugee camp run by a priest of Rao, and (2) to win the heart of the lovely Miranda, whom the gentlemen met earlier and whom they would like very much to meet again.

This Special Mission is meant to give access to the Serenity feat from the Living Greyhawk Journal (Dragon Magazine #306) to a paladin of Rao.

Encounter 1: Welcome to the BK! 

The party sees two gentlemen from Veluna (Valentine and Protheus) engaged in a friendly conversation with a patrol of Iuzites. Combat ensues.

Encounter 2: Gentlemen Prefer Blondes

Valentine and Protheus introduce themselves to the party and discuss their disagreement with the Iuzite patrol. Both of them are new to the Combination of Free Lords, having recently departed (actually, been banished) from Grayington in the Archclericy of Veluna, they are not yet wise to the ways of dealing with government officials in the Bandit Kingdoms. The party gets a chance to set them straight. Or not.

The gentlemen are both quite enamored of a young lady whom they met on the road. They believe she was a follower of Rao who is working in a secret refugee camp, helping the sick and needy. They wax poetic about her beauty and fine qualities, bantering back and forth, each man declaring how smitten he is with her, both claiming that the beautiful young lady, Miranda, will surely choose him over the other gentleman. Their quest is to find Miranda in this dark land, to prove their worth to her and to win her love. 

The gentlemen also have another quest: they were asked (actually, geased) by the diocese of Grayington to deliver a heavy, sealed chest to a certain priest of Rao, Bartholomew, who is on a mission of peace in the Bandit Kingdoms. During their travels, the chest has been opened and its contents revealed: more than 10,000 gp in coin and jewels and some minor magic items. 

Fortunately for the two gentlemen, these two quests will dovetail nicely, since Miranda is one of the chief aids to Bartholomew, and they are both located in the secret refugee camp. But the gentlemen don't know that at this point.

The gentlemen ask the party to accompany them on their twin missions: to find the comely Miranda and to deliver some much-needed financial aid to the secret refugee camp.

Depending on the party's knowledge of the Bandit Kingdoms, they may already know the location of the secret refugee camp, or they may need to find it the hard way.

Encounter 3: Finding it the Hard Way

The party will help the gentlemen gather information about the secret refugee camp. If this is done delicately, there won't be any trouble. But this is the Bandit Kingdoms and trouble comes quickly to those who fall under the dread gaze of Iuz.

If the party succeeds in a discreet Gather Information check, using Diplomacy to gain the trust of an informant or two, they'll be able to divine the location of the secret refugee camp.

Encounter 4: The Shake-down

On the way to the refugee camp, the party encounters some thugs shaking down Miranda on the road. Intimidation, Diplomacy, bribery or combat could resolve this tense stand-off.

Encounter 5: Miranda's Mission

Miranda is a stubborn young lady. She insists on completing her mission before accompanying the adventurers to the secret refugee camp. Her mission this afternoon is to get an old man released from an Iuzite holding pen before he is sent to the slave yards at the Rift. She will allow the party to accompany her if she is convinced that they can actually help. 

Getting the old man released will be a bit tricky. If the Iuzite guards are attacked and all prisoners are released, too much attention will focus on this area and the secret refugee camp would inevitably be discovered. So either stealth and subterfuge or diplomacy and bribery will be needed to get the man out.

The man, it turns out, is a paladin of Rao who will eventually be able to teach the characters some new feats or spells.

Encounter 6: The Refugee Camp

After completing her mission, Miranda leads the party back to the secret refugee camp. Unfortunately, the party is being followed. If they can detect the tail and kill or elude their pursuer, they can make it to camp undetected. Otherwise, overwhelming forces of Iuz will swoop in and attack.

Encounter 7: Meeting Bartholomew

The party (including Miranda, Proteus and Valentine, if all are still alive) will meet with Bartholomew, priest of Rao. He will ask them all to keep the secret of the location of the refugee camp for the next year. He will accept the chest from Proteus and Valentine and he will grant rewards to the party for their assistance.

Encounter 8: Miranda Decides

Miranda declares to the party that she is actually a noblewoman of The Principality of Redhand in a peculiar situation: By family tradition, she must marry before her next birthday or lose her noble title. Summing up all of the kind, noble and heroic things that the two gentlemen of Veluna have done, and the same sorts of romantic rubbish about one of the PCs, Miranda decides whom she will ask to marry her. If the PC has won more Miranda Points than either Proteus or Valentine, she'll ask the PC to marry her.

Encounter 9: After the Romance, Can Friendship Remain?

Proteus, Valentine and the party talk about the difficulty of remaining friends when a woman's love comes between the camaraderie of men of valor.

Note about maps: The maps in the Player’s Handouts are sized to be used with normal figurines, with approximately a 1-inch-by-1-inch grid.

Regional Warning for New Characters

It is important to realize at all times that the Bandit Kingdoms are under the control of Iuz, a chaotic evil deity who revels in torture and depravity and trickery. Government officials tend to imitate many of the attributes of their dread lord. Things that you might take for granted in other lands, such as freedom of worship and the rule of law, are not valued by the rulers in the Combination of Free Lords. You may be able to strike at Iuz, but seldom can you strike at him overtly. Be warned, life is short for those who openly defy Old Wicked.

This would be a good time to ask the players which lifestyle they want to pay for. Per the rules in the LGCS, they must have enough gold at the beginning of the adventure to pay for that lifestyle.

Introduction

You are traveling across the Combination of Free Lords, known far and wide as the Bandit Kingdoms. Your party met at the Broken Sword tavern in the small town of Trallant. Recognizing kindred spirits and discovering that you were all headed in the same general direction, you decided to band together, at least for a few days, since there is indeed safety in numbers. 

The party can introduce themselves, but since this is a Special Mission, odds are that they already know each other, mostly.

Encounter 1: Welcome to the BK! 

Since you are all experienced adventurers, you have become adept at avoiding the forces of Iuz who control this territory. You managed to hide from a patrol earlier this day, but in the afternoon, as you crest a small hill, you can see that another group was not so lucky.

Two armored men leading mules are engaged in an animated discussion with a human priest of Iuz and his four ogre bodyguards. The priest wears full plate and a tower shield. His right hand pulsates with evil black goo. The viscous goo slowly drips from his fingers, disappearing before it hits the parched earth. A beautiful white mare in chain barding grazes peacefully nearby.

If a PC who sees this scene also has ranks in Craft (Armor) or Knowledge (Nobility and Royalty), he or she can make a DC 20 check to recognize the armor of the two men as being from the armory of the Duke of Mitrik in Veluna.

Figure out which party member(s) would be in front of the party then have that party member make a Hide check (or take 10). The encounter distance is 150 feet, which gives a –15 on the opposed Spot checks for the cleric and his ogre buddies, but the cleric is distracted by his interrogation of Valentine and Protheus, so he’ll have a further –5 on his Spot check. (The ogres are not so distracted.)

Valentine and Protheus will also have the opportunity to Spot the approaching party (-15 distance, -5 distraction), and if they see the adventurers, they will point at them and wave to them for assistance. (Man, are they naïve!) 

Every single NPC will get a Spot check against each approaching PC, with appropriate distance and distraction modifiers.

