Level 2 – Ysekar plot – Ysekar’s choice

Background: It’s night time now, and Ysekar has chosen his victim. Amberlida Hellinga is his choice, but to get to her he needs a distraction. At his disposal are orc zombies and at higher APLs cultists of Nerull. An attack directed at the temple of Pelor seems in order.
Encounter A

The good weather at the gathering was bound to break eventually. Rain is falling as Pelor’s blessing disappears below the horizon. It is still warm though and many people find shelter in the tents set up for drinking and feasting.

The streets are mostly empty. The few people on the streets rush to find cover at the nearest tent. At the temple of Pelor pilgrims have gathered to watch the sun set.

Along the road walk a group of hooded monks. They ignore the rain and seem to walk towards the temple of Pelor.
A spot roll of 15 at this stage will reveal that one of the monks shows traces of Orc heritage. A closer look, with a spot roll of 20, will reveal that some of the monks are Orc Zombies.


Creatures: Zombies.

APL 2

Medium Zombie (6): hp 16; see Monster Manual page 191

APL 4

Medium Zombie (8): hp 16; see Monster Manual page 191

APL 6

Medium Zombie (12): hp 16; see Monster Manual page 191
APL 8

Medium Zombie (12): hp 16; see Monster Manual page 191
Tactics: The Zombies are mindless. They have been given simple instructions to walk to the temple and begin killing what is in front of them or if all the people scatter they will begin to destroy the temple. They won’t be discerning, and if the characters don’t intercept them then they will begin to kill innocent pilgrims at the temple.

A Knowledge (local) check of above 20, or a Knowledge (local – Brebanward) check of 5 or above will reveal from the markings on the orcs that they are from the Black Blood tribe.

Encounter B
Just as the Orc Zombies have been dealt with, you hear a scream coming from a not too distant tent.

If the characters head in that direction they will see that people are fleeing a tent where a crazed looking monk is standing over a bloodied body. The ‘monk’ is wielding a scythe.
A Knowledge (religion) roll of 15 will reveal that the holy symbol around the neck of the ‘monk’ is a holy symbol of Nerull.

At APL 6 or 8, the characters will notice another similar figure stands just behind this one.

Creatures: Nerull Cultists.

APL 2
Human Bar1/Cle3 (1): hp (raged) 32; see appendix one
APL 4
Human Bar1/Cle4 (1): hp (raged) 39; see appendix two
APL 6
Human Bar1/Cle3 (2): hp (raged) 32; see appendix three
APL 8
Human Bar2/Cle4 (2): hp (raged) 47; see appendix four



Tactics: The Cultists are wanting to kill to further the cause of great Nerull. They know that their mission is eventual suicide, so they will act with little emotion, but with great drive and motivation.

They will pick a target and attack that target with the maximum power attack until it dies. They have raged already for one round. If able to they will reach the temple and then enter to destroy it.

If a cultist can be raised to consciousness after the fight, then they will do what they can to escape. All they will say is that they serve Ysekar, servant of great Nerull and that they died willingly in the hope of entering Nerull’s service in the afterlife. 
If speak with dead is used it will reveal much the same information. Perhaps saying “Nerull is great, and Ysekar is his servant”.

Appendix one

APL 2

Encounter B: Nerull Cultist

Human Cultist (1): Male Human Bar1/Cle3; CR 4; Medium Human; HD 1d12+3d8+4; hp 24 (raged hp 32); Init +1; Spd 40ft.; AC 17 (touch 11, flat-footed 16, raged 15) [+1 Dex, +4 Chain Shirt, +2 Shield of Faith]; Atk (includes Bull’s Strength) +7 melee [2d4+4 x4, Scythe] {(inculdes Bull’s Strength & raged) Atk +9 melee [2d4+7 x4 Scythe]}; SA Rage 1/day, Fast Movement, Divine Spells, Rebuke Undead; AL CE; SV Fort +6 (raged +8), Ref +2, Will +7 (raged +9); Str 13 (with Bull’s Strength 16, & raged 20), Dex 12, Con 12 (raged 16), Int 10, Wis 14, Cha 10.

Skills ans Feats: Concentration +4; Power Attack, Weapon Focus (Scythe), Iron Will.

Barbarian Rage: Bonuses as above lasting 6 rounds (the cultists are already one round in so there are 5 remaining rounds of rage). Can’t cast spells while raging. Many spells are already in effect.

Divine Spells: 0 level – Detect magic, Guidance (already cast), Resistance (already cast) and Virtue (already cast); 1st level – Bless (already cast), Shield of Faith (already cast), Magic Weapon (already cast) and Cause Fear (death domain); 2nd level – Bull’s Strength (already cast), Undetectable Alignment and Invisibility (trickery domain, already cast).

Death Domain Granted Power: Death touch once per day.

