Level 1 – Ysekar plot - Eyes of Evil

Background: Ysekar is unable to move around freely during the day, but his wolf servants can. They are snarling and intimidating their way around Brebanward, seeing what is what, before Ysekar himself arrives when darkness falls. They don’t want a fight, but will take some convincing to leave.

Encounter A

The summer festivities are happening all about you. The small town of Brebanward in overflowing with outsiders, mostly Morgenroods, but some are from other clans and some are foreigners to Perrenland. The weather is slightly overcast, with the sun shining brightly through the clouds at every opportunity.

As you stroll through the tent-city that is the expanded Brebanward, you hear a commotion from a tent beyond. People begin to scream and run from something? Did you hear the word ‘wolf’, surely not?

As the characters step forward, they see an old man stumble before the wolves while attempting to flee. He grabs his cane and rattles it at a wolf. The wolf snarls and clearly looks as though he will rip the old man’s throat out, which it will unless the characters act fast.




Creatures: Wolves acting on the behalf of Ysekar.

APL 2

Wolf (4): hp 13; see Monster Manual page 204

APL 4

Wolf (8): hp 13; see Monster Manual page 191

APL 6

Large (4HD) Wolf (6): hp 34; see appendix one

APL 8
Large (5HD) Wolf (8): hp 43; see appendix two
Tactics: If the characters attempt to halt their progress, the wolves will attack for a few rounds to sound out their opponent’s strength. If it proves that the characters are winning, then the remaining wolves will flee through the crowd. If the wolves are winning then they will give the characters the opportunity to flee and will continue to harass the inhabitants of Brebanward.

It will be hard for the characters to follow the wolves when they flee. They will flee as a pack – in a common direction, but each wolf will find his own direction through the crowd.

A Knowledge (nature) check of above 5, or even an INT check of above 10 will give the character the information that the wolves are not behaving normally. They are extremely brazen, and might perhaps hunt for scraps around the fringes, but not actually make their way into the town with so many people around.

The old man will thank the characters profusely. He will not even introduce himself unless asked. He will just get up and continue on his way. If asked, or if the characters introduce themsleves, he will introduce himself as Horace Mighorst, a Morgenrood visitor from Hugelrote. If the characters ask about him, he will explain that he is a member of the Morgenrood council from the Roodzegen sept.

Appendix One

APL 6

Encounter A: Large (4HD) Wolves

Large (4HD) Wolf (6): CR 3; Large Animal; HD 4d8+16; hp 34; Init +1; Spd 50 ft.; AC 14 (touch 10, flat-footed 13) [+1 Dex, +4 NA, -1 Size]; Atk Bite +6 melee [1d6+5]; SA Trip; SQ Scent; AL NN; SV Fort +7, Ref +4, Will +1; Str 21, Dex 13, Con 19, Int 2, Wis 12, Cha 6.

Skills and Feats: Hide +2, Listen +6, Move Silently +3, Spot +4, Wilderness Lore +1*; Weapon Finesse (bite).

Trip (Ex): A wolf that hits with a bite attack can attempt to trip the opponent as a free action (see page 139 in the Players Handbook) without making a touch attack or provoking an attack of opportunity. If the attempt fails, the opponent cannot react to trip the wolf.

Possessions: None
Appendix Two
APL 8

Encounter A: Large (5HD) Wolves

Large (5HD) Wolf (8): CR 4; Large Animal; HD 5d8+20; hp 43; Init +1; Spd 50 ft.; AC 14 (touch 10, flat-footed 13) [+1 Dex, +4 NA, -1 Size]; Atk Bite +6 melee [1d6+5]; SA Trip; SQ Scent; AL NN; SV Fort +7, Ref +4, Will +1; Str 21, Dex 13, Con 19, Int 2, Wis 12, Cha 6.

Skills and Feats: Hide +2, Listen +6, Move Silently +3, Spot +4, Wilderness Lore +1*; Weapon Finesse (bite).

Trip (Ex): A wolf that hits with a bite attack can attempt to trip the opponent as a free action (see page 139 in the Players Handbook) without making a touch attack or provoking an attack of opportunity. If the attempt fails, the opponent cannot react to trip the wolf.

Possessions: None

When the Sun Sets in Brebanward
Ysekar Plot – Level 1
Page 4