The party will be on the other side of a low ridge from Valentine, Protheus and the Iuzites. A party member who is behind the ridge has total cover, so he won’t need to make Hide checks. A human on a horse can be within 30 feet of the ridge line and still have total cover. An unmounted human can be within 10 feet of the ridge line and still have total cover.

Valentine, Protheus, and the Iuzite patrol might hear the party moving around or casting spells, but they have a penalty of –1 per 10 feet on their listen checks. If a party member casts a spell quietly, every single NPCs will get a Listen check, DC 5, to hear it, adding appropriate distance penalties.

Valentine and Protheus are having a loud, animated conversation with the cleric of Iuz: the party gets a Listen check, DC 1, to hear the conversation, but this Listen check is also at –1 per 10 feet of distance.

Assuming the party remains undetected by the NPCs, they will have three rounds to prepare themselves during this conversation.

If anyone in the party succeeds in the Listen check, read this:

Three men on the other side of the hill are having an animated discussion. The three men have quite different voices, making it easy to figure out who is speaking.

A nasal, haughty voice says, “So you claim to be travelers from afar? Well, show me your travel papers. I hope you have… appropriate authorization or your stay in these lands will be… most unpleasant” 

If the person who makes the Listen check can also see him, add this:

As the cleric of Iuz says this, he clenches his right hand and more black goo oozes from his fist, vanishing before it strikes the ground.

Anybody who made the Listen check is allowed a DC 15 Sense Motive check to realize that this is a demand for a bribe. Residents of the Bandit Kingdoms and characters who succeed in a DC 10 Knowledge (Local: Iuz Border States) get a +2 bonus on this roll, since they’ve encountered this kind of situation in the past.

A culture, rich baritone voice replies, “Well, er, uh, officer, we don’t actually have official travel papers, as such, but if you could direct us to the nearest customs house or border crossing station, we’d be happy to fill out the correct paperwork.”

This is Valentine, clueless about the request for a bribe.

The whiny voice resumes, “No travel papers, eh? Well, that’s a costly mistake. My guards will make sure you pay the… appropriate fine.”

Again, anybody who made the Listen check is allowed a DC 15 Sense Motive check to realize that this is going to turn ugly fast. Residents of the Bandit Kingdoms and characters who succeed in a DC 10 Knowledge (Local: Iuz Border States) get a +2 bonus on this roll, since they’ve encountered this kind of situation in the past.

Protheus suddenly realizes that they’re about to get attacked by the patrol, so he reacts:

Another voice chimes in, a high tenor with a tremor of fright tingeing his words: “Now, see here, good man, I’m sure we can come to a peaceful resolution. After all, this is just about paperwork, right?”

An evil chuckle resounds through the hills. “But you see,” says the nasal voice, “I am not a good man!” The man continues, shouting an order to attack in the language of giants.

Unless the party intervenes with some fast-talking diplomacy (see below), it’s time for a fight. The cleric and the ogres will attack Valentine and Protheus. The adventurers might decide to join in. If Valentine and Protheus die, the adventure is over. If only one dies, the other will bring his body back to Veluna to have him raised, and the adventure is over. 

At your discretion, to ease your work load, you might hand one player Appendix I and let the players control Valentine and Proteus in combat.

APL 4 (EL 7)

Mulherin the Nasty: CR 5; Medium Humanoid (Human); 5'/5'; HD 5d8+16; hp 38 (+1 from virtue spell is 39); BAB +3, Grapple +3 (-2 from tower shield is +1), Init +5; Spd 15 ft/x3; AC 27 (touch 12, flat-footed 26); Atk +1 Morningstar (1d8, 20/x3); SV Fort +6, Ref +2, Will +7; AL CE; Str 10, Dex 12, Con 14, Int 10, Wis 16, Cha 14. Height 6 ft.


Skills and Feats: Bluff +13, Concentration +9, Knowledge (Local: Iuz Border States) +1, Knowledge (Religion) +5, Listen +3, Speak Language (Giant), Spot +3. Improved Initiative, Skill Focus (Bluff), Tower Shield Proficiency.


Spells Prepared: (5/4+1/3+1/2+1, base DC=13 + Spell Level)

0--cure minor wounds (x2), detect magic, virtue
1--bless, cure light wounds (x2), detect good, remove fear, diguise self
2--cure moderate wounds, silence, sound burst, invisibility

3--animate dead, prayer, magic circle against good

Ogres (x4): CR 3; see Monster Manual.

See Appendix 1 for stat blocks on Valentine and Protheus. 

Tactics: Before the encounter, Mulherin has already cast detect good and virtue, and he has spontaneously cast inflict serious wounds, converting his animate dead spell. He is holding the charge on the inflict serious wounds spell (hence the black goo), waiting to touch an enemy with it if the need arises. Any PC with Spellcraft will get a chance to identify a spell that’s already in place and in effect.

Mulherin has a really good AC and he’s well-versed in Tower Shield tactics. If seriously threatened, he might whistle loudly, then use his Bluff skill as he chuckles to the party that fourteen more ogres are coming over the hill as reinforcements momentarily, or he might use his invisibility spell to abandon his ogres and attempt a get-away.

Mulherin and the ogres are arrayed between the party and Valentine and Protheus, with Mulherin facing Valentine and Protheus and the ogres behind Mulherin. In the first round of combat, assuming the party is undetected, Mulherin will delay his actions and two ogres will attempt to grapple Valentine and Protheus, inflicting 1d4+5 points of nonlethal damage if successful, and using their natural reach to stay out of range of attacks of opportunity. If the party is detected, all NPCs will use instead attack immediately, using lethal force.

If the party does not intervene, Valentine and Protheus will likely be captured, interrogated then killed and eaten by ogres, and the adventure ends.

Since the party will almost certainly get the drop on the NPCs and since the party will have the fighting assistance of Valentine and Protheus, this encounter is significantly easier than it would be otherwise, so the EL is 7 instead of 8.

Diplomacy: The party can use diplomacy and bribery to avoid combat with Mulherin, but he is initially Hostile and he must be moved to Friendly (DC 35) to let whole thing drop. The good news is that he’s willing to listen to a well-worded diplomatic request for a minute before attacking – as long as nobody in the party casts spells, drinks potions, uses wands or scrolls or otherwise prepares for combat, any of which will cause him and his ogres to attack instantly. Each 100 gp of value in bribes will add 1 to the Diplomacy check. Up to two player characters may Aid Another with the diplomacy check (giving +2 each) if they make a reasonable stab at diplomatic speech and a DC 10 charisma check.

During negotiations, the ogres will wordlessly prevent the party from approaching within 20 feet of Mulherin. Pushing past the ogres will immediately start combat.

Intimidation: Successful intimidation (modified level check d20+10) will have the same effect, temporarily changing Mulherin to “Friendly.” His modified level check includes a +2 circumstance bonus due to his official position and his sure (but incorrect) knowledge that he and his ogres will be victorious in battle.
If diplomacy and bribery (or intimidation) succeed, the party gets full experience for the encounter, but no gold or magic. 

Encounter 2: Gentlemen Prefer Blondes

When the combat is over, Valentine and Protheus introduce themselves to the party. 

This boxed text assumes that both are conscious. If one gentleman is unconscious, have the other one say all of the text. 