Appendix two

APL 4

Encounter B: Nerull Cultist
Human Cultist (1): Male Human Bar1/Cle4; CR 5; Medium Human; HD 1d12+4d8+4; hp 29 (raged hp 39); Init +1; Spd 40ft.; AC 17 (touch 11, flat-footed 16, raged 15) [+1 Dex, +4 Chain Shirt, +2 Shield of Faith]; Atk (includes Bull’s Strength) +8 melee [2d4+4 x4, Scythe] {(inculdes Bull’s Strength & raged) Atk +10 melee [2d4+7 x4 Scythe]}; SA Rage 1/day, Fast Movement, Divine Spells, Rebuke Undead; AL CE; SV Fort +7 (raged +9), Ref +2, Will +8 (raged +10); Str 13 (with Bull’s Strength 16, & raged 20), Dex 12, Con 12 (raged 16), Int 10, Wis 14, Cha 10.

Skills ans Feats: Concentration +5; Power Attack, Weapon Focus (Scythe), Iron Will.

Barbarian Rage: Bonuses as above lasting 6 rounds (the cultists are already one round in so there are 5 remaining rounds of rage). Can’t cast spells while raging. Many spells are already in effect.

Divine Spells: 0 level – Detect magic x2, Guidance (already cast), Resistance (already cast) and Virtue (already cast); 1st level – Bless (already cast), Shield of Faith (already cast), Magic Weapon (already cast), Entropic Shield (already cast) and Cause Fear (death domain); 2nd level – Bull’s Strength (already cast), Death Knell, Undetectable Alignment (already cast) and Invisibility (trickery domain, already cast).

Death Domain Granted Power: Death touch once per day.
Appendix three

APL 6

Encounter B: Nerull Cultists
Human Cultist (2): Male Human Bar1/Cle3; CR 4; Medium Human; HD 1d12+3d8+4; hp 24 (raged hp 32); Init +1; Spd 40ft.; AC 17 (touch 11, flat-footed 16, raged 15) [+1 Dex, +4 Chain Shirt, +2 Shield of Faith]; Atk (includes Bull’s Strength) +7 melee [2d4+4 x4, Scythe] {(inculdes Bull’s Strength & raged) Atk +9 melee [2d4+7 x4 Scythe]}; SA Rage 1/day, Fast Movement, Divine Spells, Rebuke Undead; AL CE; SV Fort +6 (raged +8), Ref +2, Will +7 (raged +9); Str 13 (with Bull’s Strength 16, & raged 20), Dex 12, Con 12 (raged 16), Int 10, Wis 14, Cha 10.

Skills ans Feats: Concentration +4; Power Attack, Weapon Focus (Scythe), Iron Will.

Barbarian Rage: Bonuses as above lasting 6 rounds (the cultists are already one round in so there are 5 remaining rounds of rage). Can’t cast spells while raging. Many spells are already in effect.

Divine Spells: 0 level – Detect magic, Guidance (already cast), Resistance (already cast) and Virtue (already cast); 1st level – Bless (already cast), Shield of Faith (already cast), Magic Weapon (already cast) and Cause Fear (death domain); 2nd level – Bull’s Strength (already cast), Undetectable Alignment and Invisibility (trickery domain, already cast).

Death Domain Granted Power: Death touch once per day.

Appendix four

APL 8

Encounter B: Nerull Cultists
Human Cultist (2): Male Human Bar2/Cle4; CR 6; Medium Human; HD 2d12+4d8+4; hp 35 (raged hp 47); Init +1; Spd 40ft.; AC 17 (touch 11, flat-footed 16, raged 15) [+1 Dex, +4 Chain Shirt, +2 Shield of Faith]; Atk (includes Bull’s Strength) +9 melee [2d4+4 x4, Scythe] {(inculdes Bull’s Strength & raged) Atk +11 melee [2d4+7 x4 Scythe]}; SA Rage 1/day, Fast Movement, Uncanny Dodge (Dex bonus to AC), Divine Spells, Rebuke Undead; AL CE; SV Fort +8 (raged +10), Ref +2, Will +8 (raged +10); Str 13 (with Bull’s Strength 16, & raged 20), Dex 12, Con 12 (raged 16), Int 10, Wis 14, Cha 10.

Skills ans Feats: Concentration +5; Power Attack, Cleave, Weapon Focus (Scythe), Iron Will.

Barbarian Rage: Bonuses as above lasting 6 rounds (the cultists are already one round in so there are 5 remaining rounds of rage). Can’t cast spells while raging. Many spells are already in effect.

Divine Spells: 0 level – Detect magic x2, Guidance (already cast), Resistance (already cast) and Virtue (already cast); 1st level – Bless (already cast), Shield of Faith (already cast), Magic Weapon (already cast), Entropic Shield (already cast) and Cause Fear (death domain); 2nd level – Bull’s Strength (already cast), Death Knell, Undetectable Alignment (already cast) and Invisibility (trickery domain, already cast).

Death Domain Granted Power: Death touch once per day.
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