Valentine is a baritone; Protheus has a high tenor voice. They are both cultured, educated noblemen from Veluna, but not snobbish or aloof, but lacking in regional knowledge and rather naive. They are sincerely thankful for their rescue from the Iuzites.

The man with the high tenor voice introduces himself. “What, ho, comrades at arms! I am Protheus of Grayington, a grand city of greaty beauty in the far land of Veluna. And this fine gentleman is my dear friend, Valentine, also from that distant land. We are ever so grateful for your assistance in dealing with those evil-doers!”

[Baritone] “Yeah, verily,” says Valentine. “We did not expect officials from this land to be so unwelcoming. Was that man indeed an official representative of the government? His manner was not at all what I expected.”

The PCs are sure to have some choice words to share about government officials in the Bandit Kingdoms. 

[Tenor] Protheus says, “I had heard some tales about this land, and now that we find ourselves here, I wished I’d paid more attention. Are all government officials as evil as that Mulherin fellow?”

Again, let the PCs grouse a bit. Much fun.

[Baritone] Valentine changes the subject slightly. “I suspect you’re wondering what we are doing here, deep in the lands of Iuz. Well, we’re on a mission of love.”

[Tenor] “That’s right,” says Protheus. “Both of us good friends are smitten by the same young lady, of surpassing beauty and courtly manner.”

[Baritone] Valentine continues, “We met her in a seedy wayside tavern in some tiny town, Trallant, I think it was. She introduced herself as Estephanie, yet she later confided in me that her name is really Miranda of Alhaster.”

[Tenor] Protheus says to Valentine, “She said the same to me as well. It was passing strange to me that such a wonderful woman, so gentle, so full of charm and wit, should travel these roads alone, under an alias. We indeed have much to learn about this land.”

[Baritone] Valentine addresses you, “But then, in the middle of the night, we travelers staying at the tavern were aroused by whispered news that a patrol of government officials were heading into town to make a “sweep,” whatever that means, And so Proteus and I lost track of the fair Miranda as she vanished in the night.”

[Tenor] Protheus says, “But she seems to have anticipated that this might happen, for she left each of us a cryptic note that seems to have clues for finding her, should we be separated.”

[Baritone] Valentine pulls out a piece of paper from a pocket and offers it to a PC, “Here is the note she gave to me. The puzzle seems to require some knowledge of this region that I sadly lack. Perhaps you folk, so willing to lend your keen swords to our aid, will be so able with your keen minds.”

[Tenor] Protheus pulls a similar piece of paper from his pocket and says, “And fair Miranda hath given me this. I feel that she is sure to choose me as her one true love, if only I can find her again.”

Give the players Player’s Handout #1 and Player’s Handout #2. 

Valentine and Proteus will admit that the letters seem to say that Miranda is clearly flirting with both of them, both letters referring to minor incidents which occurred when they met her.

Valentine and Protheus are naïve, but they’re not complete idiots. They won’t mention that they’re also on a secret mission to deliver a heavy chest to Bartholomew, a priest of Rao, who is running a secret refugee camp in the Bandit Kingdoms. They also won’t mention, until they trust the party better, if ever, that the chest was opened by a would-be thief in Trallant and its contents revealed: more than 10,412 gp in coin and jewels and four scrolls of teleport. (If the subject ever comes up, Protheus surprised the thief and killed him quietly.)

The chest, hastily re-sealed with chains and a good lock, is rolled into a spare tent, carried behind the saddle on the back of the horse, Protheus’ animal companion.

Fortunately for the two gentlemen, their two quests will dovetail nicely, since Miranda is one of the chief aids to Bartholomew, and they are both located in the secret refugee camp. But the gentlemen don't know that at this point.

The gentlemen ask the party to accompany them on their mission to find the comely Miranda.

Depending on the party's knowledge of the Bandit Kingdoms, they may be able to figure out the location of the secret refugee camp from Miranda’s clues, or they may need to find it the hard way.

To follow Miranda’s clues, one must solve a few easy riddles, combining clues from both notes.

First, a Knowledge (Local: Iuz Border States) check DC 20 will reveal that the population of Alhaster is 4,700. (Someone must remember that Miranda told Valentine that she was from Alhaster, right?). Residents of the Bandit Kingdoms get a +2 on this roll. Members of the Brotherhood of the Sundered Axe meta-org get another +2. Missing this Knowledge roll by 5 or more will give the false knowledge that the population is 2d6 times larger, so you’ll have to roll this one secretly and let the characters argue.

Second, Knowledge (Religion) DC 10 will reveal that the symbol is a grinning skull, and the players may be able to make the leap from “grin” (what a skull always does) to “smile” to “miles.” 

Third, a Knowledge (Geography) check DC 15 will reveal that the direction from Dorakaa to Grossfort is north-by-northwest. Consulting a map would reveal the same thing, but maps require campaign documentation. Any such map which shows the location of something in the Bandit Kingdoms will suffice.

Fourth, “where birds eat men” is obvious to anybody who makes a Knowledge (Local: Iuz Border States) DC 15: it’s in Rookroost, where bodies of enemies of the state are staked out for the ravens to eat. 

Fifth, dawn. In the unlikely event that the players are completely clueless, give each character an Intelligence check, DC 15.

Sixth, five miles north-by-northwest of the center of Rookroost is a tree that, at dawn, looks kind of like a full-breasted woman, when seen from the direction of Rookroost, silhouetted by the rising sun. Knowledge (Local: Iuz Border States) DC 35 to know about that particular tree without going there and looking around. 

If they go to a location five miles north-by-northwest of the center of Rookroost at dawn, everyone in the party gets a Spot check, DC 15, to see the tree. At any other time of the day, the DC is 25; at night, it’s DC 35.)

As the sun rises, the shadow of the tree passes over an abandoned shed in the middle of a fallow field. There is a secret door (Search DC 15) in the floor of the shed that leads to a network of underground caverns concealing the secret refugee camp.

Or the party might just make a Knowledge (Local: Iuz Border States) check DC 40 to know the exact location of the supposedly secret refugee camp, run by Bartholomew, a priest of Rao, where the second-in-command is a beautify young woman named Melinda. But there just aren’t that many characters who can make that DC 40 check. 

If they just can’t figure it out after fifteen minutes of game time, Protheus will suggest that they ask around in the nearest town (which happens to be Alhaster) to see if anybody there knows the answers to these riddles or the location of the beautiful, mysterious Miranda.

Encounter 3: Finding it the Hard Way

If they can’t solve the riddle, maybe the party will help the gentlemen gather information about the secret refugee camp. 

A likely place to gather this kind of information is Rookroost. Unfortunately for the party, that’s also the most likely place for them to draw attention to incautious inquiries.

Another likely place is Alhaster. This is probably the best place to gather the information, since the risk of detection by the forces of Iuz is small. Prince Zeech’s secret police may take notice of indiscreet inquiries, but they won’t report them to anyone outside of Alhaster.

Yet another place is Trallant, but that small town doesn’t have the answers to all of these questions.

Or the party can try to gather information in some other part of the Combination of Free Lords. 

Use the following table:

	Location
	#1 DC
	#2 DC
	#3 DC
	#4 DC
	#5 DC
	#6 DC
	Detection %

	Rookroost
	15
	10
	15
	10
	5
	30
	50%

	Alhaster
	10
	15
	15
	20
	5
	40
	1%

	Trallant
	N/A
	15
	25
	25
	5
	N/A
	15%

	Other place
	25
	20
	25
	N/A
	5
	N/A
	10%


The party can use Gather Information instead of the appropriate Knowledge skill to gather the answers to Miranda’s six clues, but each time they try to gather information, there’s a percentage chance that their inquiries will attract the unwanted attention of the Iuz authorities. 

If the PC rolls too low, he doesn’t get the clue, but he still has a chance of being detected by Iuzites. PCs can take 10 on this Gather Information check, but they can’t take 20.

N/A indicates that nobody in town actually knows the answer to this question..

For example, if the party can’t figure out clue #2 (“Second, knowest thou what a skull always does on the holy symbol of the land.”) and clue #3 (“Third, you must know the direction from The Tricky One’s home to Grossfort, but do not approach either.”), they could travel to Alhaster to try to figure them out.

Roll a Gather Information check for clue #2, allowing other characters to Aid Another, as they desire. If the PC gets a total of 15 or more (per the table), they’ll get the answer to clue #2. Roll d% because there’s a 1% chance (per the table) that their inquiries will draw unwanted attention.

Roll another Gather Information check for clue #3. If the PC gets a total of 15 or more, they’ll get the answer to clue #3. Roll another d% to see if their inquiries will draw unwanted attention.

The unwanted attention of the Iuz authorities will influence the nature of the “tail” on the party in encounter 6.

Encounter 4: The Shake-down

Assuming the party figures out Miranda’s clues (one way or another), they’ll probably make their way to a location approximately five miles north-by-northwest of Rookroost. On the road leading to a fallow field, the party runs into Miranda, who is having a bit of difficulty with some bandits. 

As your party rounds a bend in the road, you observe a fiery horse with the speed of light, a cloud of dust and a hearty "Hi Ho, Electrum!" A beautiful young woman, her long blonde hair streaming behind her, thunders down the road toward you, urging her huge, muscular mare to ever greater speed. Behind her, you see her pursuers, heavily armored orcs riding horses of their own. The orcs are shooting at the woman with composite longbows, to little effect, while riding at a full gallop. 

The woman spies your party with narrowed eyes. Her dusty face softens then breaks into a broad grin as she sees Valentine and Proteus in your midst. 

Roll initiative normally between Miranda and the orcs. Use the DMG initiative rules for joining an ongoing combat to add the party in to the initiative order.

On her initiative, Miranda will wheel her warhorse around and make a mounted Spirited Charge with her lance. She’ll fight the orcs, assuming (correctly) that Valentine and Proteus will aid her.

During the battle Miranda will be observing Valentine, Proteus and male PCs. She’s looking for heroism and valor, initiative and cleverness. She has already formed an opinion about Valentine and Proteus about their suitability as suitors. Now she’ll get a chance to see the PCs in action.

To evaluate the PCs as potential suitors, we’ll invent a system of Miranda Points. This is a completely arbitrary system for scoring points with Miranda that will make her look kindly on the males when it comes time for her to decide whom she will encourage to seek her hand in marriage.

See Appendix 2 for Miranda’s stat block. To ease your work load, you might hand Appendix 2 to a player and let him control her in combat.

See Appendix 3 for Miranda Point Scorecard. Feel free to improvise on the theme, adding or deducting points as you see fit for things that the male PCs do or say.

Creatures: Miranda (Pal4), Electrum (heavy warhorse) and six orcs mounted on light warhorses.

These mounted orcs would normally be Encounter Level 8, but with the combat assistance of Miranda, Valentine and Proteus, the party will be at a significant advantage.
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Miranda: Paladin 4, see Appendix 2.

Tactics: The half-orcs are pursuing Miranda, firing their composite longbows at a full gallop, missing wildly. The spellcasters will slow down and cast spells; the fighters will use their Ride-by Attack to make mounted lance charges for double damage. (Remember that Ride-by Attack prevents AoOs from the target, but if the target is mounted, the mount still gets to make an AoO.)

Half-Orc Fighter (x4): CR 1; Medium Humanoid; HD 1d10+3; hp 13; Init +1; Spd 30 ft/x4; AC 16 (Splint mail +6; touch 10, flat-footed 16); BAB +4; Grapple +8; Space/Reach: 5 ft./5 ft.; Atk +7 Masterwork Lance (Two-handed, 1d8+3, 20/x3), +6 Masterwork Composite Longbow (Mighty +2) (1d8+2, 20/x3); AL CE; SV Fort +5, Ref +1, Will +0; Str 18, Dex 12, Con 16, Int 10, Wis 10, Cha 6. Height 6 ft.


Skills and Feats: Handle Animal +4, Ride +4. Mounted Combat, Ride-by Attack. Languages: Orc, common.

Light Warhorse (x6): See Monster Manual. All warhorses are wearing leather barding, so their AC is improved by 2.

These are bandits, not connected with the Iuzites or the Rao worshippers, just out to waylay a lone female traveler. 

Encounter 5: Miranda's Mission

After your encounter with the bandits, the woman has time to speak to you at last. “Thank you, brave Valentine, heroic Proteus, and thanks twice over to your friends, who know me not yet defend me still. I believe that these orc-kin are the bandits I’ve heard have been ravaging this area, but they will clearly cause no more trouble on this plane of existence.”

She stops and looks expectantly at Valentine and Proteus, who stumble over each other, each trying to be the first to introduce Miranda to the party. 

After introductions, Miranda continues.

“Well, my friends, if friend I may call you now, if you have no love for the Old One and his minions, I could use some assistance on a delicate mission.

“Before I was waylaid by the late bandits lying yonder, I was on my way to free a slave from the clutches of some minions of Old Wicked. This man is being held with several others in a holding pen about five miles down the road. The pen is trapped with some kind of magical flame and there are some guards there who are beyond my meager abilities to combat. 

“If you are willing to travel with me, I would dearly love to have some assistance in freeing a certain man from this slave pen.

“But we must be discreet. If we simply slay the guards and free all of the slaves, we would certainly stir up a hornet’s nest of activities from the other minions of Old Wicked. So I would like to free only the man I seek, regretfully leaving the other slaves to their fate, against the day, some distant day, when we all are Free in the Combination.

“What say you all? Are you willing to help me again?”

Miranda is a stubborn young lady. She insists on completing her current mission, even if the adventurers decline. Valentine and Proteus will jump to her aid.

Her mission this afternoon is to get an old man released from an Iuzite holding pen before he is sent to the slave yards at the Rift. She would like for the party to accompany her so she can see them in action – and so that she can get some more information about Valentine and Protheus to help her decide which one she might marry.

Getting the old man released will be a bit tricky. If the Iuzite guards are attacked and all prisoners are released, too much attention will focus on this area and the secret refugee camp would inevitably be discovered. So either stealth and subterfuge or diplomacy and bribery will be needed to get the man out.

There’s no rush. Miranda knows that it will be at least a week before these slaves are sent to the Rift.

The holding pen is straightforward: it’s a 50 ft. by 50 ft. square grassy area surrounded by a 20 ft. wide area of charred grass. There are sixteen suspected dissidents inside, including the man whom Miranda wants to bust out.

The man, Enio Waxman, is a paladin of Rao who will eventually be able to teach the characters the Serenity feat, per the regional certificate included with this scenario. Even after he is rescued from the holding pen, he will be emotionally unable to engage in combat for several weeks, while he regains his, er, serenity. But just to ensure that the mission isn’t ruined by a stray spell or critical hit, Waxman will always be lucky and tough enough to survive whatever’s thrown at him.

The charred grass designates the boundaries of a trap:

Evard’s Black Tentacles Trap: CR 7; magic device; proximity trigger (alarm); automatic reset; spell effect (black tentacles, 7th-level wizard, 1d4+7 tentacles, Atk +7 melee [1d6+4 nonlethal, tentacle]); multiple targets (up to six tentacles per target in each of two adjacent 5-ft. squares); Search DC 29; Disable Device DC 29.

The trap only affects the burnt area surrounding the holding pen. Note that it inflicts nonlethal damage. It is silent, so triggering the trap will not necessarily alert the guard or wake up anyone who is sleepling.
Of more immediate importance is the group of four Iuzites camped in a large tent just outside of the holding pen. At least one of the four is on watch at all times. (All awake during the day, Nasaru on first watch, Dropp [with darkvision] on second watch, Emergo on third watch.)

Just in case it comes up, these clerics of Iuz pray for their spells at midnight.
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Nasaru, Female Human Clr2 of Iuz: CR 2; Medium Humanoid; HD 2d8+2; hp 15; Init +0; Spd 20 ft.; AC 17 (touch 10, flat-footed 17) (+6 half-plate, +1 light shield); BAB +1; Grapple +1; Atk +3 melee (1d8, flail) or +1 ranged (1d8 (19-20/x2) light crossbow); SA: Rebuke Undead, Spells; AL CE; SV Fort +5, Ref +1, Will +7; Str 11, Dex 10, Con 12, Int 12, Wis 16, Cha 14.

Skill and Feats. Speak Language (Common, Infernal), Bluff +3, Concentration +6, Knowledge (Religion) +5, Intimidate +4, Spellcraft +6; Combat Casting, Scribe Scroll, Weapon Focus (Flail).

Spells Prepared: (4/3+1; base DC = 13 + spell level): 0 th – cure minor wounds (x2), light, virtue, 1st – bane, command, cure light wounds, detect good, protection from good*.

*Domain spell. Domains: Trickery (Add Bluff, Disguise, and Hide to your list of cleric class skills); Evil (You cast evil spells at +1 caster level).

Posessions: Flail, light crossbow, bolts (10), half-plate, light steel shield, thunderstone, cloak of resistance +1, potion of cure moderate wounds.

Emergo: Male Human Clr2 of Iuz: CR 2; Medium Humanoid; HD 2d8+4; hp 17; Init +0; Spd 20 ft.; AC 20 (touch 10, flat-footed 20) (+6 full plate, +2 heavy shield); BAB +1; Grapple +3; Atk +4 melee (1d8+3, flail) or +1 ranged (1d8 (19-20/x2) light crossbow); SA: Rebuke Undead, Spells; AL CE; SV Fort +5, Ref +0, Will +5; Str 14, Dex 10, Con 14, Int 12, Wis 15, Cha 10.

Skill and Feats. Speak Language (Common, Infernal), Bluff +3, Concentration +6, Knowledge (Religion) +5, Intimidate +4, Spellcraft +6; Combat Casting, Weapon Focus (Flail).

Spells Prepared: (4/3+1; base DC = 13 + spell level): 0 th – cure minor wounds (x2), light, virtue, 1st – bane, command, cure light wounds, detect good, disguise self*.

*Domain spell. Domains: Trickery (Add Bluff, Disguise, and Hide to your list of cleric class skills); Chaos (You cast chaotic spells at +1 caster level).

Posessions: Flail, light crossbow, bolts (10), half-plate, light steel shield, thunderstone, cloak of resistance +1, potion of cure moderate wounds.

Dropp: Male Half-orc Ftr2; CR 2; Medium Humanoid (orc); HD 2d10+4; hp 20; Init +1 (+1 Dex); Spd 20 ft; AC 21 (touch 11, flat-fooded 20) (+1 Dex, +8 full plate, +2 heavy shield); BAB +2; Grapple +4; Atk +5 melee (1d4+2, spiked gauntlet) or +4 melee (1d8+3 (20/x3), longspear) or +3 ranged (1d4+2 (19-20/x2) dagger); SQ: Darkvision 60 ft.; AL CE; SV Fort +5, Ref +1, Will +1; Str 15, Dex 12, Con 14, Int 14, Wis 12, Cha 8.

Skill and Feats. Speak Language (Common, Goblin, Infernal, Orc), Jump +6, Knowledge (Religion) +4, Intimidate +1, Spot +3; Cleave, Power Attack, Weapon Focus (spiked gauntlet).

Posessions: Spiked gauntlet, longspear, daggers (x2), full plate, heavy steel shield, tanglefood bags (x2), potion of cure moderate wounds.

Jayessee: Male Human Wiz7; CR 7; Medium Human; HD 7d4+14; hp 36; Init +0; Spd 30 ft.; AC 11 (touch 11, flat-footed 11) (+1 deflection); BAB +3; Grapple +2; Atk +2 melee (1d6-1 club) or +3 ranged (1d8 (19-20/x2), light crossbow); SA Spells; AL CE; SV Fort +4, Ref +2, Will +6; Str 8, Dex 10, Con 14, Int 17, Wis 12, Cha 13.

Skill and Feats. Speak Language (Common, Draconic, Elf, Infernal), Alchemy +13, Concentration +12, Knowledge (Arcana) +13, Knowledge (Religion) +13, Spellcraft +13, Tumble +5; Brew Potion, Combat Casting, Craft Wondrous Item, Improved Familiar, Scribe Scroll, Spell Focus (Transmutation).

Spells Prepared: (4/6/5/4/2; base DC = 13 + spell level): 0 th – daze (x2), open/close*, read magic, 1st – expeditious retreat*, feather fall, magic missile (x3), shocking grasp, 2nd – darkness, invisibility, levitate*, spider climb*, whispering wind*, 3rd – blink*, keen edge*, slow*, summon monster III; 4th – dimension door, polymorph.

By the numbers, this is Encounter Level 8, or more, if you include the trap, but the assistance of Miranda, Valentine and Proteus and Miranda’s advance knowledge of the location of this encounter make it significantly less difficult than it otherwise would be. 

If all goes according to Miranda’s plan, they’ll be able to sneak past the guard, disable the trap (with dispel magic or Disable Device), grab the paladin and scoot without ever combating anybody. And if combat does begin, the Iuzites are unmounted and are unwilling to leave the immediate vicinity of the holding pen.

If these Iuzites are killed, their superiors will learn about it within a day or two and all Iuzites in the surrounding territory will be on alert. Depending on how rapidly they party acts, this may increase the difficulty of Encounter 6 so that an imp follows the party instead of a hawk familiar.

Diplomacy: The party can use diplomacy and bribery to get the Iuzites to hand over the slave. Their leader, Jayessee, must be convinced. He is initially Indifferent and he must be moved to Helpful (DC 30) to give up one of his slaves. The good news is that he’s willing to listen to a well-worded diplomatic request for a minute before attacking – as long as nobody in the party casts spells, drinks potions, uses wands or scrolls or otherwise prepares for combat, any of which will cause him and his buddies to attack instantly. Each 100 gp of value in bribes will add 1 to the Diplomacy check. Up to two player characters may Aid Another with the diplomacy check (giving +2 each) if they make a reasonable stab at diplomatic speech and a DC 10 charisma check.

During negotiations, the rest of the Iuzites will wordlessly prevent the party from approaching within 20 feet of Jayessee. Pushing past the Iuzites will immediately start combat.

Intimidation: Successful intimidation would only move Jayessee temporarily to Friendly, not all the way to Helpful. His modified level check includes a +2 circumstance bonus due to his official position and his sure knowledge that he and his buddies will be victorious in battle.

Using Intimidate to move Jayessee to Friendly before using Diplomacy to move him to Helpful might be the easiest way to get the job done.
If diplomacy and bribery (or intimidation) succeed, the party gets full experience for the encounter, but no gold or magic. 

Encounter 6: The Refugee Camp

After completing her mission and getting to know the adventurers, Miranda leads the party back to the secret refugee camp which consists of a series of natural caves in a limestone bluff. Unfortunately, the party is being followed. If they can detect the tail and kill or elude their pursuer, they can make it to camp undetected. 

The party’s pursuer is either an imp or a hawk familiar, depending on whether or not the party was detected snooping around in Encounter 3. 

If the party was detected in Encounter 3, they’re being followed by an imp. The imp uses its invisibility to remain unseen, uses its detect good ability to follow the “trail of goodness” left by the paladins (see the detect evil spell description), and it flies at sixty feet altitude, remaining about a minute behind the party on their overland travel.

The creature (either hawk or imp) was directed to the general location of the party by its evil Iuzite master, a cleric of Iuz who used a divination spell to get advice and was directed to send a spy to this road at this time. (The cleric himself does not appear in this scenario.)

The creature will follow the party for the 10 miles needed to move from the holding pen (Encounter 5) to the secret refugee camp.

Spotting the creature may be very easy or very difficult, depending on the circumstances under which the party is traveling. If they are traveling invisibly or at night, if they are all mounted, moving quickly and raising a large cloud of dust, if they are walking slowly, leading their horses and covering their tracks – it’s up to you, the DM, to figure out exactly how hard it will be for the creature to see the party. This will determine the distance the creature must be from the party to be able to tail them, which will in turn determine how hard it will be for the party to spot the creature.

The creature will Take 10 on its Hide checks, if possible. 

A hawk flying around in the daylight sky might or might not draw attention to itself. The party might need to make Spot and Sense Motive or maybe Wild Empathy checks to determine if they see the hawk and can figure out that it’s acting strangely.

In a clear blue sky with no concealment, it’s not normally possible to use the Hide skill, but the hawk could pretend to be hunting for prey. 

An imp flying along invisibly will be exceptionally hard to find.
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Imp, Tiny Devil (see Monster Manual). Or Hawk familiar:

Aedrie: Male hawk familiar; CR 1/3; Tiny magical beast; HD 1d8 (9 HD); hp 21; BAB +6; Grapple ‑4 Init +3; Spd 10, fly 60 (good); AC 21 (touch 15, flat-footed 19) (+3 Dex, +2 size, +6 natural); Atk +10 claws (1d4-2); Face/Reach: 2 ½ ft. by 2 ½ ft./0 ft.; SQ Improved evasion, speak with animal type; AL CE; SV Fort +4, Ref +11, Will +10; Str 6, Dex 17, Con 10, Int 9, Wis 14, Cha 6.

Skills and Feats: Bluff +10, Concentration +11, Hide +23, Knowledge (Arcana) +11, Listen +6, Spot +16, Tumble +15. Understands Common. Weapon Finesse.

The hawk’s master is an arcane trickster who does not appear in this scenario. The hawk is holding the charge on a touch spell: invisibility, caster level 9. If engaged in melee combat, the hawk will put invisibility on itself and try to fly away, using total defense (with Tumble bonus) and withdraw actions with its best flight speed.

Diplomacy: Neither of these creatures would stay around to listen to Diplomacy, etc., and because of their special status as minions of an evil master, it’s almost impossible (+10 to the DC) to change them from their Hostile state.

Encounter 7: Meeting Bartholomew

If the party fails to detect the creature following them in Encounter 6, the party will find a scene of death and destruction waiting them at the refugee camp. Bartholomew and all of the refugees have been slaughtered by forces of Iuz who found the place a couple of hours before the party gets here. Invent a graphic and gruesome description of the destroyed and mutilated bodies, suitable for the ages and sensibilities of the players at the table. Miranda will be despondent at first, but will eventually be consolable by the gentle persuasions of a diplomatic man.

If the party successfully detected and killed the creature following them in Encounter 6, the party (including Miranda, Proteus and Valentine, if all are still alive) will meet with Bartholomew, priest of Rao. He will ask them all to keep the secret of the location of the refugee camp for the next year. 

Bartholomew will accept the chest from Proteus and Valentine and he will grant rewards to the party for their assistance.

In either case (camp destroyed or intact), Enio Waxman will eventually regain enough strength of will to teach those who want it the mental and spiritual discipline required to acquire the Serenity feat.

Encounter 8: Miranda Decides

Miranda declares to the party that she is actually a noblewoman of the Principality of Redhand in a peculiar situation: She must marry before her next birthday or lose her noble title. Summing up all of the kind, noble and heroic things that the two gentlemen of Veluna have done, and the same sorts of romantic rubbish about one of the PCs, Miranda decides whom she will ask to marry her. If the PC has won more Miranda Points than either Proteus or Valentine, she'll ask the PC to marry her.

Ham it up a bit and make it sappy and as romantic as possible. Miranda can meet her top three suitors on a midnight rendezvous under a full moon at the banks of the Artonsamay River, with fireflies, flowers, perfume, whatever sappy stuff you want to come up with.

Think of this as the finale for a reality TV show or something.

Encounter 9: After the romance, can friendship remain?

The next morning, after Miranda has made her decision and returned to her duties, Proteus, Valentine and the party talk about the difficulty of remaining friends when a woman's love comes between the camaraderie of men of valor.

Valentine and Proteus are best friends and occasional rivals at love, and both have been burned by love before. They’ll be gracious and philosophical in victory or defeat, gentlemen to the very end.

The End

Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished. Then assign the experience award.  Award the total value (objectives plus roleplaying) to each character.

Encounter 1

APL4 – 100 xp

Encounter 2

APL4 – 100 xp if successful in solving the riddle without having to go through Encounter Three

Encounter 3

APL4 – 75 xp if successful and undetected, 50 xp if successful but detected, 0 xp if unsuccessful

Encounter 4

APL4 – 210 xp

Encounter 5

APL4 – 240 xp

Encounter 6

APL4 – 60 xp

Encounter 7

APL4 – 0 xp

Encounter 8

APL4 –0 xp (story reward 30 xp for everyone if one of the player characters has won Miranda’s heart)

Discretionary roleplaying award

APL4 – 30 xp

Total possible experience: 


APL4 – 450 xp maximum (570 xp possible, which is 120 xp above the cap)

Treasure Summary

During an adventure, characters encounter treasure, usually finding it in the possession of their foes.  Every encounter that features treasure has a “treasure” section within the encounter description, giving information about the loot, coins, and magic items that make up the encounter’s treasure.

The loot total is the number of gold pieces each character gains if the foes are plundered of all their earthly possessions. Looting the bodies takes at least 10 minutes per every 5 enemies, and if the characters cannot take the time to loot the bodies, they do not gain this gold. If you feel it is reasonable that characters can go back to loot the bodies, and those bodies are there (i.e., not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve loot. If the characters do not loot the body, the gold piece value for the loot is subtracted from the encounter totals given below.

The coin total is the number of gold pieces each character gains if they take the coin available. A normal adventuring party can usually gather this wealth in a round or so. If for some reason, they pass up this treasure, the coin total is subtracted from the encounter totals given below.

Next, the magic items are listed. Magic item treasure is the hardest to adjudicate, because they are varied and because characters may want to use them during the adventure. Many times characters must cast identify, analyze dweomer or similar spell to determine what the item does and how to activate it. Other times they may attempt to use the item blindly. If the magic item is consumable (a potion, scroll, magic bolts, etc.) and the item is used before the end of the adventure, its total is subtracted from the adventure totals below.

Once you have subtracted the value for unclaimed treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure.  Write the total in the GP Gained field of the adventure certificate. Because this is a Special Mission scenario, characters may not spend additional Time Units to practice professions or create items immediately after the adventure.

L = Looted gear from enemy; C = Coin, Gems, Jewelry, and other valuables; M = Magic Items.

L:  Looted gear from enemy

C:  Coin, Gems, Jewelry, and other valuables

M:  Magic Items (sell value) 

Encounter 1


APL 4: L: 0 gp; C: 0 gp; M: 0 gp

Encounter 2


APL 4: L: 0 gp; C: 100 gp; M: 0 gp

Encounter 3


APL 4: L: 0 gp; C: 0 gp; M: 0 gp

Encounter 4


APL 4: L: 226 gp; C: 0 gp; M: 17 gp

Encounter 5


APL 4: L: 338 gp; C: 0 gp; M: cloak of resistance +1 (167 gp), potion of cure moderate wounds (4 @ 25 gp each), ring of protection +1 (167 gp), wand of web (375 gp).

Encounter 6


APL 4: L: 0 gp; C: 0 gp; M: 0 gp

Encounter 7


APL 4: L: 0 gp; C: 0 gp; M: 100 gp

Encounter 8


APL 4: L: 0 gp; C: 0 gp; M: 0 gp

Encounter 9


APL 4: L: 0 gp; C: 0 gp; M: 0 gp

Total Possible Treasure

APL 4: L: 226 gp; C: 200 gp; M: 17 gp  - Total: 300 gp (43 gp above cap)

Special

If the party frees Enio Waxman from the slave pen in Encounter 5, he will teach anyone interested the Serenity feat. See the special certificate, which serves as campaign documentation for the feat.

Items for the Adventure Record

Item Access

APL 4: None. No item access is granted by special missions. This scenario does offer access to the Serenity feat and a certificate denoting one character as betrothed to Miranda.

Appendix 1: Valentine and Protheus

Valentine: Male Human, Ftr4; CR 4; Size: M; Type Humanoid; HD (4d10)+8; hp 36; BAB +4, Grapple +7, Init +2 (+2 Dex); Spd Walk 20'; AC 20 (flatfooted 18, touch 13), Lance (Masterwork) +8 (1d8+4 20/x3) or Chain (Spiked/Masterwork) +8 (2d4+4 20/x2) or Longbow (Composite/Masterwork/+3 Mighty) +7 110'/P (1d8+3 20/x3); Vision: Normal; AL: NG; Sv: Fort +6, Ref +3, Will +0; Str 16, Dex 14, Con 14, Int 10, Wis 8, Cha 14


Skills and Feats: Climb +1, Jump +5, Ride +9, Spot +0, Tumble +4; Combat Reflexes, Dodge, Exotic Weapon Proficiency (spiked chain), Mobility, Power Attack, Spring Attack 


Possessions: Amulet of Natural Armor +1, Lance (Masterwork), Arrows (20), +1 Breastplate, Chain (Spiked/Masterwork) (x2), Everburning Torch, Longbow (Composite/Masterwork/+3 Mighty), Outfit (Noble's), Ring of Protection +1, Potion of Enlarge Person (x2), Potion of Cure Moderate Wounds. Camping gear, bedroll, tent.

Tactics: In melee combat, Valentine can use his Spring Attack and Power Attack feats together to move into a flanking position, smack hard with his spiked chain then move out. If someone charges him after one of these maneuvers, he’ll likely get an attack of opportunity due to his reach and Combat Reflexes. 

Another good melee tactic would be a mounted lance charge. Using a lance two-handed with Power Attack can inflict some devastating double damage.

Valentine can also use his bow to great effect.

He has a spare spiked chain, just in case.


Protheus: Male Human, Rgr4, CR 4; Size: M; Type Humanoid; HD (4d8)+8; hp 31; BAB +4, Grapple +6, Init +3 (+3 Dex); Spd Walk 20'; AC 21 (flatfooted 18, touch 14), Longbow (Composite/Masterwork/+2 Mighty) +8 165'/P (1d8+2 20/x3) or Throwing Axe +6 (melee) (1d6+2 20/x2) or Throwing Axe (thrown) +7 20'/S (1d6+2 20/x2) or Masterwork Throwing Axe (melee) +7 (1d6+2 20/x2) or Masterwork Throwing Axe (thrown) +8 20'/S (1d6+2 20/x2) or +1 Heavy Steel Shield (1d4+2 20/x2; SA: Animal Companion (Ex), Wild Empathy (Ex); Vision: Normal; AL: TN; Sv: Fort +6, Ref +7, Will +0; Str 14, Dex 16, Con 14, Int 10, Wis 8, Cha 14


Skills and Feats: Handle Animal +7, Hide +9, Listen +6, Move Silently +9, Ride +12, Speak Language +1, Spot +6, Survival +6; Far Shot, Point Blank Shot, Quick Draw, Ranger Archery (Rapid Shot) 


Possessions: Arrows (20), Longbow (Composite/Masterwork/+2 Mighty), 4x Throwing Axe, 3x Masterwork Throwing Axe , Outfit (Noble's), Ring of Protection +1, +1 Heavy Steel Shield, +1 Studded Leather, Potion of Cat’s Grace, Potion of Cure Moderate Wounds, Everburning Torch. Camping gear, bedroll, tent.


Animal companion: Light riding horse, military saddle, bit, bridle, chain shirt barding (Protheus often loans his horse to Valentine for mounted lance charges)

Tactics: Although he’s better with his longbow, to retain his shield bonus to AC, Protheus can use his Quick Draw and Rapid Shot feats together to hurl two throwing axes per round. Adding his strength bonus with Point Blank Shot can inflict a good amount of damage while he maintains a decent distance. His Far Shot feat will double the 10 foot range increment of his throwing axes to 20 foot. He’ll hurl two of his masterwork throwing axes first before throwing his normal axes, retaining one masterwork throwing axe to be used as a melee weapon.

Appendix 2: Miranda

Miranda: Paladin 4, CR 4; Medium Humanoid (Human); 5'/5'; HD 4d10+8; hp 26; Init +1; Spd 20 ft/x4; AC 16 (Chainmail +5, Dex +1; touch 11, flat-footed 15); BAB +4; Grapple +6; Atk +7 Masterwork Lance (Two-handed, 1d8+3, 20/x3), +6 Masterwork Composite Longbow (Mighty +2) (1d8+2, 20/x3); SV Fort +8, Ref +4, Will +4; AL LG; SA: Aura of Good, detect evil, Smite evil (1/day), Divine Grace, Lay on Hands, Aura of Courage, Divine Health, Turn Undead. Str 14, Dex 12, Con 14, Int 10, Wis 13, Cha 14. Height 5 ft.  8 in.


Skills and Feats: Diplomacy +8, Healing +3, Handle Animal +7, Knowledge (nobility and royalty) +3, Ride +9. Mounted Combat, Ride-by Attack, Spirited Charge.


Spells Prepared: (1, ; base DC = 12 + spell level): 1st – bless weapon.

Posessions: Masterwork lance, Masterwork Composite Longbow (Mighty +2), arrows (x40), silver arrows (x10), cold iron arrows (x10), chainmail, heavy warhorse, full plate barding, saddle, bit, bridle, saddlebags, tent, sleeping bag, scroll of holy sword, scroll of magic weapon (divine).


Electrum: Female Heavy Warhorse; CR 2; Large Animal; HD 4d8+12; hp 30; Init +1; Spd 35; AC 22 (–1 size, +1 Dex, +4 natural, +8 full plate barding), touch 10, flat-footed 21; Atk +6 base melee, +3 base ranged; +6/+1 (1d6+4, 2 Hooves; 1d4+2, Bite); SQ: Scent (Ex); AL N; SV Fort +7, Ref +5, Will +2; Str 18, Dex 13, Con 17, Int 2, Wis 13, Cha 6.

Tricks: As a heavy warhorse, Electrum knows the tricks from the Combat Riding purpose, attack, come, defend, down, guard, and heel. She also knows the Attack All Creatures trick. (See the Handle Animal skill in the Player’s Handbook).

Electrum is extremely loyal to Miranda. Miranda has +4 on all Handle Animal checks related to Electrum. Electrum will fight to the death to defend Miranda.

Appendix 3:Miranda Points Scorecard

Miranda is looking for a husband. Valentine and Proteus have already made an impression on her, each one scoring points in her eyes.

She’s looking for heroism and valor, initiative and cleverness. She’s also looking for luck and skill in battle. She’s young, shallow and easily impressed.

This is a completely arbitrary scoring system. It’s unfair and chauvinistic, just like the young Miranda’s heart. Feel free to improvise additions and subtractions for any words or deeds you deem noteworthy. It would be helpful to have someone else keep track of this during the adventure, a co-DM of sorts.

	Circumstance
	Valentine
	Proteus
	PC 1
	PC 2
	PC 3
	PC 4

	Previous encounter
	4
	5
	N/A
	N/A
	N/A
	N/A

	Helps Miranda fight the orcs in Encounter 4 (up to 4 pts)
	4
	4
	
	
	
	

	Risks his own life to defend her (3 pts per incident)
	
	
	
	
	
	

	Risks his own life to defend someone else in party (1 pt per incident)
	
	
	
	
	
	

	Number of enemies dropped in Miranda’s presence (except horses)
	
	
	
	
	
	

	Subtract number of horses dropped by anybody (she likes ‘em)
	
	
	
	
	
	

	Says something romantic or gallant (1 pt per incident, but penalties if he goes overboard)
	
	
	
	
	
	

	Is modest (up to 3 pts)
	
	
	
	
	
	

	Add Str bonus or penalty
	+3
	+2
	
	
	
	

	Add Int bonus or penalty
	+0
	+0
	
	
	
	

	Add Cha bonus or penalty
	+2
	+2
	
	
	
	

	Presents himself well (use Lifestyle bonus, up to +4: Luxury +4, Rich +2, Standard or None +0)
	+4
	+2
	
	
	
	

	Is taller than Miranda (up to 1 pt)
	+1
	+1
	
	
	
	

	Demonstrates fancy horse riding (up to 2 pts)
	
	
	
	
	
	

	
	
	
	
	
	
	

	Total Miranda Points
	
	
	
	
	
	


Appendix 4: Additional Rules

SERENITY: Your wisdom, inner calm, and sagacity fuels your class abilities rather than your force of personality or will.

Patron: Rao

Prerequisite:  Divine Grace

Benefit: Use your Wisdom bonus in place of your Charisma bonus for purposes of divine grace, lay on hands, smite evil, and turn undead.

Normal: The abilities use your Charisma bonus.

Player’s Handout #1

Valentine’s Note from Miranda

Dear Valentine,

I was intrigued by your kindly manner and gentle disposition. Thank you so much for your concern over my saddle. Because of your wise advice, I replaced the worn girth strap and will surely avoid a nasty spill. 

Although it may seem forward of me to say it thus, I would like to get better acquainted with you. But since I must leave this place for the nonce, I prithee to follow these clues to find me where I must now go:

First, divide the current population of my home town by one thousand.

Third, you must know the direction from The Tricky One’s home to Grossfort, but do not approach either.

Fifth, you arrive when the sun does.

Yours truly, 

“Estephanie”

Player’s Handout #2

Protheus’ Note from Miranda

Dear Proteus,

My mind lingers on thoughts of your strong arms that, for a moment, politely supported me when I stumbled. With an embarrassed smile to myself, I admit that my little fall was no accident; I longed to feel your arms around me, if even for a moment. You were exactly the gentleman I expected, treating my little ruse as if I were but a clumsy schoolgirl and you, the chivalrous man, so fast, so sure, so strong. 

I must leave this place at once, but I do want to meet you again, to make apologies for my schoolgirl stunt, and to bake a cloudberry muffin, just like your mother used to make. So please, kind sir, followest thou these clues, and find me willing to gaze into your sparkling eyes once more:

Second, knowest thou what a skull always does on the holy symbol of the land.

Fourth, you must start where birds eat men.

Sixth, the shadow of the woman points the way.

Truly yours, 

“Estephanie”

Certificates

This scenario should include two regional certificates:

(1) Access to the Serenity feat from the Living Greyhawk Journal (Dragon Magazine #306). This certificate is worth 0 gp. It is not tradable. It does not expire.

(2) Betrothed to a Noblewoman from Redhand. This character is engaged to be married to Miranda, a noblewoman from the Principality of Redhand. This social arrangement allows the character free Rich lifestyle in any regional scenario (BDK, but not IUZ). Rich lifestyle is defined in the Living Greyhawk Campaign Supplement (LGCS). This certificate is worth 0 gp; it may not be sold. It is not tradable. It expires on 12/31/2005.
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